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Abstract

This study surveyed 800 college students in Zhaoqing City using questionnaires
and field observations to analyze their usage of sports social platforms and the
influencing factors. The results show that these platforms are widely used, with
Keep being the most frequently used, accounting for 52.5% of users; 40% of
students use them 3-4 times per week. The utilization rates of virtual reward and
social interaction functions are 75% and 70%, respectively. These platforms are
primarily used during running and gym workouts, with the core purposes being
data tracking and seeking social recognition. Factors affecting usage are divided
into internal and external factors: personal achievement motivation, social needs,
and time management are the main internal factors; platform usability, peer
influence, and the university's sports atmosphere are key external factors. This
research can provide references for universities to optimize sports activities and
for platforms to improve their features, thereby helping to increase college
students' participation in sports.
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1. Introduction

The rapid development of internet and mobile communication technologies in the
new era has brought sports social platforms, an emerging fitness method, into public
view. Conducting research focused on university students in Zhaoqing City holds
particular practical significance. As an important node city in the Guangdong-Hong
Kong-Macao Greater Bay Area, Zhaoqing has a high concentration of universities,
with students constituting nearly 15% of its permanent population. The physical
health of this group is not only related to personal growth but also directly impacts
the overall health and vitality of the city. The "14th Five-Year Plan for Sports
Development” (2021) by the General Administration of Sport [1] explicitly proposes
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an innovative path to "accelerate digital development and build digital sports,”
encouraging the development of new forms of sports through digital technology to
meet public fitness and youth sports development needs. In the same year, the State
Council's "National Fitness Plan (2021-2025)" [2] further emphasized deepening the
integration of sports and education, supporting the development of new formats
such as outdoor sports and smart fitness, providing policy guidance for youth sports
participation. Against this backdrop, contemporary university students are more
accustomed to completing social interactions and information acquisition through
online platforms. Sports social platforms, integrating the dual attributes of exercise
tracking and social interaction, demonstrate strong vitality among young people.
Based on this, this paper takes university students in Zhaoqing City as the research
object, systematically analyzes their usage characteristics of sports social platforms,
and examines behavioral patterns and influencing factors. It aims to provide
empirical references for optimizing university sports guidance strategies, improving
digital sports policies, and enhancing the sustainability and effectiveness of

university students' sports participation.
2. Research Objects and Methods

2.1. Research Objects

This study focuses on the usage characteristics of sports social platforms among
university students in Zhaoqing City. The survey subjects are university students
enrolled in Zhaoqing City. A stratified random sampling method was employed to
select students from multiple institutions including Zhaoqing University, Guangdong
Polytechnic University, Guangdong University of Business and Technology, and

Zhaoqing Medical College, resulting in a total sample size of 800.
2.2. Research Methods

2.2.1. Literature Analysis

Utilizing library resources, online platforms, and electronic databases, relevant
literature in the field was extensively collected and thoroughly analyzed. The aim
was to comprehensively understand, analyze, summarize, and refine existing
research materials related to fitness social platforms, thereby providing a solid
theoretical foundation for this paper.

2.2.2. Questionnaire Survey

This study employed a questionnaire survey method. The specific process involved
designing and preparing the questionnaire, followed by its distribution and
collection. A total of 850 questionnaires were distributed, with 800 recovered,

achieving a recovery rate of 94.1%.
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2.2.3. Mathematical Statistics

Data collected via Wenjuanxing was processed and analyzed using SPSS. Excel was
then used to generate charts required for the study. The survey results were
combined to elaborate on various aspects of the research in detail.

3. Analysis of Usage Characteristics of Sports Social Platforms
Among University Students in Zhaoqing City

3.1. Platform Preference

Table 1. Platform Preference

Category Number of People Percentage (%) Rank
Keep 420 52.5% 1
Yue Dong Quan 180 22.5% 2
WeChat Sports (Social 120 15% 3
Others (e.g., Codoon, Huawei 80 10% 4

As seen in Table 1, Keep, with a usage rate of 52.5%, is the most commonly used
sports social platform among university students in Zhaoqing City. This is closely
related to the high alignment between its functional design and the behavioral
characteristics of the student demographic. The platform's virtual medal system
(e.g., city series badges), library of courses covering multiple scenarios like yoga and
strength training, and social features such as friend challenges and dynamic sharing
accurately address university students' pursuit of a sense of achievement and need
for social recognition. In field interviews, several students mentioned that "after
unlocking medals by completing three weekly check-ins, they actively share them on
social media." This "exercise-achievement-social" closed-loop experience
significantly enhances user stickiness. Yue Dong Quan ranks second with a 22.5%
usage rate, its advantage stemming from a vertical focus on running scenarios.
Professional features like real-time pace monitoring, runner community interaction,
and personalized route recording meet the demands of core runners for data
accuracy and community belonging, gradually forming a stable core user base.
WeChat Sports holds third place with a 15% usage rate. Its core competitiveness lies
in the strong relationship network formed through the WeChat social chain. For
students with weaker exercise initiative, who may lack intrinsic motivation and rely
on interactive supervision within the social environment [3], "dormitory step
rankings" and "friend likes/interactions" constitute implicit external incentives,
prompting their passive participation in exercise. The remaining 10% of users are
distributed across platforms like Codoon and Huawei Health, reflecting a trend of
user concentration toward leading platforms in the sports social market, indicating
a significant Matthew Effect. This phenomenon suggests that smaller platforms
seeking to break through competition need to focus on differentiated development,
such as developing exclusive features for campus scenarios (e.g., on-campus sports

communities, linkage with physical education course check-ins) to precisely match
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the segmented needs of university students.

3.2. Usage Frequency and Duration

Table 2. Usage Frequency

Usage Frequency Number of People Percentage (%) Rank
Daily Use 200 25% 2
3-4 Times per Week 320 40% 1
1-2 Times per Week 200 25% 3
Monthly or Less 80 10% 4
Table 3. Duration per Use
Duration per Use Number of People Percentage (%) Rank
30 Minutes 360 45% 1
30-60 Minutes 320 40% 2
Over 60 Minutes 120 15% 3

Combining data from Tables 2 and 3, the distribution of frequency and duration of
sports social platform usage among university students clearly shows a deep
adaptation to the rhythm of campus life. In terms of frequency, students using
platforms 3-4 times per week account for 40%. This data highly aligns with the time
allocation characteristics of university students: scattered class schedules lead to
fragmented leisure time, and the platforms' "instant-on recording, flexible
interaction" features 144} meet students' needs for "interstitial" exercise. For
example, many students record mileage after class-running or complete platform
check-in challenges for 15 minutes after evening self-study. This high-frequency,
short-cycle usage pattern has become the preferred way for most to balance
academics and exercise. Daily users account for 25%. This group often has stable
exercise habits: physical education majors record morning run data via the platform,
fitness enthusiasts rely on live courses to plan training, and the platform is deeply
integrated into their daily exercise routines, creating strong user stickiness. Users
on a monthly or less frequent basis constitute only 10%. These students often have
weak interest in exercise or have leisure time squeezed by internships or exam
preparation, with platform usage limited to occasional recording, reflecting the
direct influence of exercise initiative on usage frequency. Regarding duration per
use, 45% of students keep it within 30 minutes, mainly for recording exercise data
(e.g, running pace, calorie burn) or quickly browsing friends' updates,
demonstrating typical "lightweight" usage characteristics. Users spending 30-60
minutes account for 40%, often those participating in check-in challenges or
watching specialized tutorials; the platform acts as an "exercise aid tool" in such
scenarios. Long-term users exceeding 60 minutes account for 15%, concentrated
among those heavily reliant on the platform, such as fitness groups completing
systematic training via live courses or physical education students using data
analysis to review training plans. This distribution of frequency and duration both
corresponds to the "busy-idle alternating” rhythm of student life and reflects the
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targeted nature of platform design: meeting convenient needs in fragmented
scenarios while providing professional support for in-depth exercise, ultimately

forming a usage ecosystem adapted to user behavioral characteristics.

3.3. Usage of Core Features

Table 4. Usage of Core Features

Feature Type & Specific Feature N %T:;lre(’f P erc(g/f)l)tage Rank
(Chezi—ritlzl.a\ii?telrligdasdges) 600 75% 1
(Friend PI(S.OSC}::lriI:;e]Erigilc(i)ge Updates) 560 70% 2
(Exercise Tutorals, Health Knowledge 480 60% 3

Table 4 data reveals that virtual reward features enjoy the highest acceptance
among students, with 75% of users participating in check-in activities or earning
virtual badges. These ingeniously designed virtual badges, though requiring no
actual investment, precisely address college students 'psychological needs. The
"Marathon Commemorative Badge" and "Monthly Self-Discipline Badge" unlocked
after achieving fitness goals not only serve as visual proof of progress but also
become carriers of self-identity. Particularly for freshmen and sophomores in their
self-identity formation phase, the sense of accomplishment from unlocking custom
badges often proves more compelling than mere exercise metrics. Many students
mentioned in interviews: "The process of collecting a series of badges motivates me
more than just training alone.” Social interaction features follow closely with 70%
usage rate. Social needs remain the core driver for platform retention. Students
maintain exercise enthusiasm through two channels: healthy competition within
friend circles (e.g., daily step rankings in dorm groups, class running club check-in
chains) and friendly interactions in stranger communities (like liking night-run
posts from unfamiliar runners or sharing experiences under fitness topics). The
information dissemination feature accounts for 60% usage, indicating the platform's
role in fitness knowledge dissemination, though its shortcomings are evident. Many
students report that the "General Fitness Guide" lacks relevance to practical needs
like "basic dorm workouts" and "sedentary lifestyle adjustments,” with content
showing significant homogeneity. This lack of targeted content has resulted in some
students paying little attention to push notifications, which also highlights the need
for platform optimization. To improve the effectiveness of information
dissemination, the platform must design content that better aligns with campus

scenarios.

3.4. Usage Scenarios and Purposes

Table 5. Usage Scenarios

Scenario Number of Percentage (%) Rank
Running on Track/Field 360 45% 1
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Gym Workout 200 25% 2
Ball Sports (Basketball, 160 20% 3
Other Scenarios 80 10%

Table 6. Usage Purposes

Purpose NL;,T:S;M Percentage (%) Rank
Recording Exercise Data 640 80% 1
Seeking Social Recognition 400 50% 2
Obtaining Exercise Guidance 320 40% 3
Leisure & Entertainment 240 30% 4

Analysis combining data from Tables 5 and 6 indicates that university students'
physical exercise behavior is not only constrained by internal factors like physical
fitness but also influenced by various external factors, with sports social platforms
being one of the unignorable influencing factors [4]. This influence is evident both in
specific exercise scenarios and reflected in diverse usage purposes, forming
behavioral characteristics deeply intertwined with campus life. Regarding the
distribution of scenarios, running scenarios constitute the primary position for
platform use at 45%. Field observations found that students' reliance on data is
particularly evident in this scenario: opening an app to record real-time trajectories
during morning runs, analyzing pace with segmented pace graphs after night runs,
and even students specifically adjusting running routes to "round up to whole
kilometers." This precise pursuit of data like GPS trajectories and pace makes the
platform an "invisible partner" during running, meeting the need for quantified
exercise while providing a basis for subsequent review. Gym scenarios account for
25%. Users often regard the platform as a "mobile coach": correcting bench press
form by referencing videos during chest workouts, controlling breathing rhythm by
following courses during core training. Especially for beginners lacking professional
guidance, the platform's tutorial resources effectively lower the entry barrier. Ball
sports scenarios account for 20%. Usage here is often related to group activities:
recording time statistics for class basketball games, sharing highlights of dorm
badminton matches, or organizing department volleyball matches through group
check-in features, demonstrating the platform's adaptability in collective sports.
Analyzing differences in usage purposes, 80% of students regard data recording as
the core need. The platform's "exercise log" feature has become routine; the
cumulative mileage in monthly reports resembles a growth diary, and calorie burn
curves visually present effort levels. This visualization makes abstract exercise
achievements tangible and relatable. 50% of students emphasize obtaining social
recognition through sharing: screenshotting and posting on Moments (Pengyouquan)
for likes after interval runs, hoping for official featuring when participating in
campus challenges. This transformation from private exercise to public display
satisfies the expression needs of youth groups and reinforces exercise motivation
through external feedback. 30% of students use the platform as a leisure tool:

browsing a few "exercise trivia" during class breaks, playing a "step PK mini-game"
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before sleep. This usage in non-exercise scenarios indicates that platforms have
gradually evolved from mere sports auxiliary tools to comprehensive applications
integrating social and entertainment functions, highly consistent with contemporary
youth's preference for "all-in-one tools."

4. Factors Influencing the Use of Sports Social Platforms Among
University Students in Zhaoqing City

4.1. Internal Driving Factors Based on Individual Characteristics

Table 7. Internal Driving Factors

Internal Driving Factor Indicator Number of People Percentage (%) Rank

Increased exercise frequency due to 372 (N=800) 62% 2
obtaining virtual badges
Increased exercise fr'equency stimulated 448 (N=560) 80% 1
by friends' updates
Freshmen/sophomores using 3-4 189 (N=400) 45% 3
times/week

Juniors/Seniors using 3-4 times/week 114 (N=400) 30% 4

Combining data from Table 7, it is evident that sports apps significantly impact the
exercise frequency of university students. Long-term users not only show a marked
increase in exercise frequency and improvements in physical fitness indicators (e.g.,
endurance, flexibility) but also gradually develop lifelong sports awareness through
sustained use [5]. This influence permeates students' exercise behaviors through
multiple pathways, showing distinct group characteristics. Regarding exercise
motivation, the incentive effect of virtual badge systems is particularly prominent.
372 students significantly increased their exercise frequency due to participating in
virtual reward functions, accounting for 62% within that user group (N=600). These
quantifiable virtual achievements, like "7-day consecutive check-in medals" or
"100km cumulative badges," translate abstract exercise intentions into concrete
goals, forming a "goal setting — action execution — achievement acquisition"
closed loop. As some students feedback, "Watching the badge wall gradually fill up is
like accumulating a 'report card' of exercise, providing more direction than relying
solely on willpower." The drive of social needs is also crucial. 448 students
increased exercise frequency influenced by friends' updates, accounting for 80%
within the social feature user group (N=560). This influence creates a noticeable
conduction effect within close communities like dormitories or classes. For example,
a dormitory formed a supervision mechanism through "mutual comment on updates
+ check-in chains," increasing the whole dorm's exercise frequency from 1-2 times
monthly to 3-4 times weekly within three months, confirming the catalytic effect of
social interaction on group exercise behavior. Differences in time arrangement
directly affect usage patterns. Freshmen and sophomores, with relatively lighter
course pressure, maintain regular use (3-4 times/week) at a rate of 45%, often
concentrated in blocks of time after evening self-study or on weekends. In contrast,
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juniors and seniors, pressured by internships, postgraduate entrance exams, etc.,
see this rate drop to 30%, more using platforms during fragmented time periods like
class breaks or lunch, with single session durations often limited to 10-15 minutes,

showing usage characteristics highly adapted to academic rhythms.

4.2. External Influencing Factors Based on Environmental Interaction

Table 8. External Influencing Factors

External Factor Indicator Number of People Percentage (%) Rank
Long-term Keep use due to smooth 375 (N=420) 85% 1
operation

Abandoned other platform§ due to 16 (N=80) 20% 4
cluttered features/excessive ads

First use comes from a classmate's 480 (N=800) 60% 2

S.tude.n.ts from well-equlppeq 260 (N=400) 65% 3
universities use platforms on-site

Data from Table 8 shows that external environmental factors influence the use of
sports social platforms with multi-dimensional characteristics, specifically reflected
in the synergistic effects of functional experience, peer interaction, and the campus
sports ecology. Platform functionality experience is a core variable for user
retention. 85% of Keep users (357) A HR] its advantages of "clean interface without
redundancy and zero lag in operation.” In interviews, many students mentioned
"opening it directly to record data without searching for function keys among
pop-up ads." Meanwhile, 20% of students who abandoned other platforms (16)
cited main troubles like "complex feature menu hierarchy” and "ads popping up
suddenly during exercise." This stark contrast confirms university students' rigid
demand for platform "lightweight and efficient." Students tend to view apps as tools
rather than content platforms, where functional simplicity directly determines
usage stickiness. Peer recommendation constitutes an important user acquisition
channel. 60% of students (480) were first introduced to a platform through
classmates’ recommendations, with 35% coming from roommates, forming a
diffusion path of "dormitory circle — class community." The practice of a college
running group is quite representative: by establishing a "daily check-in mutual
comment" mechanism, members reinforced usage habits through interaction,
increasing average monthly usage duration from 22 to 37 hours within three
months, demonstrating the significant effect of social connection on deepening
usage depth. The enabling role of the university sports atmosphere is also
prominent. Among students from institutions with complete sports facilities, 65%
(260) use platforms to synchronize on-site, due to factors like "high adaptability
between rubber tracks and GPS positioning" and "gym equipment that can link to
course data." Institutions organizing "online check-ins + offline fun competitions"
have higher platform usage rates than those relying solely on independent use. This
integrated mode of "virtual data recording + physical scene interaction" extends the

platform from a mere tool to a link activating the campus sports ecology.
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5. Conclusion and Recommendations

A survey of 800 university students in Zhaoqing City found that sports social
platforms are widely used among them. Keep is the most popular, with a usage rate
of 52.5%. 40% of students use these platforms 3-4 times per week. Virtual rewards
and social interaction are the most used features, utilized by 75% and 70% of
students respectively. Platforms are primarily opened during running and gym
workouts, mainly for recording exercise data and also hoping to gain recognition
from peers. Factors influencing student usage can be divided into internal and
external aspects. At the individual level, achievement motivation, social needs, and
time management are the main factors. Externally, platform usability, peer influence,
and the university's sports atmosphere are closely related. Based on these findings,
it is recommended that universities incorporate platform interactive elements into
physical education courses, such as organizing class online challenges. Platforms
should streamline redundant information and add more modules enabling local
student interaction. Simultaneously, universities and platforms can collaborate on
"online check-in + offline activities," leveraging campus sports resources to help

students maintain exercise habits and enhance motivation.
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