
 

  



 

  



 

Mixed Reality Project Planning Template 
 
Congratulations on taking the first steps in building your own application. 
 
Welcome, and thank you for touching base. 
 
The first step in crafting your own Mixed Reality application is really to understand your 
business, the problem statement, your customers and your story. This template gives us the 
minimal amount of information to help work out the storyboard which is what allows us to 
provide you with a scope of work for the project build. 
 

 
The Project and the Problem Statement Overview 
 

1. What is the goal of the project? 
2. What is the project deadline?  
3. Has your team discussed who will be the main point of contact and how you will 

handle the feedback process? 
4. Has your team been through a project like this in the past?  

a. If so, what would you like to replicate, and what would you like to avoid? 
5. Is there anything that would prevent the project from being successful? 

 
  



 

Mixed Reality Qualification Matrix 
 
This table allows us to qualify basic aspects of the application and help determine whether the 
application should be Augmented (AR) or (VR) Virtual Reality. 
 

Question Yes No 

Do you need real world interaction?   

Do you need a shared experience?    

Do you need to simulate a situation?    

Do you want to contextualising data over the real world?    

Is this application designed for any specific spaces or objects?     

Do you want to take the user out of the real world?    

Does the experience need to happen with a physical event?   

Do you need eye-contact and/or facial expressions?   

 
  



 

Mixed Reality Project Planning Phase Questions 
 

1. Mission Statement 
 

a. What do you do? 
b. How do you do it? 
c. Whom do you do it for? 
d. What value are you bringing? 
e. Why are you doing it? 

 
 

2. Problem Statement 
 
What does the world look like if we solve the problem? In this section use one or two 
sentences that describe the problem using specific issues. 
 
 

3. GAP Analysis  
 
In this section we determine what steps need to be taken, in order to move from its current 
state to its desired, future state. 
 

a. What does a successful project look like? (one paragraph) 
b. What are the main objectives and outcomes?  (one paragraph) 

  
  



 

4. End User Identification 
 

For each user 

Name of the persona 
 
Job title 

● Key information about their company (size, type, etc.) 
● Details about their role 

 
Demographics 

● Age 
● Gender 
● Salary / household income 
● Location: urban / suburban / rural 
● Education 
● Family 

 
Goals and challenges 

● Primary goal 
● Secondary goal 
● How you help achieve these goals 
● Primary challenge 
● Secondary challenge 
● How you help solve these problems 

 
Values / fears 

● Primary values 
● Common objections during sales process 

 

 
 
 
  



 

5. Scalability 
 
This refers to the ability of a project application or product (hardware or software) to 
continue to function well when it (or its context) is changed in size or volume, in order to 
meet a user need. Typically, the rescaling is to a larger size or volume. 
 

a. How important is scalability?  
b. What does the impact look like and how can we facilitate it?  

 
 

6. User Activities and Features 
 
In this section, we document each user with Use Case Diagrams; which is aimed at identifying 
all the activities and users that will engage with the application. 
 
 

7. User Flow and Process within the App (diagram for each) 

 
The User Flow is aimed at examining every aspect of the decision-making process within the 
application. We also need to cover how the system interacts with user’s behaviour, and how 
the system needs to respond to the user when they make errors and when they complete 
activities. 
 
 

  



 

8. Empathy Mapping 

 
In this section we divide UX (user experience) empathy into five quadrants, aimed at outlining 
notes on the different aspects of the user’s internal experience. The quadrants can vary 
based on needs and preferences, and contain: 
 

a. Tasks 
b. Influences 
c. Feelings 
d. Pain Points  
e. Overall Goal 

 
 

9. User Flow Outside of the App (diagram for each instance) 

 
User flows outside the app also help us understand how the system interacts with user 
behaviour once they have finished interacting with the app why they would want to continue 
using the it again. 
 
 

10. Storyboard 

 
User Journey Map - visual or graphic interpretation of the overall story from an individual’s 
perspective of their relationship with the application, over time and across channels. 
The story is told from the customer’s perspective, but also emphasizes the important 
intersections between user expectations and business requirements. 
 
When you are ready to draw out your storyboard; you can download our template here: 
http://storage.devika.com/templates/Devika%20Storyboard%20Template.pdf 
 
  



 

 


