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Haven
Design your spaces with familiar faces
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Reid McCaw

The Team

BS - Symbolic Systems
MS - HCI

Sera Camas

BS - Symbolic Systems
MS - HCI

BA - Linguistics

Greg Kalman

Haven
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01. Problem + Solution

03. Low-fi Prototype

05. Results

02. Sketching

04. Testing Methodology

06. Discussion

Agenda
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Problem – Gen Z and digital natives want 
beautifully designed spaces but lack accessible 
tools for collaboration, making idea-sharing with 
friends fragmented and unstructured.

Solution – An app that friends and 
collaborators can use to design indoor 
spaces together
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Sketching (Part 1)
Haven
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Sketching (Part 2)
Haven
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Realizations
Haven
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VR
Haven

Pros

Fully immersive! Users can walk through and experience 
their designed space.

Enables real-time multi-user collaboration.

Accurate visualization of scale, lighting and layout.

Makes feedback intuitive and spatial, letting users point, 
move and edit more naturally.

Cons

Requires VR headset, which increases cost and reduces 
accessibility.

Longer setup time; less convenient for casual users.

Less suited for quick design edits or quick interactions.

Doesn’t directly integrate with users’’ real physical rooms 
without additional modeling.
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AR 
Haven

Pros

Easily accessible, people can design from their phone, 
tablet 

Allows viewing furniture and layouts in their actual space, 
providing real-world context.

Great for quick tests and minor adjustments (e.g., color, 
fit, or placement).

Low barrier to entry and familiar interface for most users.

Cons

Limited immersion, users can’t fully experience the 
designed space.

Collaboration feels fragmented; hard to align multiple 
users’ views.

Designs can appear flat or imprecise due to tracking 
issues.

Creativity limited by your room’s current layout and 
lighting.
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VR best captures our app’s goal, making 
collaborative interior design feel like being in the 

same room, exploring ideas side by side in a 
shared creative space.
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Paper Prototype

Marker/pencil on 
paper

Loose paper > first 
try with stapling bad 
for iterating

Changeable parts 
(furniture, goggles, 
button toggles, 
dialogue menus)

From Snyder: 
Speed, flexibility, 
realism in early 
stages
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Task 1 (Simple): Plan an 
interior design layout
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Task 2 (Moderate): 
Get/give design feedback
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Task 3 (Complex): 
Organize feedback from 
multiple people
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Jayashri V.
Venture Capitalist 

Participants

Swedish venture capitalist 
in Palo Alto, recently moved 
into a new home and is 
designing it.

Filip O.
EngineerNew Grad

Former Stanford student, 
works in tech, enjoys interior 
design and often seeks help.

Turkish engineer at AMD, 
little to no experience with 
interior design or related 
tools.

Muhammed O.

Approached all in downtown palo alto at various coffee shops.

Haven
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Haven

Location: Coffee shops in Palo Alto. (Verve, Oklava, Coupa)

Setup: Paper prototypes with 3 task flows (simple, moderate, complex).

Team Roles
Facilitator: Reid – guided session and explained testing boundaries.
Observer/Note-taker: Greg – recorded feedback and observations.
Computer: Sera – changed prototype screens based on user input.

Process

● Used the same testing script across all participants for consistency.
● Gave an overview of possible actions without revealing task flow solutions.
● Encouraged participants to “think aloud” 

Procedure
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Usability Goals

Goal 1: Faster Task Completion
Measurement: Time taken to complete 
each task flow.

Rationale: Efficiency is key for 
encouraging frequent use of the app 
during collaborative design sessions.

Goal 2: More Fun in Designing
Measurement: Post-test 1–10 “fun” 
rating from each participant.

Rationale: Engagement and 
enjoyment increase motivation for 
collaborative creativity and sustained 
usage.

Haven
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● Process data:
○ Task 1 (Easy): All participants successfully scanned and selected furniture, but 

differed in efficiency; Muhammed moved quickly and confidently, while Jayashri 
hesitated slightly more on navigation steps

○ Task 2 (Medium): Participants understood how to review single-person 
feedback and make edits; most comments centered on clarity of the edit 
confirmation and what sending did.

○ Task 3 (Complex): Managing and prioritizing feedback from multiple sources 
caused more cognitive load; participants paused to interpret overlapping 
suggestions and were more hesitant about next steps

● Bottom-line data:
○ Average easy task duration: 32.3s
○ Average medium task duration: 28s
○ Average complex task duration: 41.3s
○ Average fun score (1-10): 8.3

● We met our usability goals, as participants completed tasks efficiently and rated the 
experience as highly enjoyable

Results

Haven
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● Implications: Our participants found the core flow intuitive but struggled 
more in understanding how to manage feedback from multiple 
collaborators, showing us that we need clearer organization.

● Design Changes: We should add visual grouping and filtering of 
comments, color-coded collaborator tags, and confirmation cues after 
edits to reduce confusion and simplify collaboration steps.

● Testing Limits: Short, individual paper sessions couldn’t capture the 
aspects real-time collaboration with friends or long-term engagement 
with designs.

Discussion
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Any 
questions? 
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Appendix

Haven
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Critical Incident Log
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Haven

Artifacts from Prototype Testing
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Haven

VR Pros

- Users can fully step inside and explore their designed space at true scale.

- Multiple users can meet in the same virtual room to co-design and give feedback.

- VR provides natural depth perception and spatial awareness for furniture placement and room flow.

- Gestural controls and spatial feedback make actions like moving, rotating, or selecting objects feel natural.

- Users can experiment freely without real-world limitations or costs.

- Lighting, textures, and materials can be accurately previewed for more confident design choices.

- The immersive nature makes the process fun and motivating, increasing user retention.

- Removes distractions from the physical world, keeping users immersed in the creative process.

-  Multi-source feedback can be spatially visualized, helping users organize and prioritize changes.

- Experiencing a design from within fosters a deeper sense of ownership and satisfaction.
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VR Cons

- Requires users to own or access a VR headset, limiting adoption.

- VR systems remain expensive for casual users or students.

- Calibration, sensors, and space requirements can slow down onboarding.

- Some users may need time to adapt to VR controls and spatial interactions.

- Extended use can cause dizziness or fatigue for some participants.

- Not ideal for spontaneous design sessions or quick mobile interactions.

- Multi-user sessions depend on network stability and device compatibility.

- Requires 3D modeling of rooms and objects before they can be visualized.

- Unlike AR, VR doesn’t show how furniture fits within the user’s actual room.

- Software and hardware require frequent updates, which may create friction in testing and iteration.
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Haven

Full Script


