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For my first project in interaction design at Kristiania I´ve
chosen to develop a digital prototype of an app tailored
towards skiers. The goal has been to design a user friendly
digital prototype of an app focusing on one central user
journey. 

This project has been a steep learning curve as I´ve dived
into the fundamentals of interaction design and
developed my skills within UX/UI design, prototyping,
digital design, interactive design and design thinking. 

I´ve really enjoyed the process of diving into the field of
interactive design, participating during class, working
with fellow students, testing each others prototypes and
designing and building something from scratch. 

Introduction
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Assignment
Design a user friendly digital prototype of a mobile application. You can
either develop your own application idea or redesign an already existing
application. The prototype should focus on one central user journey - in
other words how the user will navigate through the application in order
to solve one specific problem or need. The prototype should be
developed in Figma.

Concept
Adventure Buddy

Concept description
The application is supposed to help skiers find skiing partners

Values
Adventurous, trustworthy, welcoming, capable, outdoorsy, community
driven, knowledge, expertise

Target Group
Skiers who wants to get in touch with other skiers to find ski partners

Problem
“How can skiers use a mobile application to get in touch with others to
find ski partners?”

Solution
Developing a community application where skiers can get in touch with
others to find suitable ski partners. 

Background
Finding suitable ski partners has always been a bit tricky for skiers who
want to explore new areas, travel and accomplish the adventure of their
dreams. Roaming in the mountains involves certain risks and you need to
trust your own skills and the skills of your partner. For several years
skiers have resolved to using facebook groups to get in touch with each
other. Adventure Buddy is an application that helps skiers to find
skipartners with similar goals, objectives and skillset. 
 
Field of expertise 
Digital design, interactive design, UX/UI design, protypting

Tools
Figma, Miro, Canva, Slack, Google Fonts, Colormind

Team
Independent

My role
Sole interaction designer, responsible for the project from user research
and concept development through to prototyping and usability testing

Brief
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Throughout this process I´ve followed the five steps of the design
process. The design process is known to be a loop where you
iterate and go back to an earlier step at any time to improve your
design while you are learning. Working on this prototype project
has been a steep learning curve where I´ve been navigating the
loop of the designprocess as my project has taken shape. 

Phase 3 - Design
User stories
User journeys
Wireframing, Lo-fi, Mid-fi

Phase 4 - Prototype
Prototypes, Mid-fi, Hi-fi

Phase 5 - Test
User testing
Take note of feedback
Improve prototype

Phase 1 - Research
Brainstorming & Ideas
Choice of problem
Research and competitor
analysis

Phase 2 - Define
Define target group
Personas
Core values
Interviews
Moodboard

The process
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The research phase
During the research phase I focused on establishing the
background and base of my project. I tried to get an
understanding of potential gaps I could fill with my project
- is there something skiers are missing in their process of
getting out in the mountains? What is limiting them?
Moving forward I dived into brainstorming and coming up
with ideas that could turn into potential projects. After
doing some market sesearch and looking into what the
competitors are doing I managed to narrow down to my
choice of problem. 

Phase 1 - Research
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Phase 1 - Research

Brainstorming & ideas
I visited several ideas for applications
surrounding mountain navigation and
the community of the sport. Some of
the ideas were the following:

Designing my own mountain
navigation app
Redesigning an existing mountain
navigation app (Skida, Outmap,
Fatmap, Strava)
Ski app to find ski destinations, ski
resorts, trip suggestions
Redesign a ski community app
(Oak)
Design my own prototype of a ski
community app

Screenshot of Figma mindmap
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Phase 1 - Research

Choice of problem
After playing around with the different ideas I decided to go for
the idea to design my own community app where skiers can
get in touch with potential ski partners. I landed on this idea as
it would be straight forward enough for me to be able to focus
on learning the basics of the design process, design thinking
and learning the fundamental tools a dsigner use. 

I landed on the following problem: 

“How can skiers use a mobile application to get in touch with
others to find ski partners?”
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Phase 1 - Research

Oak - Main competitor

Photos from Oak´s Website

Competitor analysis
I also spent some time doing research and analysing the current
market. Who are the main competitors and what are they
providing? Adventure Buddy´s major competitor is the adventure
sports community app Oak. It´s an application that provides a
community platform for skiing, climbing, mountaineering, hiking,
running and biking. You can find potential partners, courses,
events and share your own adventures and missions on the
platform. Oak has a wide target group consisting of adventure
enthusiasts across multiple mountain sports. However, for my
own prototype project I decided to narrow down to a more
narrow target group: skiers. 

Central Oak features that gave me inspiration:
Wide range of community functions that let´s you find
groups, courses, partners, book guides, events 
Filter options to choose compatible adventure partners with
preferred experience, skills, age, location etc
Chat option get in touch with others
Wide range of profile options to share your own trips,
experiences, skills, photos
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The define phase
During the define phase I worked on combining the
research I had done to identify core needs, reframe the
problem and create a roadmap that would guide my
future creative work and process.

Phase 2 - Define
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Screenshot of Figma persona
The target group explained in three sentences:

people who are passionate about skiing - specifically freeride,
backcountry skiing, skitouring, on piste skiing, nordic skiing
people who are adventurous, curious and like going on
adventures
people who are open minded, likes to spend time in nature,
likes to travel and roam around in nature

Core values
Adventurous
Trustworthy
Welcoming
Capable
Outdoorsy
Community driven
Knowledge
Expertise

Phase 2 - Define
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Screenshot of Figma moodboard

Moodboard
The moodboard features the environment and
places a skier goes, the tools a skier use, the
gear and ewuipment etc

Phase 2 - Define
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I conducted an interview with a person from the target group to
get a better understanding of the target group, uncover user
needs, motivations and pain points. 

Phase 2 - Define
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Phase 2 - Define
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Phase 2 - Define
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Phase 2 - Define
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Phase 2 - Define
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Phase 2 - Define
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Phase 2 - Define
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The design phase
During the design phase I worked on turning research and
ideas into user stories, user journeys, wireframes, visual
layouts and functional models.

Phase 3 - Design
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User story
“As a skier I can use Adventure Buddy to get in touch with
other skiers”

User journey - flow diagram
The user journey explains the steps the skier will take from
opening the app to finding a ski partner. 

The following steps were implemented:
Open app
Find buddy option
Browse a list of suggest partners nearby or search for
compatible partners by a filter option
Choose preferred partner
Connect with or start a chat with a partner

Flow Diagram Figma

Phase 3 - Design
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The journey of my wireframes
The following screenshots are the first
wireframes I created based off the user
journey. 

Lo-fi paper wireframes

Phase 3 - Design
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Mid-fi digital wireframes

Phase 3 - Design
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Moodboard
When developing the style board for the
prototype I started out with finding things that
inspire me and fellow skiers: mountains,
nature, forest, snow. The photos in the
moodboard was an inspiration for choice of
colours and shades, essentially the image and
mood I was going for. Especially one thing that
probably influenced the chosen style of the
prototype is every skiers dream day in the
mountains:  a bluebird powderday. Essentially
a day in the mountains with sunny weather, a
blue sky and a fresh layer of soft and sparkling
powder.

Figma Styleboard

Phase 3 - Design
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Figma Styleboard

Phase 3 - Design

Colour palette
Choosing colours that skiers associate with
what they love the most felt natural. The colour
palette resultet in several blue/navt shades as
well as black and white. 

The blue/navy colours doesn´t just represent
the environment a skier travels through. They
also represent professionalism, knowledge,
safety, expertise and trust. These elements are
some of the core values of the app and are also
colours you find in other applications that
provides a sense of expertise and
professionalism, for example facebook, banking
apps, linkedin, finn.no. 

25



Phase 3 - Design

Typography
Skiers are by nature curious, playful and
adventurous but also professional, detail
oriented and focused in their approach to the
risk of moving through the mountains,
managing avalanche terrain and planning their
objectives. Therefore I combined a typography
of a playful and bold style with a more lowkey,
basic and professional style. 

I also focused on high contrast for important
information to make it easy to read and
understand as well as maintaining a clean,
minimalistic and professional aesthetic.  
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Phase 3 - Design
Components, buttons & icons
To maintain a balance between adventure and
professionalism I focused on keeping the app
minimalistic and clean with colours and
components clearly representing the difference
between navigation buttons and general
information. General information is presented
on a lighter background with dark text, focusing
on being easy to read. Buttons have bolder text
and are surrounded by thicker lines for the user
to know where to press. 

I also added fine line icons in a similar style in
mainly black and white to make navigation and
learning easier for the user as well as
maintaining the minimalistic style. 

I kept most of the icons basic, however I chose
to add a mountain and ski icon to suit the
image of the app. 
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Core values - what is the app symbolising?
Adventurous
Trustworthy
Welcoming
Capable
Outdoorsy
Community driven
Knowledge
Expertise

Phase 3 - Design
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The prototype phase
During the prototype phase I worked on creating
mid-fi prototypes that would respresent the core
idea. After testing and receiving feedback I selected
essential features that worked well, discovered
structural or usability flaws and modified and
improved the prototype accordingly.

Phase 4 - Prototype
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Phase 4 - Prototype

First Mid-fi prototype

First Hi-fi prototype
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The test phase
During the test phase I let people from the target
group as well as my classmates and teachers test my
prototypes and give feedback. I took note of the
feedback and made changes to the prototype
accordingly. This stage really highlighted how the
design process is an iterative process where I worked
in sycles through every stage of the design process to
improve my prototype.

Phase 5 - Test

31



Some of the user test feedback included the following topics
structural changes
layout changes
colours
buttons
unneccesary elements and pages
text size
consistency in components and layouts

Phase 5 - Test
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Final result / Mockup
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Final result / Mockup
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Final result / Mockup
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Final result / Mockup
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Link to prototype
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https://www.figma.com/proto/Fe9zPMmbGvlNmv7iyFaJr3/HK--Prototype-Adventure-Buddy?node-id=0-1&t=fGL7VIMccvFWkhPY-1


Thoughts
I`ve enjoyed diving into the fundamentals of interaction design and it
´s been a steep learning curve. Jumping straight into creating a
prototype of a mobile application and being the sole designer
allowed me to get hands on experience from the beginning to the
end of the design process. This project has given me a strong
foundation for further development within UX/UI design, prototyping
and design thinking. 

Future Improvemets
For future improvements of the prototype I would like to add more
features tailored towards creating a ski community. This could
include options to find groups, events, trips, destinations and guides.

I would also add options to create activites and upload photos and
trip details. 

I would also add more responsive elements like a scroll function,
slide bar for the distance filter, more toggles and ways for the user to
interact with the prototype to make it more “alive”. 

Reflection
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