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UX DESIGNER
REBECCA SHULTZ
Biomechanist (PhD) 
Health Coach, Behavior Change Specialist (ACE)

I’m a user experience designer that is skilled at transferring coaching and behavior change principles into actionable and rewarding 
experiences. Over the last 7 years, I’ve used human center design principles to incorporate behavior design in the sport and wellness space. 
I enjoy using my knowledge and experience to create ecosystems that support athletes in becoming the best athletes they want to be. 
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MY SELECT 
PROJECTS

The following are a selection of projects 
from my portfolio of work to 
demonstrate my range of skills and 
experience as a UX Designer and 
Researcher.

Athos  
Training System

Lumo  
Run

Lumo  
Lift

Better Form, Better Results You Slouch, It Vibrates Build Better Athletes
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A key feature of Lumo Run is the real-time audio coach that 
helps runners improve their form while running. The 
complexity steams from needing to strike a balance 
between “coaching” the runner and giving them an 
“unplugged” experience.

MY RESPONSIBILITIES
• Lead Designer on the audio 

framework and sequencing

• Created the content for audio 

cues and tips

• Drove the development cycles of 

the audio experience

REQUIREMENTS

• Audio experiences are very personal and require tremendous user 
research. 


• A customized experience requires users to have access to many 
setting features, which generally is avoided in most product 
design.


• Negative and positive feedback should be an equal part of the 
experience.


• Runners need to work on one metric at a time in order to reduce 
cognitive load and focus on improving one neuromuscular pattern 

LUMO RUN
REAL TIME AUDIO COACH

TIMELINE & TEAM

• One Developer

• One Designe / Product Owner 

• Three months to design, 

conduct user research and 
build audio experience
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USER FLOW OF “CHIMES” EXPERIENCE 
• Chimes are used in the audio experience to tell 

a runner when they have fallen below their run 
goal for the day (e.g. 180 steps per minute) or 
succeed the goal. 


• The flow here demonstrates the early ideas of 
when users might receive chimes and verbal 
messages.

KEY OUTCOMES & HIGHLIGHTS

• Positive physiology, focusing on a runner’s 
strengths, needed to be a main part of the 
experience.


• Runners want to know where they are at, if 
something has changed and then do not 
want to be disturbed. 

"The detail of the real-time form 
feedback is second to none and the 
post-run video drills are clever, easy 
to understand and useful."

Kieran Alger 
Wired UK

REAL TIME 
AUDIO COACH
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USER FLOW

This is a high fidelity user flow showing the real 
time audio experience for runners. 


Each runner has a goal metric they are working on. 
If they reach their goal they hear a chime (+), if they 
fall below their goal they hear a negative sound (-). 
There are also different messages to help the 
runner stay on track, including visualization tips. 

KEY OUTCOME
LumoRun had the highest NPS score of any 
product in the history of the company

TIP: This could be a zoom in of a feature on the screen at the left

Important data on biomechanics. 
real time audio feedback is 
AWESOME! It's like a coach in 
your ear.

Lumo Run User 
From Delighted

REAL TIME 
AUDIO COACH
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The number one product compliant for Lumo Run was that 
the product did not work on a treadmill. A fast follow up post 
launch was MVP feature that resolved the “mis-estimations” 
of the pace and distance when on a treadmill mode (no GPS 
available).

MY RESPONSIBILITIES

• Lead UX Designer and 
Researcher on the feature


• Drove the development cycles of 
the experience

REQUIREMENTS

• Needed to help user’s improve their key problem area in the 
moment


• Needed to have a style that was safe and visible when running on a 
treadmill and looking at your phone


• Needed to work with no GPS (inside)

• Needed to be a fast followup post launch


LUMO RUN
INDOOR RUN MODE

TIMELINE & TEAM

• One Developer

• One Designer / Product 

Owner 

• 4 weeks to design, conduct 

user research and build out 
experience
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PAPER PROTOTYPES
• When on a treadmill, runners have more freedom 

to safely look at their phone and visually track 
themselves in real time. 


• Many paper versions of this screen were tested 
with runners of different levels and experience on 
treadmills to find the one that resonated with the 
most runners.

INDOOR RUN MODE

Mock 1 Mock 2 Mock 3

LEARNINGS

• Runners wanted to see all their metrics at one time 
but wanted the focus to remain on the metric they 
were working on. 


• This approach also matched the audio experience 
which reduced the cognitive load on the runner.


• Important text had to be big enough to see when 
bouncing up and down on a treadmill.



Rebecca Shultz 9

FINAL WIREFRAMES
Wireframes show the entire flow from when the user selects 
“indoor mode” to when they complete an indoor run. The user is 
able to watch their goals in really time with emphasis on the 
metric they are working on.

LEARNINGS
Real time bars were too technical for an MVP so the 
main In-run screen used during an Outdoor run was 
adapted for an MVP. 

INDOOR RUN MODE
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Lumo Lift did not set users up for success during their first 
30 days of use. Day 1 looked the same as Day 30. There 
were no levels, no difference in the experience from hour 
to hour. The number one complainant was that “it buzzes 

MY RESPONSIBILITIES

• Lead Designer who 
incorporated coaching and 
behavioral design into the 
experience


REQUIREMENTS

• Needed to create an experience around progression and improvement.

• Needed to build on Cooke’s functional pyramid  

(foundation, strength, power, specificity) 

• Needed to set the user up for success by ensuring their bodies where 

prepared to hold good posture all day long (mobility, strength, 
endurance).


• Needed to provide real world tips to teach the user what good posture is 
in different environments (sitting, standing, walking)


LUMO LIFT
INCORPORATING COACHING

TIMELINE & TEAM

• One Developer

• One Designer

• 8 weeks to design and build 

experience
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30 DAY PROGRAM PERSONAS & SKETCHES
* Personas across pain thresholds demonstrated the needs of different 

cohorts and stage of change highlighted target population. 

* Initial concepts looked at how to incorporate a progressive clinical 

model into the experience.

LEARNINGS
• User research showed that new users enjoyed the additional 

tools to get their bodies up for success.

• Teaching in the moment / in context was an important 

concept to anchor on.
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30 DAY PROGRAM WIREFRAMES
• An end of the day (EOD) report was used to summarize the goals and achievements of the user.

• It also included additional information to assist the user when they were not wearing their lift.  

• This experience split up the tracking and coaching hours so users could have practice sessions 

where they experienced haptic feedback and tracking sessions where the buzzing would be 
silenced.

KEY OUTCOMES
• The engagement in the first 30 days increased 3x 

with new users following this re-design.


Screen 2 Annotations
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Over years of iteration, the App began to have 
inconsistencies and frustrations in the UX flow. The goal of 
this project was to improve the professionalism of the app 
and create a more seamless experience.

MY RESPONSIBILITIES

• Lead UX Designer 
responsible discovering and 
improving inconsistencies


• Product Manager who 
created user stories and 

SUCCESS CRITERIA

• Users are able to onboard and complete tasks in the app without needing 
tutorials or coaching marks to help them navigate


• Our white glove service can be removed during the first two weeks of 
product adoption


• There is a reduction in our customer support tickets enquiring about 
where to find features in the app

ATHOS TRAINING 
SYSTEM
UX/UI inconsistency 
Improvements

TIMELINE & TEAM

• One Developer

• One Designers / Product Owner

• Two months to design, conduct 

user research and build audio 
experience
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PROJECT

• As part of the new flow through the app, the information 
architecture needed to be redesigned 


• Previously users had to pair their core every workout but only 
once with the new hardware


• User researched showed users wanted to start a workout before 
setting up their program


• Analytics demonstrated the need to remove the favorites button 
and the Athos workouts under “Workout” as they were unused.

KEY OUTCOMES

• Gear pairing was moved to settings

• Settings was designed using Apple Human Interface guidelines

• One design system was used throughout the entire app


Information  
Architecture
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Settings 
ReDesign

PROJECT
• Screens needed to be translated from the current design system to a 

new design system

• Flows needed to be updated to fit user’s expectations of a settings 

screen and to better oriented the what they were looking for 

OUTCOME
• User researched results demonstrated that users like a 

traditional iOS settings style

• Information was placed in a hierarchy style to help users 

navigate through the screens
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Publications

During my career, I’ve published 6 
1st Author papers, plus over 30 
coving such topics such as papers 
on Return to Play Decision Making, 
ACL prevention programs, and other 
sport science topics. The following 
are two highlights of my projects 
and activities. 


For a complete list, click here.

Rebecca’s Citations since 2012

Collaborators

https://www.researchgate.net/profile/Rebecca_Shultz2
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Return-to-play in sport: a decision-based model
PEER REVIEWED ARTICLE

Leveraging human-centered design in chronic disease prevention.
PEER REVIEWED ARTICLE

Landmark article that includes our model that helps clarify the processes that clinicians use 
consciously and subconsciously when making RTP decisions. Providing such a structure 
should decrease controversy, assist physicians, and identify important gaps in practice 
areas where research evidence is lacking. This article has been cited 167 times and used in 
multiple National and International societies guidelines for Return to play decision making. 

Pubmed Link

A collaborative article with LUMA co-founder Chris Pacione, We begin to explain that bridging 
the knowing-doing gap in the prevention of chronic disease requires deep appreciation and 
understanding of the complexities inherent in behavioral change. The tools of human-centered 
design, used in conjunction with evidence-based data, hold much promise in providing an 
optimal approach for advancing disease prevention efforts.

Pubmed Link

www.yourlink.com

https://www.ncbi.nlm.nih.gov/pubmed/20818198
https://www.ncbi.nlm.nih.gov/pubmed/25700655
http://www.yourlink.com
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THANKS! 

650. 804.9784

rebecca.shultz4@gmail.com

California 94070, United States


