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User Persona
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Erica Munroe

Office Coordinator

Age: 36

Location: Philadelphia, PA

Erica recently transitioned from a freelance lifestyle to a full-time office job, and it's
been... a lot. Adjusting to a strict schedule she wasn't emotionally prepared for,
Erica often feels like she's spinning.

She's trying to reclaim a sense of control, and her first goal is to drink a gallon of
water a day. But that's easier said than done. She forgets, she gets distracted, she
misses the mark, and then she feels ashamed for failing a “simple” goal.
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Pain Points

» Establish simple, sustainable wellness » Apps that feel crowded or cold
habits (like drinking more water) - Overwhelming dashboards and long
« Maintain a better work-life balance onboarding processes
» Feel encouraged—not judged—when she « Habit trackers that feel more like
slips punishments than support
» Use tools that soothe, not stress » Too busy to input too much—she needs

low-maintenance

How Nestly Helps Erica

Gentle UX: Instead of harsh reminders, Erica is greeted by adorable characters

Quick Start: Set a habit in under 30 seconds—no over-customizing

Compassionate Nudges: If she misses a habit, her app kindly reminds her to check in
on her pal

Visual Joy: The cozy forest world of Nestly gives Erica a tiny escape—an emotional
breather from the stress of daily grind

Identity & Encouragement: Her Nest grows as she builds habits—small wins build self-
esteem
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Reminders ©)
Why is it important?

Smallest Unit ©) Remind me at ©)

. O
Why is it important? 05:00 AM v +

Defining the smallest unit for your

new habit is beneficial for several :
reasons. Same time for all days

40

Walk
10000 steps

A reminder serves as a prompt or cue
and is the first step of taking action.
This technique can be used in two
different ways.

The first one is that it is much easier
to stick to a behavior which takes 1-2

On
min. to complete, rather than trying to
set very extensive and time Sunday Monday -
consuming actions that are not

possible to fit in your daily routine on
a frequent basis.

([ [
The first one which is used in this
screen is to choose a specific time to
act.
The second one is anchoring. It's
about building a habit on top of
another and might look like this:

(O) Everyday

The motivation to start a new habit

tends to be much higher when

individual actions only take a few

minutes to complete. °

After | brushed my teeth, | will
meditate for a minute.

We call these habits Nano Habits.

Behavior change happens when

there's a prompt and the right amount
of motivation and ability. Defining the

smallest unit (SU) helps with both of

them. After establishing a habit it's

quite easy to increase the SU and
scale the habit.

» Add Distinction in Style and Liveliness
 Guide Attention via Micro-Interactions
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B BN » Spacing Differently for lack of
scrolling + efficiency
» Assigned Characters to Colors
_ for Image-Habit Recognition
» Easing the process through “Re-
Adding an Old Pal” and
“Updating a Pal”

Create Pal

Reminders are key to build
habits. Let Nestly help you!
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Interaction
Guides
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e Start

Start Button

Trigger:
User taps on icon

Create a New Pal!

Feedback:
Leads to Home Page

Habits

Loading Screen Start Page

reate Habit Egg Icon

Cancel Button
Trigger:
User taps on icon
Feedback:
Returns to Home Screen + Haptic

Create New Habit Button

Trigger:
User taps on icon

Feedback

List of common tasks slides, footer update +

Haptic

Habit Choices

Trigger:

Color Modes

Nestly Characters

times in

User horizontally scrolls/searches a habit +

taps a button

Feedback
Highlights choice

Habit Choice +
Frequency

« Habit Scroll
« Day/Time Inputs

Select Color Theme
Trigger:
User taps on icon
Feedback
Shows list of colors to select
Mode:
Selected color changes header color

TAKE VITAMI

times in

Frequency Counters

Trigger:
User dlicks unit box

Feedback:

Number updates to desired frequency
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Unit Guide

UNIT

Smallest Unit
Why is it important?

Defining the smallest unit for
your new habit is beneficial for
several reasons.

The first one is that is much
easier to stick to a behavior
which takes 1-2 minutes to
complete, rather than trying to
set very extensive and time
consuming actions that are not
possible to fit in your daily
routine on a frequent basis.

The motivation to start a new
habit tends to be much higher
when individual actions only
take a few minutes to complete.

We call these habits “Nano
Habits”. Behavior change
happens when there’s a prompt
and the right amount of
motivation and ability. Defining
the smallest unit (SU) helps with
both of them. After establishing
a habit, it's quite easy to
increase the SU and scale the

habit.

Define a
Smallest Unit

Habit Units

Unit Definement
Trigger
User taps + types in desired unit counters

Feedback:
Number/Unit upd: desired

TN

Reminder Guide

Reminders
Why is it important?

A reminder serves as a prompt
or cue and is the first step of
taking action. This technique
can be used in two different
ways.

The first one which is used in
this screen is to choose a
specific time to act.

The second one is anchoring.
It's about building a habit on
top of another and might look
this:

After | brushed my teeth, | will
meditate for a minute.

Return Button

Trigger:
User taps on icon

Feedback
Returns to Previous Screen

Reminders Guide

Trigger:
User taps on icon
Feedback

Scrollable reminders importance description
pops up + Haptic

Smallest Unit Guide

Trigger:
User taps on icon

Feedback:
Scrollable small unit importance description
pops up

Remind me at
. Same time for all days

On

O Everyday

Create Pal

Habit Schedule

Reminders
Trigger:
User Taps + scrolls to desired time

Feedback:
Time updated a ed

Weekday Slider

Trigger:

User scrolls
Feedback:

Shows each weekday

e Character/Color Selector
e Information ? Icon

50 Pages

8000 Steps

coe
TAKE
VITAMINS
2 Doses

Habits

* Loggin

g Habit



Ul Animations

Habits

Jitter Define a

Smallest Unit

Used for Mock-Typing instead of using time for
functional keyboard inputs

V3

WALK
8000 Steps
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Ul Animations

Create HasiT X Create | uniT X

Page Flipping s v | Define ©

' Smallest Unit

IS BRUSH TEETH WASH HAIR

Wanting to have a real-life inspired animation based
off Sticky Notes- something someone might have in
their desk supplies to write/track things down.

times In ’

day

IDM213 JOHANNA JARVIS




Ul Animations

Create HaBIT

| lwantto

Character "Hovers”

r WALK TAKE VITAMINS BR

Bringing the Characters | made to life through facial r
expressions as simple as clicking, or a habit card
variation (notifications off, un-updated, or idle)

times In

day/s
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Ul Animations

Create REMINDER '

ET C T{ Remind me at ©

Subtle Smart Animates for Transition | @ Same time for all days l

On

. Everyday
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