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THANK YOU!

Thanks to everyone at The Guardian Project, Freedom of the Press Foundation & all of 

the contributors for creating such an important and necessary app! While there are 

some improvements and optimizations that can be made to the UI & UX, it shouldn’t 

detract from the fact that the existing app reflects amazing work! 



ABOUT THIS DECK

This deck walks through the production beta version of the Haven app, including 

onboarding, starting a new session, logs & settings. First I call out potential issues, 

then offer potential solutions. This work focuses on:

Usability Accessibility Interaction Patterns Flow Efficiency

Information Architecture UI Visual Design Design Systems



Haven UX Audit

Onboarding



WELCOME SCREEN

Usability

The welcome screen has the opportunity to give a succinct 

summary of what this app is and can make the tour more 

efficient for the user by combining the content of some the 

the screens.

Opportunity

Add a one line summary of what Haven is and it’s value 

proposition.

Illustration goes a long way to make an app feel more 

welcoming and friendly. It helps communicate to the user 

what they should do, and adds a lot of value for the cost of 

implementation.



TOUR PAGE 2

Accessibility

1. The blue text color (#BBDEFB) doesn’t have enough contrast against the 

blue background color (#1976D2) to make the app unusable for some users 

with color blindness. It can cause strain on the eyes of users with good vision, 

and block users with poor vision entirely.

WCAG 2.0 level AA recommends a contrast ratio of 4.5:1 for normal text and 

3:1 for large text. This is a less strict guideline and helps to ensure that people 

with color blindness or poor vision can read the text on the screen.

You can check colors to see if they pass here: 

https://webaim.org/resources/contrastchecker/

Opportunity

1. If you want to keep the current blue text, darken the background blue to 

#145EA9 to make the contrast pass.

For reference, the title slides for each section of this deck uses the accessible 

colors called out in the next two slides.
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https://www.w3.org/WAI/WCAG20/quickref/#visual-audio-contrast-contrast
https://webaim.org/resources/contrastchecker/


CURRENT COLORS

Accessibility

To check for contrast ratios, go to 

https://webaim.org/resources/contrastchecker/ and enter the 

hex values for your foreground and background colors.

https://webaim.org/resources/contrastchecker/


Accessibility

To check for contrast ratios, go to 

https://webaim.org/resources/contrastchecker/ and enter the 

hex values for your foreground and background colors.

ACCESSIBLE COLORS

https://webaim.org/resources/contrastchecker/


TOUR PAGE 2

Usability

1. If there’s a button to go forward, should there be a button 

to go backward too?

Opportunity

1. Make navigation controls consistent so that a user can 

move backward the same way as they move forward 

through the tour.
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TOUR PAGE 3

Usability & Design Systems

1. Adding a configuration step in the middle of an onboarding tour 

can make it feel slower, and might be too soon for the user to 

know whether or not they want to commit to setting the app up.

2. This button has different visual style than the [Start Now] button 

on the default screen after the app has been set up.

Opportunity

1. The UI text on this screen could be combined with the welcome 

screen, helping to reduce a page in the tour. 

Consider moving the [Configure] button to the end of the tour so 

that a user has the full opportunity to understand what the app is 

before committing to set it up.

2. Create a style guide or design system to help ensure the UI has 

consistency.

2

1



CONFIGURE MOTION SENSITIVITY

Usability

1. I know what I’m supposed to do, but I’m not sure why I’m supposed to do it. 

Is there a range for motion thresholds? What in the world should I do with the 

slider at the bottom? What’s a good number? What’s a bad one? Will I mess it 

up if I move it?

2. How many steps are in this process and how do I know?

Opportunity

1. It’s okay to ask the user to spend more time if the task they’re about to do if 

it’s done infrequently and needs to be done correctly. Make each step clear 

and descriptive so that the user has full confidence that they’ve set up the app 

correctly.

2. Since this is a two-screen flow, as the tour is a six-screen flow, should this 

also show pagination dots at the bottom of the screen? And should the action 

be [Save] or [Next]?

Analogous Experiences

Setting up thumbprint on iPhone/Android, or FaceID on iPhoneX.

1
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CONFIGURE MOTION SENSITIVITY - ACCESSIBILITY

Accessibility

1. The yellow text color (#F5C229) doesn’t have enough 

contrast against the blue background color (#2196F3) to make 

the app unusable for some users with color blindness. It can 

cause strain on the eyes of users with good vision, and block 

users with poor vision entirely.

You can check colors to see if they pass here: 

https://webaim.org/resources/contrastchecker/

Opportunity

1. If you want to keep the current yellow text, darken the blue 

to #085696 to make the contrast pass.
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https://webaim.org/resources/contrastchecker/


CURRENT COLORS

Accessibility

To check for contrast ratios, go to 

https://webaim.org/resources/contrastchecker/ and enter the 

hex values for your foreground and background colors.

https://webaim.org/resources/contrastchecker/


ACCESSIBLE COLORS

Accessibility

To check for contrast ratios, go to 

https://webaim.org/resources/contrastchecker/ and enter the 

hex values for your foreground and background colors.

https://webaim.org/resources/contrastchecker/


CONFIGURE MOTION SENSITIVITY, CONT’D

Usability

Am I doing it correctly? When should I stop? Is there a way to tell me what I should do to 

make sure that where I place my phone specifically will work, or is the app recording a full 

range of motion? Ah crap, the slider moved, what did it change? 

Opportunity

Give the user clear instructions and (possibly) a call-to-action. When the phone’s sensors 

detect shaking - not just picking up the phone or moving it around - remove the 

instructions and use the screen to tell the user information about what they’ve just done.

UI Text

Before Shaking

“Place your phone where you would leave it when Haven is turned on. Move the phone and the 

objects around it to try to reproduce the actions that you want Haven to capture. To start, put 

your phone down and press ‘Begin’ and start moving things around.”

While Shaking

Dynamically displayed min/max motion level/graph visualization. Use haptics to tell the 

user when to stop shaking the phone. When the phone records “enough” data, buzz in my 

hand to tell me when to stop.

After Shaking

“Good job! Movement like this is similar to a phone being picked up.”



CONFIGURE MOTION SENSITIVITY, CONT’D

Usability

What does the y-axis correspond to? 

Opportunity

Labels will help bring clarity to the graph. For example:

Center line label: No movement

Top and bottom left of black box: Phone dropping

In-Between: Phone moving



CONFIGURE SOUND SENSITIVITY

Usability

Permission dialogs can get in the way and make onboarding 

feel clunky and slow. 

Opportunity

Combine all permissions into one hurdle that a user needs 

to get over in order to jump right into the app.



CONFIGURE SOUND SENSITIVITY, CONT’D

Usability

The UI text is more clear here since we’re introducing a concept 

of the “right” level of noise, but the text is small and hard to 

read (and not accessible).

Opportunity

Bump up the font-size of the important information.



POST CONFIGURATION

Usability

1. After finishing my journey, I’m back to where I started and 

I’m nothing is telling me if what I’ve just done has been saved.

2. Didn’t I just configure Haven? Why am I still seeing this? 

Opportunity

1. Give the user feedback after they’ve saved their 

configuration, and land them on the next page of the tour to 

save the user a tap.

2. If it’s necessary to keep the button, and if the user has gone 

through the two steps and pressed [Save], consider updating 

the button text to say [Configure Again] so that the app’s state 

is clear and that their configuration has been saved.

2
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TOUR PAGE 4

Usability

That felt like a lot, and I still have some more to do. Going 

through a configuration process midway through a tour, then 

returning to text-based non-actionable screens seems like a 

cadence change. I’ve just done all of the things, right? No… 

keep reading…

Can the text on this screen be combined with where the user 

enters their phone number?

Opportunity

Make configuration the last thing they do AFTER they’ve 

learned about the app.

Consider which screens can be consolidated in the tour more.



Usability

1. The field is in focus, but the keyboard isn’t displayed. 

1a. The placeholder text will be near impossible for a color blind user to read, removing 

the utility of the placeholder text.

2. Will I get this message through Signal, or is this SMS?

3. The button’s state looks like it’s active, but I haven’t entered anything into the input. 

Opportunity

1. If the keyboard can be forced to display, save the user time and a tap by displaying it. If 

they need to give permission before they can enter their number, don’t put the field in 

focus since it doesn’t save the user any steps. 

1a. Increase the contrast of the placeholder text, and add a label to the field so that when 

the placeholder text is gone, the user still knows what the field is for (a best practice for 

accessibility). If the label is hidden, make sure it’s still readable by a screen reader.

2. Be more descriptive in the UI text to tell the user how they’ll receive the message.

3. Make this button disabled until the user enters a valid phone number to help 

communicate to the user the state of the UI elements.

ADD YOUR PHONE NUMBER

1
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ADD YOUR PHONE NUMBER - PERMISSIONS

Usability

I tapped on the field in focus to get the keyboard and found a 

permission dialog. 

Opportunity

Can the permission window be displayed proactively? 



ADD YOUR PHONE NUMBER - POST PERMISSION

Usability

After giving permission, the field is still in focus, and the 

keyboard still isn’t displayed.

Opportunity

Display the keyboard to save the user a tap. At this step, I’ve 

tapped 2 times and the screen hasn’t changed.



ADD YOUR PHONE NUMBER - SECOND PERMISSION DIALOG

Usability

I tapped the phone number field to get the keyboard and 

found another permission dialog. Tap count: 3.

Opportunity

Show me this dialog directly after approving or denying the 

previous to save a tap.



ADD YOUR PHONE NUMBER - POST POST PERMISSIONS

Usability

After giving permission, the field is still in focus, and the 

keyboard still isn’t displayed. Tap count: 4.

Opportunity

Display the keyboard to save the user a tap.



ADD YOUR PHONE NUMBER

Usability

I tapped the field a final time and can now enter my number. 

Tap count (just to get the keyboard): 5.

The [Save Number] button appears to be blocked by the 

keyboard but there’s a lot of available screen real estate 

available above the title of the page.

Opportunity

Optimize tap stops to make this a more efficient interaction. If 

the user needs to tap 5 times, there should be discernible and 

significant movement through the tour.

Dynamically reposition the content of the page when the 

keyboard is present to avoid user error when trying to tap 

[Save Number].



HAVEN IS READY

Usability

1. Did the phone number work? Did Haven save it successfully? Was it 

valid? Did I enter it correctly? How do I know?

2. I tapped “Save Number” even though the keyboard was up and it 

worked, but now I’m can’t progress because the keyboard is covering 

the “finish” button. 

Opportunity

1. Use a second factor of verification to prove that the user owns that 

phone number, otherwise users can mess with people pretty easily by 

entering an incorrect phone number maliciously.

2. Is this page even necessary? Making the call-to-action on the 

previous page [Save and Finish Tour] and bringing the user directly 

into the app saves two taps. Use a notification on the home screen to 

tell them that they successfully completed setup.
2
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HAVEN IS READY, CONT’D

Usability

1. The UI text that includes a “>” is confusing. Should I look for 

that character exactly?  This text is misleading because the 

screen I see next won’t actually have the  “>” character. 

Opportunity

1. Use images of the UI to show the user how to activate 

Haven. 

If sticking with text only, consider updating the text to say 

“Press the ‘Start Now’ button on the next page to being using 

Haven.” 

1



ANOTHER PERMISSION? AFTER FINISHING?

Usability

This is getting to be a lot of interruption throughout the 

onboarding process for permissions. It feels slower because of 

the breaks in the flow.

Opportunity

Bundle all permissions together at the beginning of the tour 

and tell the user to prime them. For example “We’re about to 

ask you for a set of permissions that’ll make Haven work for you” 

[Let’s Go] button.



ANNNNOOOOTTTTHHHEERRRRR OOONNNEEEEEEEEEEE…… 

Usability

This is officially a lot of taps to get through permissions.

Opportunity

Bundle all permissions together at the beginning of the tour 

and tell the user to prime them. For example “We’re about to 

ask you for a set of permissions that’ll make Haven work for you” 

[Let’s Go] button.



Haven UX Audit

Onboarding Flow



CURRENT FLOW



PROPOSED FLOW

Enter the code we 
just texted you.

Skip SkipSkip

Success!

Start Now

Let’s configure 
Haven. We’re about 

to ask for a few 
permissions, then 

we’ll get into it! Let’s configure 
Haven. We’re about 

to ask for a few 
permissions, then 

we’ll get into it!

Let’s configure 
Haven. We’re about 

to ask for a few 
permissions, then 

we’ll get into it!

Let’s configure 
Haven. We’re about 

to ask for a few 
permissions, then 

we’ll get into it!

Let’s configure 
Haven. We’re about 

to ask for a few 
permissions, then 

we’ll get into it!

Let’s configure 
Haven. We’re about 

to ask for a few 
permissions, then 

we’ll get into it!

Flow

The current flow has a lot of room to 

be made more efficient. In this 

exploration I’ve combined the 

content of some of the screens, 

grouped permissions together, and 

even added a step in the flow.

This reduces the steps that the user 

has to take from 18 down to 13.



Haven UX Audit

First Use



DEFAULT SCREEN

Usability, Visual & Accessibility

1. Using white on low contrast backgrounds makes the text above the 

timer and the timer itself nearly impossible to read. 

2. Hard to read the button text, and the visual treatment is inconsistent 

with more space above the text than on the left and right sides. This is also 

inconsistent with the button style in the tour.

3. When I started this audit, I didn’t see this button. It’s 6 hours later and I 

just discovered it. 

4. This is different than the other icons. This is an action, and the other 

icons are for settings.

5. The microphone icon is very common for activating a microphone and 

voice commands. 

6. The icons are visible, but only because there happens to be something 

with high contrast on the wall. 

7. This is a mix of settings and an option to find more settings. I just set the 

app up, and I don’t think I’ll be doing it over and over, so these will just get 

in the way and make the UI busier.

7
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DEFAULT SCREEN, CONT’D

Opportunities

1. Use a background color that acts as a layer between the text and the camera feed 

to give contrast to the text on the screen.

2. Hard to read the button text, and the visual treatment is inconsistent with more 

space above the text than on the left and right sides. Use a background color to make 

the text readable, and use more padding around the button. 

3. Needs a more discoverable visual treatment. Consider alternative placement. This 

is navigational, but uses text. The other navigational element is settings, which uses 

an icon. Alignment opportunity.

4. Use a background color to make the icons visible. When I first used the app, I didn’t 

see them until place the phone down.

5. Things that a user won’t use often shouldn’t be so prominent in the UI. 

6. Find a new icon that represents sound settings. Preferred option is consolidation 

into Settings.

7. Remove the icons for motion and sound settings and make them accessible only 

through the settings screen. 7

1

4 5 6

3
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DEFAULT SCREEN ACTIONS

Usability & Accessibility

As soon as the phone is moved, all contrast is lost and the 

app becomes much harder to use, and adds a lot of strain 

on the user’s eye.

1. All of the UI elements basically disappear when the phone 

is moved.

Opportunities

1. Use a background color that acts as a layer between the 

text and the camera feed to give contrast to the text on the 

screen.

1



COUNTDOWN

Usability

1. Does the background video need to be playing when the app is 

counting down?

2. If I want to stop the countdown, it’s impossible to do so because 

the button is invisible.

3. After I’ve pressed “Start”, I’m presumably out of the room and 

doing something else. I don’t need any buttons in the UI because 

I’m not there to use the app.

Opportunities

1. Use a background color to increase contrast.

2. Make this button consistent with the “Start” button - add a 

border, a background, and more padding. Establish a primary and 

secondary button style.

3. Remove the buttons after the user presses “Start”.

2

1
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ACTIVE STATE

Usability

1. The state of the app has changed, but everything 

still looks the same. 

2. It’s impossible to do so because the button is 

invisible.

3. After I’ve pressed “Start”, I’m presumably out of the 

room and doing something else. I don’t need any 

buttons in the UI because I’m not there to use the app.

Opportunities

1., 2. Same as previous.

3. Remove don’t display the buttons after the user has 

pressed [Start Now].

2

1
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Information Architecture



DEFAULT SCREEN IA

There are a lot of UI elements on the screen that 

either may not need to be there or could have 

hierarchy improvements.

Two Types of UI Elements

Primary/Supports current task

1. Instructions

2. Timer

3. Primary Action - Start Now

4. Child Actions - Change camera

Secondary/Takes me somewhere else

5. View Logs

6. Settings
6
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DEFAULT SCREEN UI

The proposed IA uses common patterns for navigation, and groups related 

things together with tighter proximity.

Logs

This is the only place other than Settings that you can go, and if you got to 

this screen from the logs, one of the most common patterns for the 

navigation is in the top left - examples include back buttons or hamburger 

menus.

Settings

A common location for Settings is in the top left of an app, or if there are 

many navigation items, inside of a hamburger/staged menu. The sound 

and motion settings are removed to clean up the UI and can be accessed 

inside of the Settings page.

Camera

Changing which camera you use is directly related to the primary task of 

starting Haven, and grouping it closer to the primary UI elements and 

using their center alignment make interface tighter and more organized.

Timer

How often is a user changing the countdown? Is that the primary action 

the user is expected to take? Show the timer after the user presses “Start” 

and let them adjust the timer duration in Settings.

Start Now

Camera

CURRENT PROPOSED

Settings

Start Now

Instructions

Timer

View Logs

Camera Settings

Logs
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Haven Log



HAVEN LOG

Usability

1. Does this mean that I should have received 34 text 

messages? Is it bad that there’s a high number?

2. This means “Play” in every other context. Am I going to 

see a video played back of my latest events?

Opportunity

1. If this is bad, using color and iconography will help 

communicate this message. Consider adding a more 

detailed metadata, for example: “14 motion events • 2 light 

changes • 12 audio events”

2. Consider a new icon. Maybe the Haven logo? Maybe a “+”?

2

1



HAVEN EVENT

Usability & Visual Design

1. How many types of events did Haven record? Is it all 

motion? How can I find out quickly?

2. This icon has a different visual treatment than the “Play” 

icon - this uses an outside, making it harder to read.

Opportunity

1. Add tabbed browsing to jump to a certain kind of event 

quickly.

2. Remove the outline from the icon.

21
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Settings



SETTINGS

Usability

1. I just pressed the settings icon but the page title doesn’t reflect that action.

2. Should similar text be included in the onboarding text to let me know that Haven 

uses Signal?

3. What does “Activate” mean? What does “Register” and “Verify” do? I have Signal and 

it is activated, and I have registered it, and I am verified… right?. 

The checkbox above says I can already send Signal message alerts, so do I actually 

need to do anything?

4. This is a loaded setting that should probably require its own onboarding flow.

Opportunities

1. Update the page title to say “Settings” to accurately reflect the user’s location.

2. Make the language that you’re referring to the app with is consistent. This cna be 

codified in a design system.

3. Consider adding additional UI text to bring more clarity to this setting.

4. Consider adding an onboarding flow to help guide the user to setting the app up 

correctly.

3
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4
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Next Steps



NEXT STEPS

● Review deck and gather feedback & priority of issues called out.

● An accessibility review with a screenreader user is highly recommended, and I’ll 

take the steps to coordinate with a specialist to do a walkthrough and document 

any issues and other related pain points. 

● Moderated usability testing and qualitative feedback. 

● Create high-fidelity mockups and prototypes.


