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1. Value Proposition 
Most exercisers struggle to find a fitness partner who shares their abilities, goals, and 
schedule. 2Fit empowers users to find a compatible match so that workout buddies 
can reach their fitness goals, together. 

 

2. Problem and Solution 
Our needfinding started with a broad and simple premise: to see how people 
engaged with fitness activities in their daily lives. In nearly every interview, we found 
the same sentiment: that working out with a friend could significantly boost 
motivation and engagement, but that several obstacles made finding someone to 
work out with very difficult. The antisocial atmosphere of the gym made it hard to 
reach out to strangers. Conflicting schedules made it hard to find time to work out 
with another person. Differing goals could make a joint workout uncomfortable. Our 
app, 2Fit, aims to connect people for fitness. We built a buddy finding system that 
helps compatible workout partners find each other, as well as offering users the 
capability to create, join, and share larger group workout events. 

 

 
 

Figure 1: ​The 2Fit design 
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3. Tasks 
2Fit enables users to complete three key tasks. 
 

1. Join group fitness events | Simple 
a. Originally, the task in this slot was “Offer words of encouragement,” but 

we changed it based on feedback from our Low-Fi prototype. We found 
that having the app facilitate words of encouragement was more 
clunky than useful, and also that many people wanted a ‘group 
workouts’ feature to complement the buddy finding system. 

 
2. Schedule joint workouts | Medium 

a. Throughout our needfinding, we found that one of the most 
consistently frustrating aspects of working out with a buddy was 
scheduling, both in finding someone with a matching schedule and 
also in coordinating times to work out from there. As such, we knew 
that trying to aid people in the scheduling process would be a major 
component of the value in our app. 
 

3. Find a compatible fitness buddy | Complex 
a. As mentioned before, the main problem that 2Fit aims to solve is to 

help people find buddies that are compatible with them. In 
interviewing and testing, we found that different people had different 
criteria for what they looked for in a fitness buddy, so we made sure to 
design a system around a customizable filter that would let users select 
for people based on their own preferences.  

Task 1: Find a Workout Buddy

 
Figure 2a:​ Find a Workout Buddy, High Fidelity 
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Task 2: Schedule Joint Workouts 

 

 

Figure 2b:​ Schedule Joint Workouts, High Fidelity 
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Task 3: Join Group Events 

 

Figure 2c:​ Join Group Workouts, High Fidelity 
 

 
4. Design Evolution 
Stage 1: Sketches and Storyboards 
The very first sketches for 2Fit utilized a mosaic-like tile design system. Users 
selected a buddy by narrowing in sequentially from a set of 16 possible buddies, 
down to 1, revealing progressively more information each step of the way. The 
conclusion after an internal design critique within the product team was that this 
design focused too heavily on comparing buddies before the buddies had a chance 
to message or meet up with one another; future designs would empower the user to 
select several compatible buddy matches. 
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Figure 3: ​Tile Mosaic Sketches 

 
The group also created early scheduling interface sketches to help buddies 
coordinate workouts with one another. One big benefit of this sketch was that it 
leveraged a schedule selection design pattern from When2Meet that was familiar to 
our target market. However, the design made it difficult to tell what times were 
better matches for workout partners than others.  

 

 
Figure 4: ​Scheduling Sketches 
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Next, we assembled storyboards of the task flows to map out how the user selected 
buddies. With the finding a compatible buddy task flow, we introduced the idea of 
goals, schedule matching, and filtering. With the scheduling task flow, after 
reviewing our needfinding notes about how users coordinate joint workouts, we 
decided to integrate the scheduling module into a messaging framework, since we 
found that scheduling flowed intuitively from coordinating via chat.  
 

 
Figure 5​: Find a fitness buddy task storyboard 
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Figure 6​: Scheduling and messaging task storyboard 

 
Stage 2: Paper Prototype 
In the next step, we developed a low fidelity paper prototype to help us test our 
design model with 3 real users. In a controlled environment, we asked users to 
complete our three main tasks (find a fitness buddy, schedule a workout, send words 
of encouragement). We logged the errors that subjects made during testing and 
collected data through qualitative interviews. In the finding a fitness buddy task flow, 
we found that users remarked our design too heavily weighed the profile picture in 
surfacing information to help them decide who to match with. We found that users 
were very confused by our “Distance Away” concept when assessing the quality of fit 
using location. We also observed that users were confused by where the suggested 
times came from during the scheduling task flow. Finally, an internal design critique 
within our section concluded that sending words of encouragement was not as 
meaningful of a task as joining larger group workouts, so we decided to introduce a 
new task in the medium fidelity prototype.  
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Figure 7: ​Paper prototype 
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Task 1: Find a compatible fitness buddy 

 

 

 

 

 

 

 

 

 

F​igure 8​: Choose a compatible fitness buddy 
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Task 2: Schedule a workout 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 9:​ Schedule a workout 
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Task 3: Give words of support 

Figure 10:​ Send words of support 

 
Stage 3: Figma Prototype 
In the next stage, we used Figma as the layout software for our medium-fidelity 
prototype. For the find a fitness buddy task flow, we did away altogether with using 
profile pictures in the first stage of the selection process in order to more heavily 
emphasize goals, workout personality, and workout abilities. For the scheduling task, 
we implemented a new visual interface for selecting a schedule time that worked for 
both participants. Finally, we created a new join group events task flow.  
 
We submitted our medium fidelity prototype for review by 4 other designers, who 
each individually conducted a heuristic evaluation on our designs. For the find a 
fitness buddy task flow, evaluators pointed out that the use of colors and icons in the 
Discover screen was overwhelming and cluttered. Users also pointed out that the 
connect action button was difficult to find. In the schedule workout task flow, 
evaluators indicated that the colors and fonts didn’t feel familiar with the rest of the 
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app. the In the join events task flow, evaluators pointed out that they expected to see 
feedback once they joined an event in the attendees list.  

Task 1: Find a Workout Buddy 

 
Figure 11:​ Find a Fitness Buddy, Medium Fidelity 

Task 2: Schedule Joint Workouts 
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Figure 12:​ Schedule Joint Workouts, Medium Fidelity 

Task 3: Join Group Workouts 
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Figure 13:​ Join Group Workouts, Medium Fidelity 
 
Stage 4: High Fidelity Prototype 
The designs for our React Native app built on the feedback from the heuristic 
evaluation. The app moved to a new white background color to make the app feel 
more familiar and friendly as opposed to dark, formal, and elegant. On the find a 
workout buddy flow, we dramatically simplified the discover page by eliminating 
icons and the workout personality construct and moved instead in favor of a high 
quality picture of the primary activity as the profile avatar. For the schedule a joint 
workout task flow, the app made more consistent use of colors, fonts, and sizes. We 
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also bifurcated the time and date selection process by adding a calendar to first 
allow the user to pick dates and then allow the users to pick contiguous times. 
Finally, we added confirmation alerts to assist the user in knowing the status of their 
workout request along the way.  

 

Task 1: Find a Workout Buddy 

 
Figure 14:​ Find a Workout Buddy, High Fidelity 
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Task 2: Schedule Joint Workouts 

 

 

Figure 15:​ Schedule Joint Workouts, High Fidelity 
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Task 3: Join Group Events 

 

Figure 16:​ Schedule Joint Workouts, High Fidelity 
 

5. Major Usability Problems Addressed 
Upon sharing the Figma medium fidelity prototype with our expert evaluators, we 
received a heuristic evaluation report that revealed a number of usability issues with 
our design. Below we list each violation that was scored either a 3 (major usability 
issue) or a 4 (critical usability issue) and our resolution of each issue. 
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6. Prototype Implementation 
We leaned entirely on React Native and various packages to build our app. We 
planned to involve quite a bit of functionality, such as a working filter for users, the 
ability to connect with users, and a functional chat and workout scheduling system 
for each one. While the structure of React Native naturally lends itself to flexibility 
and reusability, this system largely ended up getting in our way as we were focused 
on a one-time use, mostly hard-coded, front-end prototype. Luckily, we were able to 
find a local storage package that let us circumvent React Native conventions for our 
own purposes, and the wealth of pre-existing components in React Native were 
extremely helpful for building several parts of the app, like scrolling lists, schedule 
selection, and even the chat system. 
 
As far as Wizard of Oz techniques go, we were actually able to legitimately 
implement much of the functionality with our app. There are only two aspects that 
are really “faked.” Firstly, the existence of other users is spoofed, any buddy or 
workout request you send is automatically accepted, and no chat messages you 
send will get a response. Secondly, for the locations, it is implied that there is some 
sort of intelligent detection of nearby workout facilities compiled into a list, but we 
just chose a few gym names and compiled them into a list. 
 
A significant part of our app is hard-coded specifically the two aspects mentioned 
previously. All the users have pre-made, hard-coded profiles, interests, and 
schedules, all of the locations and their relative distances are hard-coded, and even 
the base profile that the user has is hard-coded (since profile creation was not one of 
our tasks).  
 
Two features were left out of this prototype: firstly, as just mentioned, profile 
creation, and secondly, the ability to create and host group events. These were 
relatively minor features that were not critical to our main three tasks, however, they 
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would have taken a disproportionately long time to implement, and so we made the 
decision to leave them out. However, they could be added in the future. 
 

7. Summary 
Using user insights collected through interviews and testing since the needfinding 
stages of our project, our team was able to assemble a high-fidelity prototype for 
2Fit, a product that helps exercisers find a fitness buddy who can help them reach 
their fitness goals. We developed the high-fidelity prototype using React Native, a 
flexible development platform that allowed us to build in some of the advanced 
filtering and flow functionality that was defined in our medium-fidelity prototype. 
We are able to use feedback from the expert Heuristic Evaluation to dramatically 
improve the aesthetics and usability of the product. Thus, the quality of the 
high-fidelity prototype is largely attributable to the iterative design-thinking process 
practiced by our team over the last ten weeks. 
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