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Introduction

<Interdependence=

The key concept we centered our work around was

interdependence—a term that we took time to carefully

define and reflect upon in the context of outdoor activities

like hiking.

Interdependence is the mutual reliance between entities,

where each depends on the other for resources or support.

Our interpretation of the design brief is that hiking activities
involve interdependent behaviors among hikers, even from
the preparation to the end of a hike.



DOUBLE DIAMOND
Design Process Model

To guide the design process of our project, we applied the Double Diamond Framework, a structured

design process developed by the British Design Council.

Reflecting on the notion of

interdependence, we realized

that hikers often face logistical

challenges. Therefore, our aim

in the Discover phase was to

explore this interdependent

dynamic through user research

methods, including interviews

and a diary study.

As we reflected on the diversity

of challenges and tasks hikers

engage in, we realized that the

main problem was managing

hike logistics—from listing

down the things to bring for a

hike, to possible borrowing

items in a group hike.

We moved from brainstorming

to creating possible solutions

by doing several ideation

techniques. Followed by that,

we skecthed the lo-fi to quickly

visualize the features before

designing the hi-fi prototype.

Feedback from the users is

very crucial in this phase so,

after the hi-fi is ready we

conducted user testing with

potential users. This phase

highlighted some areas for

further refinement.



Our goal was to comprehensively understand the hiking community's needs, behaviors, and challenges. We

did two key research methods: user interviews and a diary study, followed by thematic analysis through

affinity mapping to distill our findings into actionable insights.

8
interviews

15
themes

1
diary study

Discover Phase
The beginning of the Double Diamond framework, where
the purpose is to explore potential problems and insights. 



For the interview session, we had participants who considered themselves

as casual hikers, members of hiking clubs, and individuals of more

experienced hikers.

Interview Structure: The interviews were semi-structured, allowing flexibility

in following interesting insights while maintaining consistency across the

data. The questions focused on:

Hiking Habits

Preparation

Interview
We conducted 8 in-depth interviews with hikers from
various backgrounds to collect a diverse set of perspectives
on hiking habits, preparation, and challenges. 

Group Dynamics

Use of Technology

The insights from the interview were organized in a spreadsheet tables,

enables us to briefly compare each of the answers.



Diary Study
Diary study allowed us to gather contextual insights on the
real behaviors and group dynamics of a respondent’s hiking
experience.

In addition, we conducted a diary study with one respondent from the outdoor club, who

agreed to document their hiking trip. 

Diary Study Format: The respondent used WhatsApp to send daily reports, including

photos and short descriptions of their activities, interactions with group members, and

any notable challenges or highlights of the trip.



After gathering data from the interviews and diary study, we

performed a thematic analysis using affinity mapping on

FigJam and we discovered a total of 15 key themes from this

process.

Some of the themes include:

Relaxation purpose of hiking

Preparation for the things to bring to the hike

Navigation during the hike

Hiking group dynamics

Minimal Phone Usage

Affinity Mapping
Cluster and analyze the insights by doing affinity mapping
and breaking down the answers into insights in sticky notes.



Entering the define phase, our goal was to organize our research findings into actionable insights.  We began
by using the insights from our interviews and diary study to develop initial user personas. 

Once we had finalized our personas, we proceeded to create Point of View (POV) statements and How Might
We (HMW) questions for each persona. 

User
Personas

How Might
We

Point of
Views

Define Phase
Analyzing insights to narrow down and clearly define the
main problem or challenge to focus on.



Initially, we created two personas representing two
key types of hikers which were the casual (one-day)
hiker and pro (multi-day) hiker. After presenting
these personas, our supervisor suggested expanding
our scope by considering other types of hikers. 

This feedback led us to explore different categories
of users. Through iteration and refinement, we
decided to have a total of four core personas. 

User Personas
We began by using the insights from our interviews and
diary study to develop initial user personas to represent
our target users which are the hikers.



User Personas
The four final user personas capture the diverse
characteristics of hikers, from the documenting newbie, casual
group-hike, convenient hassle-free, and hardcore hikers.



Point-of-View (POVs)
With POVs, we wanted to concisely summarize the user's needs,
motivations, and the key problems we are aiming to solve.

For each persona, we came up with several POVs

that allowed us to articulate user-centered problems

and frame them as design opportunities.

Following the structure, we focused on three key

elements which are the user, the need, and the

insight. We ensured that our POV statements didn’t

just describe a problem, but reflected the deeper

frustrations and desires of each persona.



How Might We (HMWs)
We aimed to see the problem as an opportunity for design
and opened up space for the next ideation by developing
HMW questions.

An HMW question typically stems directly from the
user’s need and insight outlined in the POV. It
focuses on how the design team might solve the
problem in a way that’s feasible and aligned with the
user’s context. 



In the Develop Phase, we began to visualize the app features that would address the interdependent
needs of hikers. We moved through a process of brainstorming, creating wireframes, and developing
both lo-fi and hi-fi prototypes, with a focus on testing and refining our concepts.

Ideation
Methods

Lo-fi
Prototyping

Hi-fi
Prototyping

Develop Phase
Multiple potential solutions were brainstormed, prototyped,
and tested to explore how best to solve the defined problem.



To kick off our ideation process, we started with a

playful and unconventional method: the Worst

Possible Idea. For our project, we focused on the

theme of packing before a hike and explored

various aspects that makes a hike stress-free.

Ideation #1
Our first ideation technique was <the worst possible idea=—
the playful method to boost confidence and stoke creativity.



We also did some brainstorming afterward and

the idea of a role-playing game app caught our

eyes the most. This idea caught our attention

because it added a fun, interactive layer to the

hiking experience. 

Ideation #2
During this session, we revisited several of our How Might We
(HMW) questions to brainstorm about other possible solutions.



By doing this, we generated a wider variety of solutions, as everyone had the

freedom to express their thoughts without pressure. This method helped us

capture a richer pool of ideas for our hiking app.

Ideation #3
To ensure we avoided confirmation bias and expanded our
ideation process, we incorporated the Brainwriting technique.



Using lotus blossom, we expanded a few

HMWs into many different ideas, which gave

us more insights. We voted on them to see

which idea is the most viable.

Ideation #4
This method helped us take a few of our key HMW questions
and systematically explore them by branching out into multiple
layers of related ideas.



Role-playing hiking
game app

Shared packing
app

Our ideation led us to 2 choices

Ideation



Now that we have two possible ideas floating, we began to do some lo-fi prototyping that
involved creating simple sketches for both concepts: the role-playing game app and the packing

hike app. By focusing on basic layouts and key features, we aimed to visualize how each app
would function and gather initial feedback. 

Lo-fi Prototype
With two potential ideas on the table, we moved forward by
creating lo-fi prototypes to quickly visualize and test the concepts. 

Sketches for the role-play hiking game app Lo-fi wireframes for the hike preparation app



More sketches Lo-fi on Figma

Lo-fi Prototype



... so we went for the second one.

After many sessions of lo-fi prototyping and meeting, considering
that hikers almost all rarely use their phones during the hike for max
isolation, we have to give up on the role-playing game app idea.

Lo-fi Prototype



Hi-fi Prototype
The high-fidelity prototype allowed us to showcase the app's
features more effectively and provided a clear visual
representation for user testing in the next phase.

We did our hi-fi prototype in Figma, with the core functionality as
<shared packing before a hike=. We used a light green tint for the
visual theme of the app for a pleasant interface.



This phase included several key activities: hi-fi user testing, where we conducted usability tests with real users
to observe their interactions, gather feedback, and identify any pain points in the app experience; parallel
prototyping, which allowed us to explore different design variations simultaneously, facilitating comparison
and refinement of features based on user input and team discussions; and continuous iteration, where we
made ongoing adjustments to the prototype based on insights gained from testing and collaboration.

Hi-fi User
Testing

Parallel
Prototyping

Continuous
Iteration

Deliver
In the deliver process, we focused on finalizing our
prototype and ensuring it meets user needs through
thorough testing and iteration. 



To review the first HI-FI prototype, we performed user tests. These
were done by giving tasks to a group of people and letting them find
their way through the application. We made sure to collect any
feedback on potential issues that they found.

After gathering the insights from the user
testing, we discussed the main take-aways
thoroughly before deciding on the changes that
should be made in the prototype. 

Hi-fi User Testing
To evaluate our first hi-fi prototype, we conducted user
testing with some of the participants from our previous
interview.



During the deliver phase, we continuously used parallel
prototyping as a way to speed up the process of developing a
prototype. Through this method, we were able to combine parts
from the individual prototypes that best fit our testing feedback.

Parallel Prototyping
Parallel prototyping involved creating multiple variations of
design elements simultaneously.



Continuous Iteration

In the later stages, our refinements were primarily guided by
feedback from test users. This iterative approach was dynamic; in
some instances, we found it necessary to revert certain
adjustments upon realizing their importance or effectiveness in
previous iterations. 

During the prototyping process, we continuously made
improvements. 



FINAL PRODUCT

Create a customizable checklist to
ensure you're fully prepared for
your hike based on trip details.

Missing an item? Easily request help
or borrow gear from friends!

Organize and track all your hiking
gear in one place, making packing

more efficient and hassle-free.

Track all your gear in a digital
inventory, monitoring item status

and availability for future trips.

Collaborate with your group by
sharing packing responsibilities,

ensuring all needs are met.
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