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Background

Problem: When traveling, people have difficulty finding

specific next steps based on their interests and their goals,
while maintaining itineraries that enable spontaneity




Background

Problem: When traveling, people have difficulty finding
specific next steps based on their interests and their goals,
while maintaining itineraries that enable spontaneity

Solution: Hyperlocal, personalized, real-time

recommendations to guide people through open-ended travel
situations.




Mission: We're on a quest to make travel easy
and spontaneous every step of the way

Value Proposition: Personalized adventure
on-demand
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Selected Interface
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Idea:

Mobile app providing a limited
number of personalized activity
options for the next best action

Pros:

Focus on activities
Simple, user-friendly Ul
Limited choices avoid
overwhelming users
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Prototype - Functionality & Reasoning
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Task #1: Figure out what you can do nearby
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Task #2: Figure out what your friends have
done before
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Task #3a: Choose an option and evaluate it
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Task #3b: Inform app that you don't like the options
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Fing Helen*

- Off-campus - Stanford

- Prefers Student
planning trips - Prefers light
in advance trip planning

Arthur

On-campus
Enjoys having
rough trip
itinerary

Christian*

Stanford
student

Likes
spontaneity

Leon

On-campus
Statistician at
large tech
company

* stock photo



Experiment Results - Method

1. Screened users

2. Established setting

3. Walked users through sample task
4. Asked them to complete each task

Experiments all took place on a table in a quiet setting.
Ray acted as the computer and Netta was the facilitator.



Experiment Results - Successes

App Idea - Enabling spontaneity
Tasks completed successtully

Delight at finding options

App was fun

Preference incorporation/personalization




Experiment Results - Growth Areas

P

Af‘ Yw.o:'. Nex frB c;fdAx,ﬂon @

Onboarding User Preferences Incorporating Prior Plans



Experiment Results - Growth Areas Continued
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Wanted All Info Disliked Using Voice



Experiment Results - Surprises

Specific Friends: “I'd like to see what my friend
Lexie did. He's an artist”

Place History: “Seeing what I've done before
would be really useful”

Add Spice: "What if | want to do something that
| normally wouldn’t?”



Experiment Results - Ul Changes

Editing preferences was confused
for leaving app feedback

Finding what friends did can be
difficult

Having binary options for feedback
is too simplistic

Photo upload is confusing




Summary

e Prototyped app that surveyed users and
displayed 3 nearby options

e Users enjoyed app and liked having
recommendations that enabled
spontaneity

e Users wanted better onboarding, more
agency and a more clear Ul



Q&A



Appendix



Personalized Adventure
On Demand



