


At the Y, we strengthen the foundation of
community through youth development,
healthy living, and social responsibility.

"

"

Our Mission Statement
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The Team



Introduce research methods and f indings 

Meet  our Persona,  L i ly  Richards 

L i ly 's  journey through the YMCA app 

The prototype 

Next  steps for  our stakeholders  
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Overview



92%
of young adults use a
smartphone
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Research: C&C Analysis 



Learnability

Efficiency

Memorability

Error Mgmt

Satisfaction
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Research: Heuristic Evaluation



We gave the 
research 

participant the 
task of signing up 
for a class on the 

YMCA mobile 
app. She took 27 
steps to complete 

her task. 
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Research : Task Analysis



"Honestly, I hate 
registering for class".

"If I knew my friend 
was taking the class, 

I'd lean toward 
taking it too".

"It's scary being so 
far away from your 
family and friends".
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Research: User Interviews



Learn relevant life skills

Easier access to expert advise 

Increased social connectivity 

G O A L S  

Difficult and unorganized registration 

process.

Information heavy mobile apps 

Inefficient ways of communicating with 

friends

Finding community 

P A I N T  P O I N T S  

Lily Richards 
Age: 23  

College Student
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Lily Richards



"I wish my school made it 
mandatory for students to take a 
class on how to manage their 
finances"  

10



11

The Scenario



As a new user of the 
YMCA app, Lily has access 
to the rewards program 
and can also request a 

mentor
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The Perks



Through the YMCA, young adults can
link up with a mentor and learn life
skills that are applicable to their lives. 

M E N T O R S H I P  
P R O G R A M

For every class bought through the 
YMCA, users will receive credit to 
apply towards the next class or 
workout.

R E W A R D S  P R O G R A M

Giving back to the community and
signing up for multiple volunteer
opportunities can help users build a
sense of community. 

V O L U N T E E R
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Rewards Medium Fidelity 



I M P R O V E D  U X / U I  

N E W  S O C I A L  C O N N E C T I V I T Y  
T H R O U G H  M O B I L E  A P P

1.

2.

3. S T R E A M L I N E D  R E G I S T R A T I O N  
P R O C E S S
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Why the Y app?



Website Prototype 
https://projects.invisionapp.com/share/GJDYMYOB6#/screens 

Mobile App Prototype 
https://projects.invisionapp.com/share/HMDYPADPU#/screens/25 

8458602 

15

*Icons used in wireframes and prototype from The Noun Project 
Imagery used in wireframes and prototype from FreePiks.com 

Images used in presentation deck from Unsplash.com

Prototype



1. More usability testing 

2. App development 

3. Website redesign
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Next Steps



C & C  A N A L Y S I S :  
F E A T U R E S  

A competitive analysis was done  
with some major brands that also offered 
classes, programs, and events, such as life-skills, 
group exercise, training, and volunteering 
opportunities.
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Appendix



P E R S O N A :  
From our research, we 
were able to build our 

persona, Lily Richards. 
Lily Richards is an 

archetype of an ideal 
YMCA app user, based 
on our research. The 

scenario we designed for 
Lily encompasses her 

experience before 
acquiring the app, during 
her interaction with the 
app, and her steps after 

completing her main goal 
through the app. 
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Appendix



O R I G I N A L  S I T E  M A P :  

This is the site map of the current YMCA 
Los Angeles app. Because the main app 

is broken, we used the Youth and 
Government app to get a feel for the 
navigation schema and taxonomy. 
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Appendix



R E F I N E D  S I T E  M A P :  
This is a redesigned concept app for YMCA Los Angeles. The 
new and added features are our solution for the pain points 
users expressed and also helps users achieve their goas.
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Appendix



T A S K  A N A L Y S I S :  
A user was presented with a specific 
task "Find a class on the YMCA app 
and register for it", and we tracked 
and timed her every move to pick out 
specific pain points within the current 
app. 
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Appendix



1. Affinity Mapping 

2. Site Mapping/Journey Mapping 

3. Design Studio (Ideation) 

4. Feature Prioritization 

R E S E A R C H  M E T H O D S :

L
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Must Have - Search class, Search locations, Class info (dates, locations), Notifications (events, upcoming 

classes, new classes), View calendar feature while searching for classes, My calendar, My account  

Should Have - More resources (Instructor Credentials, bio), Registration for online membership, Contact 

Instructor, Class rating from other students based off social media, History, Social share button 

Could Have - Friend icon (shows who is registered for specific class), share class registration or class 

schedule through text/social media 

Won't Have - Social media livestream 

F E A T U R E  P R I O R I T I Z A T I O N  
( M O S C O W  M E T H O D ) :
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U S E R  F L O W :
This is a flow depicting the 
ideal path, or the "happy 
path", a user would take in 
completion of her goal. It
depicts the steps and 
cognitive processes a user 
would encounter to complete 
her task.
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U S E R  I N T E R V I E W S

https://docs.google.com/document/d/1BVjB5XXuf6YrXZkC_L9KWi_0Zax4Uq5jkWo3pbgNdVE/edit?usp=sharing

https://docs.google.com/document/d/1A9W-agdT8EikiQL1dCbl7l9hdGm6khb0dVE2fP8ZMbw/edit?usp=sharing

https://docs.google.com/document/d/1CcXfn29DUM5Z7s3I7nIx7W0zV-HTv60UikxRcziNRMY/edit?usp=sharing

https://docs.google.com/document/d/1fLKzQdnXE5uUq_GY6A1I4FMZt62_n6rGgea0oEHiO6M/edit?usp=sharing

https://docs.google.com/document/d/1DMc3J45sB7hy1aTKEzQP4I-w_splFqaWAmdfjwa6Sig/edit?usp=sharing

https://docs.google.com/document/d/15cpSI2irMrDomQ0-JymUvDTit7h95vfjaLPNAacmesk/edit

https://docs.google.com/document/d/1N0KFWQdGiL1b_7FTK7P6LBzzKIklUj7j-U0pG-ljUAc/edit?usp=sharing

https://docs.google.com/document/d/1c4ZTZsfjMQzMCFgJHopXaBow8e8O1-txZn0OqW1nNhk/edit?usp=sharing

25

Appendix



H E U R I S T I C  E V A L U A T I O N :
Using the LEMERs heuristics principles, we analyzed the 
current app to determine which parts of it presented 
interesting business opportunities. 
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C U S T O M E R  J O U R N E Y  M A P :
A journey map was created 
to reflect the user's emotional 
state as she navigated 
through the current app to 
complete her task. This is not 
a happy user's journey. 
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M O O D  B O A R D :

By collaging images and 
quotes, we were able to 
determine the feel and 
energy that we wanted to 
take the app in, while also 
sticking to the YMCA brand 
and values. 
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S T Y L E  G U I D E :
The style guide was made to 
depict the full-color logo 
variations, main color 
palettes, and fonts that were 
utilized to create the mobile 
app. 
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31

Appendix (Sketches)
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Appendix (Sketches)
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Appendix (Sketches)



G R O U P  P R O J E C T  T R A C K E R :
This document was made to show the progress of our project as well as reference the current status of key deliverables.
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