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1. Introduction
We were tasked with creating a solution for a real-life challenge using emerging trends and technology. As a team, we decided to work on creating a VR fitness experience with gamification elements in the product, as we felt that this could encourage fitness among individuals who may have anxieties towards going to the gym and create greater enjoyment through the experience.  We were all tasked with different roles according to strengths and abilities, Andrew Davis worked as project lead, Morgan Jones focused on research, Micheal Dawe worked as our prototype and software lead, Gillean Jofre was tasked with wireframe design and my role was lead designer for this project, as I had previously worked on other design elements in User Interface (UI) and User Experience (UX) and I was working to my strengths. 
2.Personal Contribution 
Throughout this project, my main body of research contribution consisted of the visual aspect and study of UX and UI for our product. First, I began researching different elements within our proposal, which consisted of virtual reality UI design, research of other competitive fitness-based applications and gamification within our product. I was also involved in early studies of the application of using VR with other physical equipment, such as a treadmill, that would be integrated within our VR application. 
To visualise our design, a storyboard was created to help establish an early understanding of how our product might look and behave. I created a storyboard as a storytelling tool so that as a team we could all understand what we would have to achieve to create our final product (see figure 1).
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	Figure 1 – Storyboard, used for visualisation of our product idea



Using wireframes created by Gillean, I developed early draft models of the UI layout and design for our product using Adobe Photoshop (see figure 2). Throughout the project, the rest of the team was contactable to discuss decision-making and what we thought worked for our product to make changes when necessary. I also helped design and develop the controller attachment design (see figure 3), which was used to help understand how we could integrate the Meta Quest controllers with any of the gym equipment we had planned on using. 
	[image: Screens screenshot of a video game

AI-generated content may be incorrect.]
	[image: ]

	Figure 2 – Draft design of the home screen
	Figure 3 – Daft design of UI layout for level selection


  
Once the drafts were completed, I started to focus on finalising the design of our UI. This needed to be visually appealing to our consumers and fit our overall theme and design. Stylistic decisions were made via thorough research of futuristic themes in video games, such as the Meta Quest [1], Astrobot [2] and Cyberpunk 2077 [3]. This inspired my design decisions regarding the use of colour, shape and placements of elements of the UI (see figure 4 &5). Through multiple iterations a cohesive design was achieved that conveyed our overall theme, design and product. 
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	Figure 4 – Final UI design for main menu
	Figure 5 – Final UI design for in game




3. Teamwork  & Reflection 
Our team was made up of the following people: 
Andrew Davis – 5/5: Andrew provided concise leadership skills throughout the project with organisation of meetings and delegation of task within our group. He also contributed to the creation of the functional prototype of our product that we as a group were happy with the outcome.  
Morgan Jones  - 5/5: Morgan provided a fundamental foundation to our base of research and project idea, taking practical efforts to research the understanding of how our product might function by visiting gyms, using equipment and market research on different aspects of development including practical implementation, funding and marketability of our product.  
Michael Dawe – 5/5: Micheal attributed to the technical and functional aspect of our project. Developing how our application would work through using technology, Michael developed a prototype mouse tracking system that would be able to track the user’s movement using a treadmill. 
Gillean Joffre – 4.5/5: Gillean provided wireframes for our UI and UX design, this was a preliminary step for me to design our product functionality. Gill provided these wireframes to me later than desired in the project which did have a knock-on effect regarding pressure and time limits.  
The team was effect throughout the project, and I would look forward to working with everyone in the future. 
4. Limitations of the Project 
Our scope of the project initially was briefed as a fully functional product with a developed level that would have been shown as a prototype demonstration for our final presentation. As a team we decided to roll back our scope of the development to create a more hypothetical project. Time constraints impacted our ability to build a fully complete project that entailed a functional level. We opted to instead use a video demo for the pitch process to convey our intentions visually. 
There were some instances where each of us were not available due to work, family commitments and other projects within our course. Meetings were arranged in lectures at the beginning, however due to conflicting availability,  these were then arranged online using Discord due to familiarity with software and ease of contact. 




5. Design justification 
A futuristic theme was used for our VR fitness experience to further help immerse players into the world, drawing inspiration from films like Ready Player One where players escaped reality using VR. I felt that using a futuristic theme would help establish a compelling, gamified experience that would help its users to exercise and provide motivation to the player. 
Using colours such as blue, purple and yellow can provoke feelings of calmness, confidence, positivity and playfulness as supported by Career Foundry [4] and colour theory. Shape theory was also significant, angled buttons were used to create “visual interest” [5] and represent speed as slanted shapes convey movement and progress to the user [6] 
Regarding UX design, my goal was to be able to outline certain aspects that the player would expect from a fitness application. For example, the use of a step counter, calories burnt and distance. These were all repeating consistencies across other fitness applications that would be an important factor to the user. We also looked into other elements regarding social aspects such as, sharing scores, competitive elements and player profiles to further enhance the user experience.  
6. Future development & Improvement 
I would like to further extend our UI design to become more immersive to the player. This could entail, customised UI for different experiences. For example, we wanted to expand our levels to include different countries and experiences. In addition, there are also options for exploring time periods, fictional settings to include a more gamified experience. 
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