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Project Overview
The Problem: Awe is a powerful human emotion that, when experienced, can improve mood 
and overall well-being. However, experiencing it on a consistent and cost friendly basis can be 
quite a challenge for the average person. When surveyed, many people reported that their 
largest deterrents from pursuing their mental health were lack of time and lack of money.

The Solution: Our app, Awe, is an event-focused app that prioritizes incorporating awe into the 
user’s routine. We wanted to create a more accessible way for users to experience awe on a 
consistent basis. Additionally, this would provide a more fun, flexible, and cost-effective way for 
users to invest in their mental health and well-being. 

Value Proposition Statement: Experience awe… anytime, anywhere, anyone.

Tools: 

Our Trello Board

https://trello.com/b/tLdOCRVe/project-1


Phase 0

Preliminary Research



Primary Sources
Dr. Dacher Keltner’s lab (Berkeley Social Interaction 
Lab) and Dr. Jennifer Stellar’s lab (Health, Emotions, 

and Altruism Lab)

* compiled resources *

https://docs.google.com/document/d/16xPdWUEDQlyS3euNFhtrdyImdPnn5Qr0Gr7RWKVw_oA/edit?usp=sharing


Adopted Definition

Awe: the feeling of wonder and 
amazement at being in the 
presence of something vast that 
transcends one’s current 
understanding (Keltner & Haidt, 
2003).



Benefits of Experiencing Awe

● Prosocial Thoughts 
and Behavior

● Humility ● Interconnection 
and Curiosity

● Reduced Daily 
Stress 

● Elevated Life 
Satisfaction 

● Increased Well-being



“The most beautiful thing we can experience is the mysterious. It is the 
source of all true art and science. He to whom this emotion is a stranger, 
who can no longer pause to wonder and stand rapt in awe, is as good as 

dead: his eyes are closed.” 
— Albert Einstein



Hypothesis Statement
We hypothesize that developing an app for users to easily find 

and attend awe-inducing experiences will result in users 
reporting an improved sense of well-being/mental health 

after prolonged and consistent use of the app.



Phase 1

Empathize



Proto-Persona
This is where we fleshed 
out our assumptions about 
our potential user.



User Interview Planning

Full Discussion Guide

https://docs.google.com/document/u/1/d/1blso71Q4dQvvpd5rWZr15OTa9JWrdLpR0ZkdJTal2SA/edit


Survey

Link to full excel sheet of survey responses

Link to Survey

https://docs.google.com/spreadsheets/d/13lfp5M4WCSz0djJdDk9uITGO1j0RQTQhqzGSA94D8hM/edit?usp=sharing
https://docs.google.com/forms/d/1D9rZnfj5MS62RpjrXJuka-OfxoHCCFJDemaSujROcQk/viewform?edit_requested=truehttps://docs.google.com/presentation/d/1vjFm8VNtbPjH-Z0wXy00q4RWS0N7gbcgd_Lt4F94OgA/edit?usp=sharinghttps://docs.google.com/spreadsheets/d/13lfp5M4WCSz0djJdDk9uITGO1j0RQTQhqzGSA94D8hM/edit?usp=sharing


User Interviews Full Interview Transcripts

https://drive.google.com/drive/folders/1zP_U_KjgC01DTum5Y3lz-WjAsu_IHaXG?usp=sharing


Affinity Diagram

Link to full Miro board of Affinity Diagram

https://miro.com/app/board/uXjVOuyupnI=/?moveToWidget=3458764528142618552&cot=14


Jenny Chan, 27
San Luis Obispo, CA
"I'm always looking for that 'I'll never forget 

this' moment."

● Marketing Coordinator
● Engaged
● Adventurous, flexible, observant, personable, and resourceful
● Loves to be outside, attend concerts, visit art shows/museums, and travel 

with close friends

● Find manageable ways to improve her mental health and well-being
● Easy or not--wants to fully understand a method before she attempts to 

incorporate it as a habit/routine
● Interact meaningfully with the community around her
● Appreciate the beauty and wonders around her
● Mindfulness 

● Is apprehensive about traditional therapy and the cost, wants to 
find alternative ways to prioritize her emotional and mental 
well-being (hard to find what will work for her)

● It takes a lot of effort and time to incorporate new mental health 
habits into her life

● Has to seek out meaningful events and mental health work outside 
of her busy work schedule that typically leaves her feeling lazy 
when done

About

Goals

Frustrations



Phase 2

Define



Defining
User Insight Statement: A young professional needs a way to 
incorporate the feeling of awe into their life due to 
consistent exposure positively impacting their mental health 
and overall well-being.

Problem Statement: We believe creating a more accessible 
way for young professionals to experience awe will improve 
individual well-being.



Phase 3
Ideate



Competitor Analysis

A better look at the competitor analysis! How We Feel Nudge

https://docs.google.com/spreadsheets/d/1Bfm2e57IXsfZdizZbSLOY889j7FttenB/edit#gid=799450663


I like, I wish, What if… brainstorming



3 Key Features

● Reflection 
Feature

● Events 
Feature

● Day-to-Day 
Feature



User Journey Map



User Storyboard

Jenny wants to find something fun for 
her and friends to do on the weekend.

Jenny finds and downloads an app 
that suggests awe-inspiring activities 

and experiences.

Jenny sees that a big part of the app is geared 
towards mental health and is apprehensive 

about starting a new form a therapy.

Jenny reads the literature and resources explaining 
the benefits of awe and its impact on her mental 
health and feels better about using the app and 

incorporating awe.

Jenny narrows down an exciting new 
experience that she can do with her friends, 
but she realizes that it's really far away and 

doesn't have enough time to travel.

Jenny discovers that she can filter by radius and 
estimated time, and finds something that fits her 

schedule better. She shares the app and her plans 
with her friends, and they're all excited!



Phase 4 & 5

Prototype and Testing



User Flow Version 1

Full User Flow Version 1

https://miro.com/app/board/uXjVOuyupnI=/?moveToWidget=3458764527869302121&cot=14


Sketching Wireframes



Lo-fi Paper Prototypes

Onboarding 

Reflections Feature 

Events Feature 

Day-to-Day Feature

https://invis.io/W512SGF19QAU#/467728030_IMG-5353
https://invis.io/SN12SGIC7HEQ
https://invis.io/7T12SGI1EGXH#/467727811_1_Wireframe
https://www.figma.com/proto/vKRGVbbt9jUhhAYqwhTe2z/Awe-Paper-Prototype?node-id=2%3A2&starting-point-node-id=2%3A2


User Testing Plans

Our user testing plans included our 
objectives for what we’re wanting to 
discover about our prototypes, as well as 
tasks for our testers to complete and give 
feedback on.Link to our User Testing Plans

https://drive.google.com/drive/folders/1QeR_6HKG9iaEkxS54n9n6A2n_JndrLnX?usp=sharing


User Testing
Links to all User Tests

https://docs.google.com/file/d/1T2UaIDqv_B_JWWXYyGBTCPGatZGBKYSp/preview
https://docs.google.com/file/d/1WIez7taAIhcxr9qKTicF-h7xwk-YlIH0/preview
https://docs.google.com/file/d/1ZQXZwa6iz9WiT7My039gxhNR-6LgkaeN/preview
https://drive.google.com/drive/folders/1QeR_6HKG9iaEkxS54n9n6A2n_JndrLnX?usp=sharing


User Testing Analysis



User Testing Analysis Cont’d



Key Iteration Takeaways
● Make back/exit buttons more consistent/uniform

● Make tabs clearer

● Make it easy for user to access home screen from any screen, 
and make home screen more identifiable

● Add calendar element to make a place for users to keep track of 
their exposure to awe from all the different features "Awe" offers

● Make buttons more intuitive to navigate



User Flow Version 2
Link to Final Iteration of User Flow

https://miro.com/app/board/uXjVOuyupnI=/?moveToWidget=3458764527868960086&cot=14


Final Prototype
Link to Full Figma Clickable Prototype

https://www.figma.com/proto/eGvCvdPSiZ4BddOt8VqSvh/Project-1--Awe---Prototype?node-id=10%3A4&scaling=scale-down&page-id=0%3A1&starting-point-node-id=10%3A2


https://docs.google.com/file/d/1uVywEY_X9QsV2nw1ZX3vrp1E8PiZKXuK/preview


Future 
Opportunities

● High-Fidelity Prototype

● Awe-sponsored Events

● User input for events/activities

● Wishlist Feature



Lessons Learned
● When creating clickable prototypes in Figma, make sure to be more 

methodical when copying and pasting elements. It can be incredibly 
confusing to try and undo connections made previously to screens 
now completely irrelevant to this new element.

● During group work sections, focus on what needs to be done 
collectively. Be realistic about what can be individual work.

● Determine consistency standards as a group before doing the work. 
It’s harder to be thorough with consistency after the fact.

● Don’t stick to templates of problem statements or user insights, being 
clear and concise is more important



CREDITS: This presentation template was created by 
Slidesgo, including icons by Flaticon, and infographics 

& images by Freepik

Thanks!

http://bit.ly/2Tynxth
http://bit.ly/2TyoMsr
http://bit.ly/2TtBDfr

