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1.0 Introduction
This reflective journal focuses on my experience working in a multidisciplinary team to design and develop STRIDEVR, an innovative solution for gamifying exercise. I served as the main project lead, with additional responsibilities in research, UI development, and implementation. My duties included project planning, resource management, conducting research, and designing the user interface. The project aimed to use immersive technology to make physical activity more engaging, drawing on research that supports the motivational impact of gamification in fitness applications [1] [2].
2.0 Teamwork
Working in a team of five was both challenging and rewarding. We initially assigned roles based on individual strengths, some focused-on hardware integration, others on Unreal development or UX design. Regular weekly meetings in person helped maintain progress, otherwise we used tools like Teams and Discord for communications. One challenge we faced was aligning different schedules, which we resolved by assigning flexible asynchronous tasks. I learned a lot from my teammates, especially during collaborative problem-solving sessions where we discussed the motion tracking issues together. This reinforced the importance of communication, mutual respect and being adaptable in a team setting. I employed a semi-self-managed team approach, with responsibilities evolving over time, consistent with best practices in team dynamics [3].
3.0 Individual Performance Metrics
Andrew Davis – Project Lead, Research Assistant, UI Developer – 5 stars
Led project planning and organization, contributed to research and UI design, and played a key role in structuring the hackathon presentation. Highly communicative and engaged across all stages of development.
Morgan Jones – Research Lead, Project Assistant – 5 stars
Provided in-depth research that guided the project, assisted with project management, and organized the hackathon presentation. Always available and communicated effectively.
Michael Dawe – Prototype and Software Lead – 5 stars
Took the lead on building the prototype and self-funded hardware needs. Maintained excellent communication and validated design decisions with the team.
Rory Evans – Design Lead, Wireframe Assistant – 5 stars
Delivered timely design assets that supported the demo. Collaborated closely with Gillean to bring the concept to life and communicated consistently with the team.
Gillean Jofre – Wireframe Lead, Software Assistant – 4 stars
Provided research and technical assistance, and supported multiple aspects of development.
Overall, the team demonstrated strong collaboration, flexibility, and a commitment to shared goals [3].
4.0 Evaluation of Final Design
The final VR prototype design was well received during the hackathon presentation, one of the biggest successes was the integration of the tilt and movement sensors with the VR environment using Bluetooth sensors, this elevated the realism significantly [4]. However, limitations included:
Strengths:
· Sensor Integration: Effective and immersive use of Bluetooth motion sensors, contributing to presence and realism in the VR experience [5].
· Presentation Readiness: The prototype was functional and visually polished.
· Team Coordination: Strong collaboration during design and testing.
Limitations:
· Hardware Dependency: The system relies on specific exercise machines, reducing accessibility [1].
· Motion Sickness: Some users may experience discomfort, a known limitation in immersive VR environments [5].
· Scalability: Supporting multiplayer features or additional activity types would require further development.
5.0 Risks Factors and Challenges
Several risks and challenges arose during the project:
· Technical Dependencies: Synchronizing physical machines with VR was complex, particularly with sensor calibration [4].
· Team Availability: Academic and personal commitments sometimes affected meeting attendance and workflow.
· Physical Testing Risks: Ensuring user safety while using VR on exercise machines required proper safety protocols and supervision [6].
Additional ethical and legal considerations included user privacy, licensing software or hardware, and ensuring financial sustainability of any future commercial implementation [4].
6.0 Personal Reflection and Learning
This project significantly enhanced both my technical and interpersonal skills. I gained deeper knowledge of Unreal Engine’s Blueprint system and became more confident working collaboratively. I also improved my ability to give and receive constructive feedback.
Addressing a real-world problem how to make fitness more fun and accessible was highly motivating [2]. If I were to repeat the project, I would aim to complete the initial prototype earlier, allowing more time for usability testing and iterative design changes, a recommended practice in usability development cycles [8].
7.0 Technical Reflection
Working on STRIDEVR was a highly technical undertaking that challenged and improved my skills in both software and hardware integration. One of the most valuable areas of learning was understanding how to interface motion sensors with Unreal Engine using the Blueprints system. The integration of Bluetooth motion data into a virtual environment gave me hands-on experience with real-time data processing and calibration—key skills in interactive systems development [7].
Additionally, I gained deeper insights into the architecture of VR systems. I explored how spatial tracking works in immersive environments and how latency and sensor placement affect user comfort and simulation accuracy. These are common technical hurdles in VR fitness systems, often requiring iterative testing and adjustment to minimize motion sickness and disorientation [5].
Looking ahead, I now feel better equipped to work on VR and IoT-based systems that demand interdisciplinary integration. This experience has not only broadened my technical knowledge but also strengthened my problem-solving confidence in real-world applications of immersive technology [1] [2].
8.0 Conclusion
This project was a deeply enriching experience that emphasized the value of collaboration, iterative design, and the potential of immersive technology to promote physical activity. Despite challenges, our team adapted and remained solution focused. I leave this project with improved technical skills, real-world experience, and a deeper appreciation for interdisciplinary teamwork in digital innovation [6].
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