
 

Solin Fitness 
As part of the Springboard Industry Design Program, I was matched with a California startup, 
Solin Fitness, and tasked to help design part of their new app. Solin is an app focused on the 
collection and discovery of fitness content shared by trainers around the world.  
 
At the start of my project, Solin was just preparing to officially launch their first version of the 
app. During our first conversation, my contact  mentioned a wishlist feature of their app that I 
might be able to help design: a product marketplace. This marketplace feature set would allow 
users to browse and purchase products featured in the workouts that they complete and 
recommended by the trainers that they follow. Importantly, this marketplace would also provide 
the brand new startup with a means to monetize their app. 
 
This project was conducted in several phases, from brainstorm to prototype, over the course of 
4 weeks and approximately 40 hours. As the sole designer on this project, I collaborated with 
three Solin stakeholders to ensure that this project provided as much value to their company as 
possible  
 

Phase #1: Discover 

Project Plan 
After deciding to focus this project on the creation of a marketplace feature, my contact and I 
had to define our project step. We devised a flexible project plan which would allow us to 
execute a comprehensive brainstorm session and identify opportunities before committing to a 
set of deliverables.  
 
We imagined two likely results of the brainstorm and drafted a preliminary plan for each: 1) We 
come away from the brainstorm with several strong — but unique —  ideas that would each be 
prototyped at low fidelity and tested against each other by existing customers, or 2) We come 
away with one idea we are confident enough in to move forward with a high fidelity prototype.  
 

Brainstorm 
Our first formal step of the project was to execute a brainstorm with the Solin product team 
(three people, including my contact). Using Google Hangouts and Mural (an online, 
collaborative whiteboarding software), we worked through a series of brainstorming exercises.  
 



 

How Might We... 
We started with a “How Might We” exercise, where the team (myself included) independently 
generated as many HMW questions as possible in five minutes. The purpose of this exercise 
was to understand the objectives of this project and identify valuable opportunities for the 
ultimate design. We then quickly organized the HMW questions through an affinity mapping 
exercise, revealing a few key opportunity categories. Finally, we voted as a team on the most 
significant or impactful HMW questions that we could try to solve. 
 

 
 

Big Ideas... 
After identifying the key opportunity areas, our second exercise, “Big Ideas”, aimed to generate 
actionable solutions. We conducted a series of five-minute brainstorm sessions for each of the 
winning HMW questions. After each session, we then discussed and loosely affinity mapped the 
ideas to spark discussion and gather any additional feedback.  
 
 
 



 

 
 
 
After a quick hour of brainstorming, we came away with a board full of insights and actionable 
items to begin designing the Solin marketplace. At this point, the decision was made to focus 
our time on a single, comprehensive solution that would be designed as a high-fidelity 
prototype.  
 
 

Phase #2: Plan 

Information Architecture 
With many of the key objectives and features layed out in the brainstorm, I set out to create an 
“outline” of the app at the lowest fidelity: a word doc. The intent of the deliverable was to 
categorize all of the app’s features into a logical organization of components and pages. Without 
tackling any design decisions, I was able to quickly define what each section of the app should 
do, ensuring that no functionality would be left behind. It also served as a valuable benchmark 
for myself and the Solin team to compare against in subsequent designs.  



 

 
 

Sketches 
Building from our new marketplace IA, I created a series of pencil-on-paper sketches to roughly 
lay out my design structure. Fidelity was kept as low as possible, because the structure was 
simple and these sketches would only be used for my personal reference.  
 

 



 

 

Phase #3: Design 

Wireframes 
After sketching out the core pages on paper, I moved into creating a set of digital wireframes. 
This was the first design deliverable that the client would see, so i wanted to create them with a 
high level of structural detail. In the process, I realized that there were a number of additional 
component states and auxiliary pages that I would need to design in order to convey the entirety 
of the marketplace experience. While this step was the most time-intensive part of the project, 
the level of detail that I designed in these wireframes set me up for quick success in the 
following UI phase.  
 

 
 
 



 

UI Design 
Using my wireframes as foundation and the existing Solin app as design direction, I created a 
series of high-fidelity UI mockups. Given the high level of detail that I designed my wireframes 
at, this was largely just a process of applying colors, font styles, and placeholder imagery. The 
process went smoothly and the mockups exceeded the client’s expectations.  
 

 
 
 

Phase #3: Prototype 
The final delivery of this project, an interactive prototype, was requested by the client due to the 
remote relationship with their app developer. In addition to the basic page-to-page functionality, 
they also requested the animation of key interactions for a comprehensive experience. Having 
designed the UI mockup in Adobe XD, I was able to leverage that program’s internal prototyping 
tools, which gave me additional flexibility over external prototyping such as Invision.  
 



 

Similar to each of the previous steps, the process of prototyping the app revealed additional 
component states  that would need to be designed, as well as a couple holes in my UX. This 
was a valuable step, because it allowed myself and the Solin team to view the design as a 
cohesive whole rather than just a series of disconnected screens. 

 
 
After two rounds of client feedback and a number of small design tweaks, the prototype was 
approved as complete by the client. At this time of writing, the marketplace features will likely be 
implemented into the design within the coming weeks.  

 
 


