Personas

. Guide Me user

. Reward Me user

. Explore/Do my own thing user

NOTE: a maintenance-only user is not our primary
user. To show improved outcomes we need to

prioritize users who have outcomes to improve.

Many users in maintenance will be partial, with one habit in maintenance and
others still needing improvement

Critical - robust platform

Critical - behavior change program Critical - robust Cue

NOTE:

A functioning, personalized behavior change product should be the platform
cornerstone.

This is the only way to improve user outcomes and meet users’ need for
personalization, value, and meaning (stickiness).

communication needed

; based on BC science needed
Step 1: drive users to platform

support needed

Story #1: Identify
Identify Well-being Needs

Story #1: Identify
Assess Well-being

#1-2: ldentify, Guide to change
Identify Well-being Focus

#2: Guide to change
Identify Readiness to Change

#3: Planning for change Story #4: BC Action w/Evaluation Story #5: BC Progression Story #6: BC Maintenance

Goal Setting/Plan Creation Goal Set - Plan Consistency Goal Set - Making progress Maintenance & Mentor

Drive users
to platform
via outreach

User Onboarding

Hawe user set initial preferencesselections/settings

Reward Me user

All users

Rewards status

quick view checklist and program details

ABOUT XP: Rewards status

s ¥P rewards an the main guick view checklist and pragram details
behaviors we want users to do.

# XP can act as a guide for where

User Profile (personalization)

Rewards status
quick view checklist and program details

User Profile (personalization)

Rewards status

quick view checklist and program details

User Profile (personalization)

Rewards status

quick view checklist and program details

User Profile (personalization)

Rewards status

quick view checklist and program details

User Profile (personalization)

Rewards status

quick view checklist and program details

User Profile (personalization)
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personalized experience for user
Keep participation and stickiness in certain products high to
drive revenue

N

BEHAVIOR CHANGE 3. Gather user insights while being careful to avoid survey

fatigue.
4. Introduce different features to users slowly, not all at once
POST-BEHAVIOR PROCESSING 5. Introduce products/features when the value makes sense.

6. Reduce Ul confusion by eliminating redundancies and keeping
items in stationary locations

CONSIDERING A REPEAT BEHAVIOR

announce winners, show/
store videos.

avirtual stop by booth -
direct peaple to sign ups,
video with instructions
Connect user to program
manager

DWS staff...needs event
scheduler

# Build predictive models that identify
cause-and-effect relationships. (if client
includes X, they will see Y outcome,
data should bear out in results)

« Ability to show increased utilization/
outcomes of client 3rd party partners

& Other??

Home as the main
unified experience

* other?

Reporting

» Ability to show user engagement
through all listed stories

+ Ability to correlate engagement to
improved outcomes

= Other??

reward program
s Ability to have effective reporting

¢ Other??

Data Collection

» Discover where user is within ‘readiness to
change

* Surveys?
&= Track user interactions
= other?

Reporting

» Ability to show user engagement
through all listed staries

# Ability to correlate engagement to
improvied outcomes

# Track a users readiness to change, be
able to show aggregate data by client
and for total engaged populations

* Other??

Other??

Data Collection
* Discover users barriers/aids to success
» Discover users gamification type
* Surveys?
» Track user interactions
& other?

Reporting

= Ability to show user engagement
through all listed stories

= Ability to correlate engagement to
improved outcomes

» Other??

XP -
Priority BC

& Ability to show progress within 3rd party
pPrograms

Ability to mark items that are in the client
reward program

Ability to have effective reporting

Other??

Data Collection

» Track user success/failure at plan

» frack users wellbeing habits for increase/
decrease

& Does user utilize gamification to succeed
» Other data?

* Surveys?

» Track user interactions

# other?

Reporting

» Ability to show user engagement
through all listed stories

& Ability to correlate engagement to
improvied outcomes

& Other??

<

XP -
Priority BC

* Surveys?
s Track user interactions
& other?

Reporting

» Ability to show user engagement
through all listed stories

= Ability to correlate engagement to
improved outcomes

s Other??

through all listed stories
= Ability to correlate engagement to

improved outcomes

= |f maintenance is new, track how long
the user sticks to habit

= Oher??

Technical Function

What items should we consider that are not part of the behavior change
journey and are more technical in nature but impact the experience?
Example: SSO, page load, etc

EASE OF USE

How easy is the service/tool to use in
general?

* Is it easy to signin?

How easy is it for a user to track their
well-being?

How easy is it for a user to know what
to do?

How easy is it for a user to find what
they're looking for? (Search)

*

AVAILABILITY

How often is the service/tool available?

Are there gaps in service (server down

time) etc?

FUNCTION

* Do pages/data load accurately?

Does DACC work seamlessly and
apps/devices can connect

consistently?

* Items starred are also issues from win/loss interviews

Do pages/data load quickly?

MODERN INTERFACE

Does the service behave like you would
expect from a modern platform?

* Is the app using mobile
components?

* Does mobile feel like mobile-first
design?

Feature Support

Desire for social feed monitoring



