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Preface

The following case study represents the culmination of a 4 
part capstone project for BrainStation. The elements most 
pertinent to the UX process have been synthesized and 
incorporated into this document, with plenty of additional 
materials available upon request. Thanks for reading. 
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Context Problem Process Solution Exploration

Project Progress Bar

This project progress bar will help us contextualize 
the UX journey.

The UX process requires constant analysis and 
revision. With each refinement there arises further 
opportunity to explore. For each new ideation 
there is an opportunity to hone. The Double 
Diamond method was implemented throughout the 
design progress.  

Discover Define Ideate Deliver

Problem Definition Solution

KEY NOTES

Design Challenge

In accordance with the BrainStation syllabus, I was tasked with 
discovering a problem space that lended itself to a design 
intervention, which could then be addressed via a digital solution.   

As it is 2020, I wanted to ensure to explore a problem space that 
exists as persons live under the protocals of COVID-19, but will also 
continue to exist beyond this very human challenge we face.  

This led me to explore the history and permeatations of loneliness 
and isolation.

Process

Project Progress Bar

Problem

Project Progress Bar

The history of isolation as a principle is centuries old, yet 
an understanding of it as a problem space as evolved 
from concerns for transmitting a contagious disease in 
Ontario can be traced to the Ontario Public Health Act in 
1884 . Then, as now, isolation was encouraged so as to 
stave off the spread of infection.     



Secondary Research
 
Where I discovered...

HMWLeading to my :

1884

Small Pox

2020

COVID-19

Fighting COVID-19 demands the limiting of contact with 
persons outside of a household. And yet, as a 
psychology professor at the University of Toronto, 
states:  



Secondary Research
 
And herein lies the dilemma...

“Infections again require isolation in the community. The lessons 
learned in the 19th century are particularly relevant to these 
present day challenges.”

James Low  
Executive Director: 
Kingston Museum of  
Health Care

And yet, in my research I discovered a 1979 study conducted by the American Journal of Epidemiology that 
found that, after following 7,000 people in California over a nine-year period, death rates were twice as 
high among people who lacked social and community ties. 

This was confirmed by meta-analysis involving more than 300,000 Americans 
in 2010 where research author Julianne Holt-Lunstad claimed that “…loneliness 
can be as bad for your health as smoking 15 cigarettes a day.”     



"The natural response we have to stress or threat or 
grief or any of these negative emotional states is to 
connect with another human being. And given the choice, 
we connect with them…physically." 

Dr. Steve Joordens 


Professor of Psychology 
University of Toronto

To further complicate matters, a statistics Canada study from 2019 found 
that more than a quarter of Canadians — and almost one-third of 
Torontonians — live alone to begin with.    






This, coupled with the fact that 4.7 million Canadians began working 
remotely as of March 22nd, painted an isolating picture for many. 




Secondary Research 

Highlights

Social distancing can make people 
feel isolated and lonely and can 
increase stress and anxiety.

Social isolation is bad for your immune 
system and health.

Many Canadians living in cities live 
alone, and are especially vulnerable 
to the challenges of isolation.

Fom here a list of 
Assumptions, Project Brief, 
and Proto Persona helped 
inform a hypothesis, research 
and project goals:

Project Goal 
       

If my hypothesis proves correct, my ultimate 
goal is then to generate a design intervention 

that combats the challenges this specific 
target demographic face in light of the 

isolating social climate they live in. 


Research Goal  

 To affirm that those persons in particular are 
vulnerable to the negative physical and mental 

effects of that isolation, including, but not 
limited to, a lack of stimulating social 

interaction, a loss of life satisfaction, and a lack 
of inspiration and motivation in their daily lives.  

Hypothesis 


I believe that by conducting interviews with 
persons who live alone and work remotely 
in an urban environment, I will confirm that 
feelings of isolation are more present than 

ever due to COVID-19 restrictions. 

     



      Lifestyle habits, the nature of the home environment, and feelings of isolation are not      
      mutually exclusive. 


      Fending off isolation is important to urbanites in 2020.



      Feelings of isolation can (at least partially) be offset by engaging with a digital  
      application.  

      Persons suffering from the effects of isolation are willing to engage with a new product.



 



   


Assumptions



Anders, like many Canadians under restrictions, is seeking a resource with which to fend off isolation and 
find inspiration, and it is my belief that a design opportunity lies within that search.   




Brief: 


Project objectives: 


   To successfully motivate persons to engage with a     
   product that helps them to alleviate the pains points  
   of isolation and improve their lifestyle habits.

Target Audience:  


   Individuals who live alone in an urban setting. With a   
   leaning towards millenials and young professionals  
   working remotely who might be experiencing  
   extended periods of isolation for the first time. 

Constraints:



   Differentiating a design from alternatives that  
   already exist. 


   Engaging a dispassionate user base.  

 


   Generating feasible revenue streams

Key Stakeholders:



   Target users.

Name: Jakob 
Age: 33 
Occupation: Digital Strategist (remote) 
Marital Status: Single 
Household Status: Solo 
 

Attitudes & Beliefs: 
Moderately upbeat and chill personality interrupted by the occasional mood swing. 
Values being around others - feeds off their energy.   

Behavious:  
Pre COVID-19 was busy and often went out to socialize. Since March spends a lot 
of time at home, alone, either reading or online. 


Goals: 

To find motivation and inspiration while living under COVID restrictions.  
To improve his home environment and lifestyle habits.  

Pain Points:  
Tired of working and living at home all of the time. 


 

Problem Space Refined:   

In drawing from my secondary research highlights, I further 
refines my problem space by focusing on city dwellers who face 
emboldened versions of the mental and physical challenges of 
isolation living and working alone under COVID-19 restrictions.    


With a project aim and HMW in mind, I conducted  3 phone interviews. beginning with simple warm up 
questions, followed by general questions about lifestyle habits and daily routines before and since 
COVID-19 restrictions, followed again by focused questions that more directly pertain to the problem 
space of isolation, health and wellness.  



Participants will have been living alone since prior to COVID-19’s protrusion in our lives. They will be 
young professionals (25-40) or students working remotely, who live in an urban setting, who are 
experiencing extended isolation for the first time. 


Interviewee 1: Ann, 27, single, lives in Toronto. Works in E-Commerce.   

Pain Point:  Every day looks the same, Doesn’t connect with friends in person often, I have to 
go out of my way to make plans with people, It’s lonely living alone, Misses social events and 
gatherings, Less physicality means I feel more tired, There’s nothing to look forward to other 
than work  

Motivation: Designers online give me nice things to look at, Social media and cooking apps 
help pass the time, I like decorating my own space, Being able to make lunch when I want is 
nice, Saving on commute is great  

Behaviour: Exercises daily, Works long hours, Stays home other than necessary errands, 
Connects with friends and family online
 

Goal:  To take up running, To experience a culture/community, To enjoy the homespace and 
forget about COVID



Interviewee 2: Ben, 35, lives in Toronto, single, video producer
 

Pain Point: Work makes keeping a schedule hard,  Misses random interactions with strangers 
and friends, Push notifications and ads make me frustrated, Health and lifestyle apps create 
obsessiveness, No delineation between work and home, Efficiency drops by engageming with 
unimportant tasks at home  

Motivations: Running clears the head, I admire local artists and filmmakers,  Self help books 
give me a resugence of energy, Forced reflection from meditative apps,   

Behaviours: Works long days including weekends, Goes for runs and walks, Looking for a 
new studio space



Goals:  See someone randomly, Have a nice positive interaction with a stranger, Discover a 
new place, Become more present and aware of how time is spent


Interviewee 3: Nico, 33, Lives in Toronto, Associate Lawyer, Single  

Pain Points: Mood is low when alone a lot, Ergonomic challenges - thighs, hips, Tech barriers 
for work communication, Misses going outside anytime, Living and working in the same 
space, Not having interactions unless I seek them out,   

Motivations: Texts friends to stay in touch, Gets away from work on weekends  

Behaviours: Meets friends for walks outdoors, Plays tennis and exercises, Works long hours 
with chores interspersed, Meditates daily,   

Goals: Bring life into the house - maybe a dog, Design a more productive work from home 
routine, Keep in touch with people




Warm up Qs:  

How’s it going? 
Where are you calling from? 
What do you do for work? 
Any plans for your weekend?  

General Qs:  

What did you weekday look like before COVID-19? 
What did you weekend look like before COVID-19? 
What does a typical weekday look like for you now?

What does a typical weekend look like for you now? 
What kind of schedule do you tend to keep over the course of the day/week? 
What kind of exercise do you like to do? 
What have you done to stay connected with friends/family since March? 
Do you seek advice or inspiration from anyone? What kind/From who?

Do you currently use any health or lifestyle apps? What kind/why?

Specific Qs: 
What do you enjoy about living alone? 
What do you dislike about living alone? 
What do you enjoy about working from home? 
What do you dislike about working from home? 
Have you ever had to spend an extended amount of time at home this? How come? 
What kind of opportunities are there for leaving your apartment/home? 
What is the biggest mental change you’ve noticed about yourself since working/living from home?

What is the biggest physical change you’ve noticed about yourself since working/living from home? 
How has your life satisfaction been affected through COVID-19? 
Do you have any health practices that are part of your schedule or routine? 
Is there anything you would like to do differently about your home experience? 
Are there limitations to your exercise routine since COVID-19? 
Was isolation something you ever thought about before COVID-19? 
What comes to mind when we say the word isolation in the context of COVID-19? 
If restrictions continue into the new year, will you do anything differently about your home/work situation? 
If restrictions continue for the next 2 years…same question.

Is there anything you wish existed that could help offset the challenges of living and working alone? 
Is there anything you would like to add when it comes to isolation, working and living at home?  
For fun: If you had a time machine, would you travel forwards or backwards? Why?

Work/Life Balance

Insight: Persons who live and work at home alone find it difficult to establish a good balance and routine because of the 
lack of delineation between work and home. 
 

Mental and Physical Health  
Insight: Persons who live and work at home alone who get outside and exercise regularly still miss the physical and 
social options that were once available.



they miss 
spontaneous interactions with friends.  


Isolation From Friends and Family: 
One of the main reasons persons who live and work at home 
alone experience feelings of isolation is because 

Insights: 

Process

Project Progress Bar

Interviews:

Participant 
Criteria:

PROBLEM SPACE, 2nd REVISION:  

It was at this stage that my research had led me to the discovery that the nature of a person’s interactions 
with their friends can equally contribute or offset their feelings of isolation as much as an alteration to 
their environment or their lifestyle habits.   

This seems to be the case in particular with young professionals. As such a final refinement of my 
problem space sought to address the types of interactions these persons have with their friends. A new 
How Might We question was also formulated to adapt to these discoveries.     

 Problem Space:   

Urban professionals who live and work at home alone experience isolation and 
decreased life satisfaction due to a lack of stimulating social interaction and 
modified lifestyle habits due to the restrictions imposed by COVID-19.   

...and with it we now ask:  

How might we re-imagine interactions with friends and modify lifestyle habits so 
as to improve the life satisfaction of urban professionals suffering from isolation?   

NEW

Age: 35 
Occupation: Video Editor 
Industry: Entertainment 
Location: Toronto 
Status: Single 


The bright neighbour next door, Tom is often consumed by his long days editing 
commercials. He likes to go walking, but he wishes his friends and neighbours were as 
committed to toughing out the cold for the sake of a distance hang as he is. He wonders if 
he’ll able to go back to the downtown studio soon, as he’s tired of living and working in the 
same space and having no one to talk to.       


 


Pain Points:

- It gets lonely without friends or 
co-workers

- Every day feels the same

Goals: 

- To engage with his friends more ofen

- To have more spontaneous interactions

Motivations:

- Getting outside for fresh air and 
communication. 
- Talking to friends  
   

Behaviours:

- Communicates regularly with friends

- Exercises to offset the lingering feelings 
of isolation

Zoe Janssens

Secondary Persona

”At home working all day can 
be uninspiring. It’s lonely 

having nothing worthwhile to 
do when I’m done.”

Tom Parker

Work

Relationships

Health

Values

Metric

Age: 32 
Occupation: Marketing Strategist 
Industry: Fashion 
Location: Toronto 
Status: Single 


The social cynic, Zoe takes breaks from her demanding workday to exercise, drink black 
coffee, and text one of her many friends a dry observation. She has strong family ties despite 
her parents and siblings being sprinkled across western Canada. Pre-COVID-19 she liked to 
surprise her brothers, nephews, and nieces by spontaneously flying to visit them. An urban 
socialite; she misses the surprise of running into an old friend or meeting a stranger.      


 


”Working and living alone is isolating 
since the onset of COVID-19. And 
when I do socialize the interactions I 
have are predictable.”

Pain Points:

- Lack of routine and work/life balance

- The absence of social spontaneity

- Limited social opportunites 
- Every day feels the same

Goals: 

- Find inspiration in socializing again

- Balance the social/work home space 
- Run into a friend or meet a stranger  
   randomly 

Motivations:

- Communication with friends to offset  
   isolation

- Exercise and healthy eating habits

- Getting away from a working headspace 

Behaviours:

- Works long hours

- Meets friends outdoors for walks and     
   coffee

- Exercises and meditates daily 

Zoe Janssens

Primary Persona

Work

Relationships

Health

Values

Metric

Opportunities

Feeling

Thinking

Doing

Channels

Seeing

Emotional 
Exprience


Touchpoints

Profile

Photo

Experience Map

 Zoe Janssens
Occupation: Marketing Strategist

Status:  Single

Income:  65K

Age: 32 Location:  Toronto, ON

Goals: I want to combat isolation by finding inspiration in socializing and engage with friends spontaneously.



Frustrations: Every day feels the same, with a lack of social spontaneity and opportunity, and a lack of work/home balance. 



Quote:  ”Working and living alone is isolating. And when I do socialize the interactions I have are predictable.”

Searches facebook, 
instagram, for friends 
online.

Visits whatsapp, among 
other ‘secondary’ social 
platforms.

Searches her phone for 
recent text conversations.

Visits Zoom or Google 
Hangouts.

Waiting in Zoom or Google 
Hangouts room.

Pockets of friends online.

The same people she 
always see.

A few messages from 
people she hasn’t spoken to 
in some time

Responses come in from 
previous inquiries.

A few recent outlier texts

Options for video 
teleconferencing. 

A few friends trickling in.

Messaging with friends and 
family.

Inquiring if anyone is 
interested in going online 
for a video call

Sending out a few more 
invites.

Gathering and copying a 
link and sending it out to 
friends.


Messaging to round up 
more friends. 

Chatting with friends. 

More of the same from 
everyone I know.

I hope I can find someone 
outside of the usual crew. 

Neutral

I should get this part 
started.

Usual crew on their way. Nice to have a few new 
additions.

Uninspired. Excited. Excited Neutral

 - To assist in Zoe’s ability to find a more surprising, spontaneous, less predictable experience. 

 - To remove the element of having to reach out to numerous friends to movtate the creation of a video chat call. 

When your contact list is dictated not by which friends you add, but instead anyone in your list who downloads 
the app, an opportunity for spontaneity arises that wouldn’t be possible with any other app.   

Whimzy needs plenty of additional labour, as this case study has only set the bedrock. A futher exploration as 
to additional types of video calls - their frequency, number of participants, what else users might be able to do 
while on a call - are just the earliest inklings of exploratory ideation beyond this study.   

Thanks for reading.   

Sketching the 
task flow

Anti-Isolation Task Flow

User Story Task

Legend
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Y

Yes No

As a young urban professional 
living and working alone at home 
I want to combat isolation by 
engaging with random friends 
spontaneously.

 13

Enter a spontaneous 
video chat with 4-5 
random friends.

Notification Page:  

Invite to video chat
Waiting Room Page

Spontaneous video chat with 4-5 

friends egaged page.

User selects ‘Get 
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Anti-Isolation Task Flow - Revised

User Story Task

Legend

Location / 
Page

System 
Decision

User 
Action

Y

Yes No

As a young urban professional 
living and working alone at home 
I want to combat isolation by 
engaging with random friends 
spontaneously.

 13

Enter a spontaneous 
video chat with random 
friends, adding a new 
friend at the end of the 
call.

Notification Page:  

Invite to video chat
Waiting Room Page

Spontaneous video chat with 

friends egaged page.

Waiting Room Page  

(End of Task Flow)
Friend Added Page

Call Ends - add new friend?

User selects ‘Get 
Started’ to video 
chat with random 

friends

User Opens the 
App

User Chooses to 
add or not

N

NN

Y

Y

Enough friends 
online to populate a 

chat room?

First Prototype

The first prototype was created with an attempt to convey only 
absolutely necessary information towards completing the task. In 
looking ahead to user testing, I was hoping to ensure that:  

• Users understood that their experience could begin     
  seemingly at random, with a lock screen prompt. 


• The video call would feature a random assortment  
  of friends and friends of friends (1 degree of separaration).   

• The conversations were to be casual, with an  
  emphasis placed on their brevity.

Feedback Summary
The most interesting discussion arose with the 5th test user. His suggestion was to remove the addition of 
new contacts, instead for users to rely on the entirety of their own contact list. This radical notion spawned 
an hour of conversation due to the question: would users pick up a video call if it could be absolutely anyone 
from their contacts?   

Furthermore, in attempting to get users to randomly participate in video calls, the easiest possible task flow 
will have the greatest chance for success. In looking ahead to my second prototype, I followed through on this 
wild recommendation by doing the unpexpected - further simplifying the flow.    

1st Prototype

2nd prototype

3rd Prototype

Feedback Summary

The most significant feedback from the 2nd user 
testing session came in the form of an addressing of 
safety for users. Although it is understood that users 
must opt-in to use the app, whereby they are only 
able to be contacted for random video calls if they 
have downloaded the app, there still requires the 
ability to report users should any inappropriate 
behaviour manifest even by users in their own 
contact lists. In looking ahead I addressed this with a 
Report button.   

I also decided to waive the number of minutes option 
for extending the video call. I went all in on creating 
an app where users are constantly surprised.      

Process

Project Progress Bar

Process

Project Progress Bar

The Brand

Typography

Colours

Design Impact

Concluding Remarks

With my grayscale frames in place, I turned to Brand Exploration.     

• Whimzy

• Surprised 

• Brazen 

• Cheeky 

• Mischievous 

• Uninhibited

• Flashy 

• Fast 

• Daring 

• Spontaneous 

• Candid

• Unfiltered 

• Brave 

• Nutty 

• Vibrant 

• Enthusiastic

The Brand

As opportunities for spontaneous in-person interactions are extremely limited in 

2020, I’m attempting to inject a little fun and humour into the situation. The branding 

ought to be as spontaneous and fresh as the idea itself.  Here is a list of adjectives 

that my brand seeks to embody:    

• ...more open than closed. 

• ...more fluid than solid. 

• ...more naive than elegant. 

• ...more youthful than mature. 

• ...more brazen than polite. 

• ...more exciting than calming. 

• ...more Spielberg than Kubrick.  

• ...more bright than dark. 

• ...more humourous than sincere. 

• ...more pop than classical. 

• ...more social than insular. 

• ...more active than introspective. 

• ...more sunrise than sunset. 

• ...more checkers than chess.  

The Brand II

Further brand verbiage development in the form of ‘more A than B’ statements:  

My brand is...  

The name Whimzy was selected to rerpresent the brand. 
It’s flighty, reckless, fun, and has a mischievous ring to it. 

”...the trait of acting unpredictably and more from whim or caprice than from reason or 

judgment...irresponsibility, irresponsibleness - a form of untrustworthiness; the trait of 

lacking a sense of responsibility and not feeling accountable for your actions.”  

thefreedictionary.com

Drawing from my inspirational boards and peer review, 
sketches were made in an attempt at exploring typeface 
possibilities.     

A few variations included a drop shadow behind the W, font 
weights, styles, and orientation.   

Official

B & W

Primary Accent

Explored in depth, brand colours were extracted via 
moodboard exploration. 

icon:They were used for the development of an 

78CCD9 EA3339

The Whimzy icon is simple and punchy. 
Its 3 squares are remniscient of a video 
chat, leaving the bottom right hand 
corner open as an invitation for users to 
participate. A more abstract interpretation 
sees the top 2 squares as eyes and the 
bottom a gaping mouth.  

Fundamentals: Colours

Rooted in simplicity, the Whimzy app 

leans into its primary cyan (#78CCD9), 

vibrant red accent (EA3339 ) with a light 

grey-green ( #F4FEF6) neutral backdrop.    

Functional light and dark greys, medium 

and deep blue and white help users 

navigate the app. 

Primary Functional

Accent

Neutral

#78CCD9

#1C4A65#EA3339 #102C38

#F4FEF6 #848484#26211F

#FFFFFF

Atoms: Typography

With limited information to convey, 

Whimzy utilizes 6 typographical 

variances.   

SF Pro Text scales from size 10-18 pt, 

with red, white, and dark grey being 

the only colours.   

All line heights and letter spacing are 

set to auto.  

H1 - Header 1 - #FFFFFF

SF Pro Text / Semibold / 18px/ Right-Aligned

The quick brown fox jumps over the lazy dog.

The quick brown fox jumps over the lazy dog.

H1.1 - Header 1.1 - #FFFFFF

SF Pro Text / Semibold / 18px/ Centre-Aligned

The quick brown fox jumps over the lazy dog.

The quick brown fox jumps over the lazy dog.

EA3339H1.2 - Header 1.2 - #

SF Pro Text / Semibold / 18px/ Centre-Aligned

The quick brown fox jumps over the lazy dog.

The quick brown fox jumps over the lazy dog.

Containers

Placeholder images 

represent the space 

users populate 

during a call.  

Notifications represent 

the extension of a call 

and a contact blast 

sent.

SENT!BLAST 

Extended!

285

136

188 235

60 74
Molecules

Top: Minute left reminder  

Bottom: Populating text 

and large icon.  

Opposite: 4 video 

containers are joined by 

the small Whimzy icon

THE CALL IS POPULATING...

EXTENDI’M GOOD

1 Min. Left!

Name

Name Name

Name

6

1010

12

38

80

4

16

20

12

Atoms: Icons

Icons appear in 3 states: 

default, active, or inactive.    

The video and microphone 

can be toggled on and off 

during a call.   

End call, settings, and the 

logo remain fixed.

Active

Default

Inactive

32

51

32

32

36

36

32

36

36

32

32 32

51 32

Default?


Text:  

Background: #

UI Library  



 

Monday, June 3

419
You Received a Contact Blast!
Random contacts are starting a video call. Are 
you feeling Whimzy?

nowWHIMZY

THE CALL IS POPULATING...

THE CALL IS POPULATING...

THE CALL IS POPULATING... THE CALL IS POPULATING...

Jeff

Shannon

Paul 
Jeff’s Contact

Mads

Jeff

Shannon

Paul 
Jeff’s Contact

Mads

EXTENDI’M GOOD

1 Min. Left! Jeff

Shannon

Paul 
Jeff’s Contact

Mads

Extended!
Jeff

Shannon

Paul 
Jeff’s Contact

Mads

Jeff

Shannon

Paul 
Jeff’s Contact

Mads

EXTENDI’M GOOD

1 Min. Left!

You’re safe at last!  

How was it?

Report

NICE ONE! 


STILL FEELING WHIMZY?

JOIN A CALL

CONTACT 
BLAST!

SENT!BLAST 

 to prototype  LINK

Solution

Project Progress Bar

Exploration

Project Progress Bar

A Marketing Website   

Was created, with the feeling of a brief and 
exciting experience deeply rooted in its tone.  

Large, bold lettering was the principle 
driver in capturing the user’s attention, with 
excitable images featuring precisely the kind of 
people you might want to bump into on a random 
video call. Keeping in mind all images and content 
always trying to accentuate the feeling of 
spontaneity.   

The app’s purpose is to generate quick, fun 
interactions for users. The website aimed to 
drive home the feeling of that experience  
through straightforward, minimalist UI  
and complimentary, straight-talking copy.   

The Question: 
•The Siren asks what excessive use of Whimzy 
might look like, and what kind of boundaries can 
be exploited?  

I chose to explore this card in particular as the 
purpose of Whimzy is to break down borders of 
expected social interactions. In a way, at its core 
it seeks to exploit the lack of boundaries users 
have when they are constantly engaging with 
their mobile devices.   

Possible Mitigation: 
• Establishing a limit on the number of calls  
a user can engage with in a day. 
• Establishing a ‘sacred hours’ toggle where a 
user can render themselves Whimzy inactive.  

The Question: 
•The BFFs asks how Whimzy could affect the 
relationship of close friends, both positively or 
negatively. It also asks how it might create new 
ways for people to interact.  

Possible Outcomes 
• Friends could eventually express 
discontentment if they are consistently paired 
with the same individual. The fun is supposed to 
be in a video call-mate being generated from 
‘anyone’ from her contacts - why does she keep 
getting the same people? 
• In a larger, more ambitious sense, what would 
a large scale engagement look like for the 
Whimzy app? Would it result in users becoming 
more comfortable in uncomfortable situations? 
Less socially averse?   

An image collage insinuates multiple 
types of experiences are possible by 
downloading and engaging with an  
app. 

A moving background can feel  
refreshing and vibrant, leading to 
user excitement.

A simple suggestion captures the  
vibe and end goal for users. Here 
- to make matches.

Don’t be afraid to be confident 
and have fun with it.

Overwhelming text size can 
create a sense of urgency and 
immediacy.

Straightforward CTA, with 
minimal header options.

Simple, round buttons will 
be consistent aesthetic on 
mobile/desktop

Power is in the description: 
the copy and language will 
take centre stage. Minimal 
CTAs

Bottom of page contains 
further information. Centre 
screen provides main CTA 
with description.

AboutLogo Contact

iOS Android

Who’s on the call? 

Well that’s up to you, isn’t it?

LINKDesktop: 

to Mobile.LINK 

Anticipating the social 
impact of the product 
by drawing from the 
Tarot Cards of Tech.

The Siren

The BFFs

Opportunities

Feeling

Thinking

Doing

Channels

Seeing

Emotional 
Exprience


Touchpoints

Profile

Photo

Experience Map

 Zoe Janssens
Occupation: Marketing Strategist

Status:  Single

Income:  65K

Age: 32 Location:  Toronto, ON

Goals: I want to combat isolation by finding inspiration in socializing and engage with friends spontaneously.



Frustrations: Every day feels the same, with a lack of social spontaneity and opportunity, and a lack of work/home balance. 



Quote:  ”Working and living alone is isolating. And when I do socialize the interactions I have are predictable.”

Searches facebook, 
instagram, for friends 
online.

Visits whatsapp, among 
other ‘secondary’ social 
platforms.

Searches her phone for 
recent text conversations.

Visits Zoom or Google 
Hangouts.

Waiting in Zoom or Google 
Hangouts room.

Pockets of friends online.

The same people she 
always see.

A few messages from 
people she hasn’t spoken to 
in some time

Responses come in from 
previous inquiries.

A few recent outlier texts

Options for video 
teleconferencing. 

A few friends trickling in.

Messaging with friends and 
family.

Inquiring if anyone is 
interested in going online 
for a video call

Sending out a few more 
invites.

Gathering and copying a 
link and sending it out to 
friends.


Messaging to round up 
more friends. 

Chatting with friends. 

More of the same from 
everyone I know.

I hope I can find someone 
outside of the usual crew. 

Neutral

I should get this part 
started.

Usual crew on their way. Nice to have a few new 
additions.

Uninspired. Excited. Excited Neutral

 - To assist in Zoe’s ability to find a more surprising, spontaneous, less predictable experience. 

 - To remove the element of having to reach out to numerous friends to movtate the creation of a video chat call. 

Alternate Platform

”Working and living alone is isolating since the 
onset of COVID-19. And when I do socialize the 
interactions I have are predictable.”

Zoe Janssens

PERSONA

EXPERIENCE 
MAP

To best explore the possibility of Whimzy existing on a different digital 
platform, I returned to my primary persona, Zoe Janssens, whose  
feelings towards the current climate of social interactions has helped 
guide the Whimzy development process.  

In trying to solve Zoe’s dilemma of consistent, predictable social 
interactions, I made the assumption she had finished work for the 
day, and was looking for a spark in her evening.   

But what if an alternate Zoe has an interest in the Whimzy app 
throughout the course of her day? Maybe her co-workers have all 
recently downloaded it, and as a team building exercise a large team 
is being invited to participate at the same time, with each of their 
own random contacts also being in play.   

Could the mobile version be extended to desktop to accomodate a 
large group? Will the result be too chaotic? I made a few sketches 
to explore the space:   

ALTERNATE 
ZOE

FEELING 
WHIMZY?

JOIN A CALL
CONTACT 

BLAST!

GET STARTED ABOUT REPORT

NICE!  

WITH HOW MANY PARTICIPANTS?

2 4 8

EXTENDI’M GOOD

1 Min. Left!

Join Another Call?

2 4 8

And from 
sketches 

to Frames!

Desktop Version Perk: 
• Choose from different sizes of groups to participate in a  
    call with before the user joins the call. 

BONUS! 
 to 

Prototype
LINK

 HERELink  

for appendix 

and photo 

credits!

A Primary & Secondary 
persona were then created, 
generating an experience 
map and user stories.

Improved 
Scheduling

Spontaneous 
Interaction

Exercise and 
Getting Outdoors


Epics thematically 
grouped functional 

needs: 

Leading to  
my original 
Task Flow

User Stories:   

TasksStories and epics were translated  into 

Which were organized and grouped according to 
a hierarchy based on importance and impact:

Enter a 
spontaneous 
conversation

Send 
notifications


Join chat 
blindly

Receive 
social 

prompts


Enter a 
spontaneous 
conversation

I want to encounter a 
friend ‘randomly

ex.

Test Script

A user test script was formulated prior to prototype testing. This was done 
to ensure testing conditions were identical and that the test users were fully 
informed as to the context within which the app was created, as well as to 
alleviate any nerves or anxiety surrounding their participation.   

10 test users  - all of whom live in urban centres and are either students or 
young professionals - were chosen to partcipate in the prototyping sessions.    

Tasks & Scenario

Test users were informed that they were to be participting in the testing session 
as Laura, a young urban professional who lives and works at home, alone, who 
has just finished dinner after an uneventful work day. She has just received a 
prompt to socialize using the app.  


   

They were given 4 tasks:  

• Press the ‘say hello’ prompt to open the app. 
• Press ‘Join’ 

• Select Length of video call (3 min) 
• Once the call has finished, add Friend of A 

 

Process

Project Progress Bar

1st

2nd

app’s UI 
Having established brand values, colours, wordmard, and icon, I began 
exploring additional inspiration for the . 

 

With the additional input, I was able to curate my UI ‘mise en place’ in 
anticipation of transforming my wireframes to high fidelity designs. This 
included capturing more grey colours, as well as reverting to a simple SF Pro 
Text font in the app.     

   

Prototype

Prior to proceeding to the prototype, it’s important to keep in mind the app aims to 
bring about spontaneous interactions for users. In this particular instance the user 
receives a prompt, participates in, and then extends a call. After ending the call the 
user gives a positive rating, before sending out a contact blast of her own.  



Additional User Context:  

• The participating user 

understands that her experience 

has begun by receiving a 

‘contact blast’ (an open invite 

from any of her contacts).   

• The video call features a 

random assortment of her 

contacts plus any of their 

immediate contacts (never 

amounting to greater than 1 

degree of separation).

• The conversations are 

supposed to be casual and 

brief, like running into people 

at a coffee shop.

 to UI LibraryLink

Colour, Vibe, & Identity

Sample Taglines/Headers:  

• It could be your bestie, it could be your boss. 
• Who’s on the call? Well that’s up to you, isn’t it? 
• There’s nothing like a spontaneous interaction 
• Miss running into a friend at a coffee shop? So do we.

• You’re not really going to join this call, are you? 
• How does ‘only when you feel like it’ sound?

• Tired of making multiple schedules work? 
• Your hair’s not done, so what?

How might we re-imagine our home landscape and promote positive lifestyle 
habits so as to improve the mental health of persons suffering from isolation 
under COVID-19 restrictions?   

Constructive Feedback

Upon reviewing the feedback received for my Capstone part 1, one note in particular stuck out to 
me prior to further development:   

                    ”There is potential for further innovation on the video chat idea in order  
                       to really differentiate your solution from other similar products.” 


This led me to develop a task flow with with a simple extension - to add a friend (of a friend) 
who had also been on the video call once the call is completed.    

https://www.thefreedictionary.com/whimsy#:~:text=1.,humor%3A%20stories%20full%20of%20whimsy.
https://www.figma.com/proto/9Ru5uRslm2kk8z7VMKTpAa/Capstone-Part3?node-id=55%3A3&scaling=scale-down
https://www.figma.com/proto/5dUvCwQhW7LKPjpTmoqcTM/Website-Wireframes?node-id=228%3A505&scaling=min-zoom
https://www.figma.com/proto/5dUvCwQhW7LKPjpTmoqcTM/Website-Wireframes?node-id=228%3A356&scaling=min-zoom
https://www.figma.com/proto/kOESzO0bfy8NznmPyo2ccH/Untitled?node-id=3%3A30&scaling=min-zoom
https://docs.google.com/document/d/1Qk_yWr1XUs-Q_q7qeYTkhmZ5sUTJ_1oDsBRAu98T-rg/edit?usp=sharing
https://www.figma.com/proto/a5i74ll0sq4dhWbnkawI3j/Untitled?node-id=0%3A1215&scaling=min-zoom

