
Whether you’re training for your third
marathon or looking to exercise with your dog, 
motivation is easily one of the biggest 
obstacles to overcome. 

Enter Sphere, a fitness app that takes a 
simplified tracking dashboard and combines it 
with gamification and rewards to build overall 
wellness. Through fostering an online 
community with fellow athletes, Sphere 
hopes to give people the keys that they need 
to succeed.

S P H E R E

BUILDING YOUR FITNESS

MY ROLE

I conceptualized, researched and designed 
the prototype for Sphere.

TEAM

Jason Young, Designer/ UX Researcher
Christie Lau, Mentor
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THE PROCESS

1 Research
Screener Survey

5 User Interviews

Secondary Research

2 Synthesize
3 User Personas

Empathy Map

User Stories

How Might We

Affinity Map

3 Design
Sketches

Guerilla Testing

Wireframing

4 Prototype
Android/iOS App

Sketch

InVision

5 Evaluate
3 Rounds of Usability Testing
9 User Interviews
Iteration

Academic Paper
Capstone Presentation

THE PROJECT
With the amount of fitness apps available on the market, there is an overwhelming amount of choices 
and data for new and beginning athletes. Sphere Fitness was designed to simplify this by using a 
simple 10-point scale while utilizing gamification to build healthy goals and habits over time. 

Although the project was designed for beginning and intermediate level athletes in mind, staying with 
a similar UX/UI infrastructure to other modern day fitness apps allows Sphere to be accessible to all 
levels. Users can customize their goal rewards and experience during the onboarding process and 
in-app editing/settings menu. I firmly believe that all of Sphere’s core values can be distilled into three 
major pillars: build, connect and motivate.



Beginning with a screener survey that was posted on a variety of websites including my personal social 
media, Springboard’s slack channel, Craigslist and Reddit. I compiled a list of 20+ potential interviewees 
and then chose my final 5 participants based on a variety of factors including workout experience, device 
ownership and exercise preferences to try and get a balanced applicant pool. 2 interviews were done 
in-person while the other 3 were done online via Skype.

1 Research

Survey results from Question# 2 on my screener survey.
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Other secondary research techniques included competitive analysis to take a look at the current app 
marketplace and reading Academic papers. They all concluded a few things to me, namely that motivation 
and trying to find time to workout will always be one of the largest obstacles to living a healthy lifestyle. 

Additional findings included:

• Most people believe that finding the right support is key in maintaining a workout routine.

• Rewards and points tend to be another motivating factor for beginners.

• People workout for a variety of reasons including transportation, hobbies and of course health!

Online user interview via Skype.
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Each of my personas would have a different task and need from the app due to their respective 
experience level with exercise. Claude being the new person or person who often finds exercise 
boring would want to see progress and rewards while Sara was dependent heavily on wanting to 
support her friends and less into gamification. Justin was the advanced athlete who cares mostly 
about challenges and PRs. While he was focused mostly on chasing his own goals, he would 
appreciate the fact that the app is easier to use than others out there. 

Soon after finishing my research phase, I synthesized my notes and interview sessions, pulling quotes and
organizing findings according to a two-level category system through affinity mapping. By focusing on 
three simple categories: support lifestyle and device, I was able to formulate user stories that would give 
life to my personas, “Justin,” “Sara,” and “Claude.” 

2 Synthesize

An example of the two-level affinity mapping categorization.

The three user personas.
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Starting with the red routes that I had previously designed during the synthesis process, I began 
working on the first drafts for my low-fidelity wireframe sketches. After looking through multiple apps 
and Pinterest for inspiration, I began to formulate the basic idea for the app in my head. Although I 
knew that I wanted to show the user the results of their workouts/lifestyle through some sort of 
progression system, it wasn’t originally clear to me which direction I should go. Specifically, the 
gamification part of the app that I was thinking of during the mash-up phase was difficult as I wanted 
to present something that was engaging without overwhelming the user.

My ideas ranged from a tree-like infrastructure similar to something along the lines of what you 
would see in a massive multiplayer online (MMO) role-playing game. Eventually I came upon the 
realization that these would overcomplicate the app which was something that I did not want to do. 
After going back to the drawing board, it finally clicked to me while I was playing the gacha game Fire 
Emblem Heroes on my phone. Having a customizable “quest” system would give the app the 
engagement that I wanted while still keeping things simplistic.

3 Design

To the left are two different ways that I 
thought of presenting goals to users. The 
one all the way to the left is from World of 
Warcraft Classic where users invested points 
into skills to unlock the next level. For my 
app, I thought that this was too limiting. 

To the right is the quest system from Fire 
Emblem Heroes which allowed for much 
greater flexibility than the MMO skill tree.

Early sketches for the UI circles on the dashboard.

Once I managed to figure out the direction that I wanted to go regarding the gamification system, I 
was left with trying to find a way to unify the UI elements to the user to keep everything consistent 
within the app. Hence my decision to use circles which I believe allowed me to accomplish this.
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Red route for adding a workout manually on Sphere.

These tasks were then visualized through mapping out my red routes during the information architecture 
unit. Although I did not realize it at the time, I would soon be using the red routes to plant the seeds for the 
most important part(s) of my app: onboarding, activities/workouts, the grading system and rewards. Each of 
these would be used to ensure that I answered every question that my mentor and I raised during the 
“How Might We” process.
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After compiling all of the sketches for my red routes over the course of a few days, I used the Marvel App 
in order to produce a clickable prototype for guerilla testing. This would confirm and ease a number of 
worries that I originally had about the app. Chiefly that it was indeed easy to use, which was a huge point 
in emphasis for me. In addition, users liked the gamification aspect as they felt that it brought something 
unique to my app that wasn’t as present in other fitness apps.

Additionally, by having the scoring system come down to metabloic equivalent (METs) x perceived 
effort/heart rate x duration and then breaking down the scoring metric for the user when viewing an 
activity, a lot of people felt that it made sense and worked. 

The main issues that I encountered through this phase was the naming of sections in the app as I had 
originally named goal rewards as “special ” and “sponsored” which caused a lot of confusion. It wasn’t until 
after the third round of iterating the name that I named the section “goal rewards” which all people 
thought was aptly named and made it easy for users to find. Upon completion of the guerilla testing 
phase, I had decided that I was confident enough to proceed to the visual design portion of my app and 
came up with the color scheme and typography after investing a number of apps and trying to find the 
right contrast for accessibility.     

The UI elements were getting there, but not quite polished yet.
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With the bulk of the preliminary visual design work completed during the design phase, I began compiling 
high-fidelity mockups in Sketch based off of the previous sketchwork that I had done and tested. This 
phase took me roughly two weeks to design and then build a workable prototype using Invision. Although 
I did not encounter any major issues during this time, it was here when I began to learn about design 
systems in depth from a UX meetup group that I’m part of. Unfortunately it was not until after I had built 
the first prototype that I had really started to understand what exactly a design system is. As you can see 
in the screenshots below, there was still lots of work to be done in regards to UX/UI improvements which 
will be covered in the next section.

4 Prototype

Early screenshots of the “manually add an activity” red route.
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Given that I reached the usability testing phase during the covid-19 pandemic, I immediately knew that I 
would be having to work around with restrictions. As I felt that there was still something to gain from 
practicing in-person moderated testing, I decided to test two family members who were in lockdown with 
me. Although I was previously reluctant about this, they were both still able to give me valuable insights. 
During this first round I learned that the app was easy to use for both beginners and intermediate users. 
However, one immediate thing that I found out was Android-based users knew what the floating action 
button meant. This was reinforced during my 2 other online moderated tests.

This immediately brought to attention that I needed to rework the “add activity” button as well as enhance 
the UI for better visual design. As this also included a fresh coat of Google material design, I spent an extra 
3-4 days iterating the prototype before moving onto another round of usability testing. This time I used 
trymyUI to gather some valuable unmoderated remote feedback. From this, I gained enough insights to 
know that even the revised app worked well even with minimal instruction.

Eventually this led to the last round of moderated online user testing, which included 5 usability tests 
ranging from beginning to advanced users. As the target for the app, both the beginning and intermediate 
groups enjoyed the experience while the advanced user couldn’t help but carry a bias with him as an 
active Strava user. Given that I originally went in and focused on the hypothesis to create something that 
would help motivate both beginners and intermediate this made me content knowing that I had 
succeeded. A lot of what would make my app unique different from Strava had not been implemented yet 
as they were not MVPs and would be something to implement in future versions down the line. 

5 Evaluative

Updated screens and final UI tabs.
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CONCLUSION

NEXT STEPS

Although I had previously done some light UX/UI work at previous jobs in addition to enrolling into 
CourseEra’s UX/UI specialization courses, Springboard’s UX career track capstone project really helped 
put all of the previous skills that I used at previous jobs and improve upon them with proper guidance and 
feedback from my mentor. Although I had begun to lay down some of the groundwork for this capstone in 
a previous CourseEra class, having the opportunity to flesh out primary and secondary research really 
helped to confirm previous assumptions about fitness/wellness.

In addition, seeing a project that I started in early January 2020 come to life by the end of April was 
eye-opening to me as to what I can expect from a career in UX/UI. To me, it was something that was a 
very enjoyable experience despite the hard work and effort that I had to put into it. In addition, it gave me 
something nice to focus on during our current pandemic. I look forward to seeing where this project goes 
from here!

For Sphere, there are a number of things that I would love to see implemented in the future.

These implementations include:

• Additional community/friends features. Something that I had planned early on was the eventual 
implementation of community features to help beginning athletes find a group of athletes for them to 
connect to. From both my findings and personal experience, having the right support can help you 
succeed in transforming your lifestyle. Friends features would also include fun challenges between them 
or other groups and using it to schedule workouts.

• Title/medal features. As one of the additional gamification features that I had also planned to differenti-
ate this app from Strava, implementing a title/medal feature based on the user’s customized goal(s) can 
also add additional engagement with the app to help build wellness. These would be viewable when a 
user holds down on another user’s profile icon which would bring up another dashboard similar to 
daily screen.

• Record activity. As opposed to manually add or an automatic sync, one of the other ways to add an 
activity would be to record it with the app. This would include features such as heart rate tracking, a live 
score update and maybe even a way to challenge your own personal records virtually. 
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