
  

Designing a Video Co-Watching Web 
App to Support Interpersonal 
Relationship Maintenance 

 

Abstract 
Spending time together and enjoying everyday 
activities helps to support interpersonal relationships, 
which have many positive benefits for individuals. 
However, many such activities are difficult or 
impossible in long-distance relationships. This work 
aims to address that problem with one such activity: 
watching videos together. We describe the process we 
used to design our video co-watching web app. 
Specifically, we conducted semi-structured interviews 
with 10 individuals who watch videos with others to 
understand their current video watching activities. We 
analyzed those findings using affinity diagramming to 
identify user requirements and features. After sketching 
multiple wireframes and getting feedback, we 
developed an interactive prototype.  
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We took a user-centered approach to the design of an 
application to improve people’s ability to remain 
connected to one another across distances while still 
engaging in a meaningful and fun activity, specifically 
co-watching videos. Intended to help people who are 
unable to see each other regularly (e.g., people in long-
distance relationships, military families, students 
studying abroad, etc.) maintain their interpersonal 
relationships, we draw on prior work in social 
psychology as well as Human-Computer Interaction.  

Background 
Interpersonal Relationships 
Interpersonal relationships have been shown to have 
many benefits for individuals, including increasing their 
psychological well-being and decreasing their likelihood 
of contracting physical illnesses [6]. To benefit one 
must maintain positive interpersonal relationships 
through commitment, love/liking, mutual control, 
benefits [5], and social exchanges [10]. 

Shared experiences are one way the people can 
increase connectedness and form positive relationships 
[2]. Previous research suggests that remote video co-
watching is an engaging shared experience for people 
to feel together when physically separated [4]. 

Video Watching 
Collocated video co-watching is popular among young 
people, who report enjoying company of their friends 
more than watching the actual videos [3]. Results of a 
survey of undergraduate students’ TV viewing habits 
revealed that 25–30% of media time is spent 
multitasking online [1]. We therefore started our design 
process with the goal of emphasizing social 
connectedness. 

Interview Study 
We conducted semi-structured interviews to learn 
about our potential users' both solo- and group- 
watching behaviors. 

Participant Recruitment 
We sought to interview a diverse set of people with 
experience watching videos with others (collocated or 
remotely). We posted recruitment messages on our 
university campus and on an active neighborhood social 
networking site.  

Potential participants filled out a screener survey, and 
we selected 10 participants to interview with a range of 
ages, genders, etc. The 10 participants we interviewed 
included: three participants aged 18–22, three 23–35, 
two 36–60, and two over the age of 60; seven were 
female and three were male; two live alone, three with 
roommates, and five with family; three of our 
participants were in long-distance romantic 
relationships; and five worked full-time.  

Protocol 
Our semi-structured interviews consisted of questions 
in three main categories: general video watching 
habits, solo video watching habits, and group video 
watching habits. 

In each category, we asked about their last experience 
watching a video. Specifically, we asked about the 
types of videos they watched, the devices they used, 
the locations, the time of the day, if they were 
multitasking, the reason why they chose the above 
criteria, and how frequent they perform the above 
activities. 

 
Figure 1: Long-distance friends 
want to watch a video together. 

 
Figure 2: But they have trouble 
syncing their video feeds 



 

For group video watching, we also asked how they 
communicate with each other, how often they 
communicate, what they communicate about, and if the 
communication effected video watching enjoyment. 

Analysis & Findings 
Interviews were fully transcribed. Notes were made and 
analyzed an affinity diagram was created [see Figure 1] 
to identify emergent themes. From those themes, we 
developed and ranked a set of user requirements and 
used those to create a set of features.  

Our participants reported experiencing problems with 
syncing their remote video feeds (similar to [4]). Even 
when attempts to start the videos at the same time 
were successful, videos feeds sometimes lagged or 

paused to buffer. Our participants often used a single 
device to view the video and connecting with others.  

Web Application Design 
Based on the prior research and the requirements we 
identified in our interview study, we set out to design 
and develop our web application.  

Prototyping 
After some initial sketches and static wireframes, we 
used Axure to create two high-fidelity prototypes 
incorporating the features identified previously. We 
demonstrated the prototypes for a number of potential 
users to get feedback on the different versions before 
deciding which features to include in our “final” 
prototype. 

In our design [see Figure 4], users can (1) view the 
streaming video, (2) see profile photos of friends 
watching with them, (3) chat with those friends, (4) 
view the webcam stream for each friend, (5) expand a 
friend’s video, and (6) control the video and volume 
feeds for each friend. View a video demo of the 
prototype in action at hci.colgate.edu/video/demo. 

Development 
We are currently implementing the web application to 
the specifications of the prototype. Currently the front-
end shell (written with HTML, CSS, and JavaScript (also 
Jquery) is fully functional. We are currently working on 
developing the back-end and connecting to existing 
APIs to add video and text chatting services.  

There are several commercial products for co-watching 
videos, such as rabb.it, which are built around screen 
sharing and not focused on interpersonal relationships. 

 
Figure 3: Section of the affinity diagram used to analyze interview data 



 

Future Work 
Once the current features have been developed and 
tested, we will conduct usability testing and refine the 
design as needed. We will then conduct a controlled 
study to evaluate the effectiveness of this app for 
maintaining long-distance interpersonal relationships 

We would also like to add the features that were 
generated following our interview study but not 
determined to be crucial to the application. For 
example, we would like to create profiles and calendars 
so users can connect with others and schedule co-
watching sessions in advance.  
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Figure 4: High-fidelity prototype of our system for remote video co-watching 

 


