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ey of this tool in the field. It should promote collaboration

across disciplines, assist non-designers in visualizing
iIdeas, and educate users about social robotics.
Additionally, the tool should facilitate quick idea
generation and incorporate storyboarding features for
improved concept visualization. Moving forward we aim
to continue our expert interview study and then engage
end users of social robots in a similar cognitive
walkthrough study.

Figure 1. The proposed user flow demonstrating the four major phases: Organize, Conceptualize, Visualize, and Share.
The foundation for this user flow is inspired by the work of Deng et al. (2019).
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