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Design of Mobile Fitness Application Based on Context
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(Zhejiang University of Technology, Hangzhou 310023, China)

ABSTRACT: The work aims to study the use process and context of smart fitness applications under the background of
emerging Internet +. In the early stage, the basic processes and methods of user experience and context were summarized
and analyzed through literature research. In the mid-term, the role model of smart fitness application users was obtained
combined with questionnaire survey and user interviews, and the relationship between user experience and context was
explored to construct user context and solve the problem in the corresponding situation. Later, simple usability test was
adopted to record and analyze the user’s response by the paper model method, which was used to evaluate the mobile fit-
ness application, so as to complete the continuous optimization and iteration. Through the research on the user’s fitness
context, the user’s context is combined with the user experience design to put forward the context-based mobile fitness
application interaction process, three new user scenarios, and new fitness process and interaction of the mobile fitness ap-
plication to effectively meet the user’s fitness needs and provide users with a better user experience.
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Fig.1 Design process of context-based user experience
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