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Nearly one-third of new 
hires look for a new job 
within the first six-months 
of employment.

Source: Aberdeen Group, Bamboo HR



PHASED APPROACH

Launched the onboarding portal connecting new 
hires and managers to the tools and information they 
need, first day through 60 days and beyond.

2019

Gamified learning experiences, animated video, and 
interactive infographics.

2020

The Augmented reality experience represented the 
third phase of our enhanced onboarding program.

2021



DESIGN GOALS
Creating an engaging, innovative and memorable experience.

1

Engaging

Create a more engaging and immersive 

onboarding experience and use AR to 

do this.

3

Memorable

Give a feeling of “wow” to the 

experience and create a special 

feeling about Cigna.

2

Innovative

Use AR as a platform that brought our 

company culture, mission and values to 

new hires in an innovative way.



Design Sprint Platform Selection Assembly

Final build and test, 
distribution strategy 

and launch

Build & Launch

CONCEPT TO LAUNCH
How the AR Experience took shape

Storyboards, wireframes, 
voiceover scripting, 

prototyping and testing

AR/VR vendor research, 
design brief, scope of work, 

licensing

Personas, journey mapping, 
empathy mapping, ideation, 

rapid prototyping



OUR TEAM

Branding/ 
Comms

Sponsor 
Owner

Info 
Protection

Project 
Manager

UX Design 
UX Research

Supply 
Chain/Legal

Web/ AR  
Dev Partner

Content/ 
SMEs

MY ROLE

Provided the concept and vision, 
storyboarding, UI design, usability 
testing, wireframing and user flow, 
interaction design, Avatar and 
voiceover talent recommendations.



 

IM
PA

CT

EFFORT

Onboarding Portal

Infographics

Gamified Learning

Branded Content

AR/VR

2019

2020

2021

2019

2019



I thought of AR as a facilitating technology that helped me 

to see the world as a blank canvas. As a UX Designer I 

had the opportunity to create an engaging and highly 

contextualized experience seen through the camera lens 

of a user’s smart device.

In fact, studies show that AR experiences have a 

remarkable impact on our ability to learn and retain 

information, double that of non-AR experiences.

OPPORTUNITY 
As new consumer technologies become more 

normalized into our everyday lives there’s an 

opportunity for HR professionals to approach their 

onboarding in a new way. That’s where AR comes in.

20
22

Source: Neuro Insight



Users had two options 
to choose from to 
launch the AR app.

SCAN

Scan the QR code below with your mobile 
phone's camera (iPhone or iPad), or QR 
Reader available with your Android 
device.

GO TO

Enter Cigna.arweb.app in your phone’s 
Safari or Chrome browser

Cigna.arweb.app

OR

LANDING PAGE

CTA

Welcome to the 
Onboarding Center

On launch day, the new 
employee onboarding 
center prompted users 
to try the AR app.

A call-to-action button 
re-directed users to a 
branded landing page.



LAUNCHING THE APP

Welcome Screen

• When the AR experience is 
launched in the user’s mobile 
browser, the first thing they 
see is the welcome screen. 

• I chose a lightly branded 
splash screen design 
consisting of a neutral white 
background, company logo 
and welcome text.



LAUNCHING THE APP

Camera and Orientation 
Permission

• To enable the AR experience 
the app requests permission 
to access the camera and 
sensors required to capture 
the physical world around the 
user.



ONBOARDING SCREENS

• Our testing confirmed 
there’s still a learning 
curve for users when it 
comes to AR which 
needed to be addressed 
in our approach.

• So, I created three 
onboarding screens 
showing how to use the 
app.



Meta Human Creator

• One of the decisions we made 
was choosing between a green 
screen video with live talent or a 
high-fidelity digital human.

• We were developing during 
COVID and getting talent into a 
studio was problematic.

• So, we selected a voiceover 
talent and synched her voice 
with the meta human’s facial 
animation.



UX/UI 

• Our Avatar Zari welcomes the 
user and provides tips and a 
brief introduction to each topic.

• The reset button allows the user 
to reinitialize the placement of 
the Avatar.

• The CC button displays closed 
captions at the bottom of the 
phone display for users with 
limited or no hearing.

• Content was kept to within a 90-
degree field of view (FOV).



UX/ UI

• The size of the sphere and proximity 
to the user created a focal point in 
the design. 

• AR enabled our use of ‘floating’ 
spheres that exist as objects in a 3D 
space, rather than static on-screen 
buttons which can have the effect of 
taking the user out of the AR 
experience that we were curating.

• Familiar gestures such as pinch, 
swipe and tap were used to make 
interacting with the experience more 
intuitive. 



Lighting

• Lighting and shadow sell realism and 
believability. 

• Lighting can make the difference 
between immersing users and leaving 
them bored.  

• For our AR experience we decided to 
light from directly overhead at the 12 
o’clock position.

• We had to adjust the intensity of the 
light so not to washout the icons on 
the spheres.



ANALYTICS
Engagement Metrics

Total scans

Unique users

Cards clicked

Videos played

Dwell time per topic

3m 10s

Activity tracking

Total dwell time

5m 18s



TAKE AWAYS
Reflections on the experience

1. Don’t assume familiarity with AR. Guiding curious users who 
are less familiar with the technology is important for 
engagement.

2. Used with restraint, motion and animation can help the user 
build mental models of how the system works.

3. User flow diagrams and wireframes helped me to spot issues 
with the user journey early in the design process.

4. Context is king. Design with a wide range of environmental 
settings in mind. Where and how will your users be engaging 
with your experience.

5. New technology means new UI. Bringing both opportunities 
and challenges for UX/UI designers to consider.

6. Be impatient! How does your design stand up when you skip 
the tutorial or instructional content?

7. Haptic feedback (a clicking into place) when a user brought a 
sphere to the front position of the Avatar would have improved 
the user experience.
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Hi, I’m Chris Davis

Through design, I have always tried to have a positive influence 
on the user experience and success of a website or mobile 
app. Over the years I've created new ways to understand 
behavior and new methods for designing change solutions. For 
example, I was the lead on Cigna’s business gamification 
program for 2 years which resulted in a 40% increase in 
collaboration and engagement between employees online.

Current Projects

My current projects range from research to innovation, 
teaching to mentoring -- a fun mix.

At Wells Fargo I’m a Lead Product Designer on the NEXT HR UX 
Research and Design Team. It’s an interdisciplinary team of 
researchers, accessibility specialists, project managers and 
designers. About 10 people are involved in our projects at any 
given time.

Our team’s overall mission is this: Educate business 
leaders and product owners how UX research and design 
works so that together we can create solutions that 
effectively increase engagement, employee satisfaction, 
and promote human flourishing.

Currently, I’m working on the following projects:

• Enterprise portals: Designing intuitive and responsive 
web-based solutions for integrating content, people, and 
data inside the company.

• Intelligent Agents: Exploring the automation of 
conversational experiences between people and 
computers for IT service management and HR service 
delivery.

• Persona Workshops: Helping teams incorporate human 
centered design practices into their work.

• Design Critiques: Helping to create a common 
foundation by bringing together different perspectives. 
Giving participants a better feel for the design process 
and a shared vocabulary.

ABOUT ME
What I’m all about



THANKS
CHR IS DAVIS , S EN IOR UX DES IGN A RCHITEC T
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