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1 FurnIT-SAVER project introduction   

The traditional nature of the furniture industry and the limited incorporation of ICT tools 

have reduced the ability of SMEs in the sector to innovate and respond to the competition 

coming from larger companies. These specialised furniture shops and small furniture 

manufacturers have been unable to compete with the economies of scale advantages that 

larger furniture retailers can offer. 

On the other hand, smaller furniture companies can offer higher levels of personalization 

and quality of customized goods that truly meet customers' preferences and needs which 

represents a potential competitive advantage over larger furniture providers. Nevertheless, 

as it is impossible to envisage how the furniture will look and fit into the customers home, 

customised furniture also bears an expensive risk if the final piece of furniture does not meet 

the customer's needs or does not complement other furniture. Furthermore, these 

customised services are predominantly provided on a face-to-face basis in local and 

fragmented markets which prevents small manufacturers to benefit from ecommerce 

growth and limit their international reach. 

The FURNIT-SAVER project makes use of innovative ICT solutions based on a combination of 

Virtual and Augmented Reality (VR/AR) technologies, recommendation engines and 

ecommerce solutions, to produce a smart marketplace for furniture customisation. 

Customers will be able to select among an extensive furniture catalogue and properties and 

virtually try the selected pieces in their rooms with three very simple steps: (1) Creating an 

accurate 3D virtual representation of their place, (2) Trying furniture of different 

manufacturers in this virtual scenario and get recommendations according to their 

preferences of a wide range of properties and pieces, and (3) Visualizing the fit of the chosen 

products in their place using augmented reality. 

STEP 1 STEP 2 STEP 3 
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5 Annex  I. Survey to final users - purchasers 

This chapter analyzes the answers among potential FurnIT-SAVER users covering the buyers 

profile. The survey has been distributed among the partners staff and closer networks (227 

individuals of 3 different countries) to gather an initial feedback of the concept and in- 

development functionalities, using the Internet (survey monkey). 

The first section of this chapter analyses the aggregated data of all the survey answers 

together, and later, the partner per partner analysis. 

5.1 Aggregated data analysis 

This section presents the aggregated and anonymous data gathered in the survey. The 

answers are analysed separately in two groups, one referring to the user profiles and their 

preferences and another group referring to the platform perception and usage workflow. At 

the end of this section, presents the general conclusions of the survey that will be used as 

inputs for the next steps of the project. 

5.1.1 User profile and preferences 

 

Profile analysis 

Gender and age  

 
 
 
 
 
 
 
 
 

48% 

52% 

Women 

Men 
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Occupation 
E-commerce , Tech, traditional home and living industry 

 
 
All the people involved are working on the home and living sector (traditional and online) and 
the technology sector. 
Are urban users and are living in Europe. 
The age range is from +20 to +50 years 

 

Q2: How often do you buy furniture or decoration accessories on line? 

 

 
 

The 50% of the users never buy furniture on internet and the 30% buy furniture online but just 
once or twice times per year. 

 

34% 

38% 

28% 

e-commerce of home and living 

Tech 

Tradditional commerce of home and living 

50% 

30% 

20% 

Never buy Once/ twice per year  Others timmings 
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5.1.2 Platform perception and usage workflow 

 

Q4&5: Best and worst of FurnIT-SAVER Platform 

Best of the platform: 
“The possibility to see the furniture piece in the room and to move it” (Traditional home and 
living employee) 
“You can use it to see how it looks the furniture you haven’t bought yet” (Traditional home 
and living employee) 
 “It may allow me to detect if the new furniture fits at you home without having to buy and 
carry it” (Tech employee) 
“You can see if it really fits at home” (Tech employee) 
“The possibility to see the furniture located in the space” (e-commerce home and living 
employee) 
“You can see how the furniture fits your own home” (e-commerce home and living employee) 

 

Worst of the platform: 
“Not everybody will be agree to use this technology” (Traditional home and living employee) 
“The process takes a lot of time” (Traditional home and living employee) 
“Complicate to star using it” (Tech employee) 
“Place QR codes” (Tech employee) 
“Too many steps” (e-commerce home and living employee) 
“Complex steps, not everybody is going to understand/lose time…It has to be more user 
friendly and quick” (e-commerce home and living employee) 

 

-The best of FurnIT according to the opinion of the people is that you can see how the furniture 
matches at home before the purchase. 
-The worst is that it takes time, different steps and different technologies. 
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Q6: Would you recommend FurnIT-SAVER 

 

 
 
69% of the people will recommend FurnIT 

 

Q8: Understanding of FurnIT-SAVER platform and suggestions 

“Virtual tool for choosing appropriate furniture for different rooms it could be used for stores 
and producers of furniture” (Traditional home and living employee) 
“An App, helping with the visualization of the furnished room” (Traditional home and living 
employee)” 
“App to see final result of deco and furniture in your space” (e-commerce home and living 
employee) 
“FurnIT saver helps you to visualize your furniture in a similar space that you want to put it” (e-
commerce home and living employee) 
“FurnIT-Saver is an app that allows the potential buyer see the furniture of a store in a virtual 
image of your home” (Tech employee) 
“An App to preview how furniture looks in your own room” (Tech employee) 
 

 

The majority of the users understand FurnIT.  
Note that the higher the group’s age the more difficult the platform use is perceived 

 

 

  

69% 

4% 

27% 

Yes No  Maybe 
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5.2 Partner by partner analysis 

This section presents the data gathered in the survey, analysed partner by partner. 

5.2.1 WESTWING 

 

Profile 

Nº surveys  69  

Female  47  

Male  22  

Occupation - age  E-commerce of home and living 27  

City  Barcelona  

 

Q2: How often do you buy furniture or decoration accessories on line? 
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The participants that never buy furniture are less than 40%, more than 12 points far from 

the average of all the aggregated data (50%). On the other hand, more than 50% buy 

furniture and decoration accessories on-line minimum once per year. 

Q3: Prioritization of furniture buying processes 
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Q6: Would you recommend FurnIT-SAVER 

 

More than 80% would recommend the platform, 11 points over the average of the 

aggregated data. 
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Q7: Sort the factors to get your personal furniture recommendation 
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5.2.2 EURECAT 

 

Profile 

Nº surveys  94  

Female  39  

Male  55  

Occupation - Age  Tech - 35  

City  Catalunya (Barcelona)  
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Q2: How often do you buy furniture or decoration accessories on line? 

 

The aggregated data average of the participants that never buy furniture and decoration 

accessories online is 50% and the answers of the participants associated to this partner is 

more than 10 points over, even when most of them has “tech-related” occupation. 
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Q3: Prioritization of furniture buying processes 
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Q6: Would you recommend FurnIT-SAVER 

 

Note that “maybe” is the most important answer: 43,84%, more than 15 points far from the 

average (27%). 
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Q7: Sort the factors to get your personal furniture recommendation 
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Q2: How often do you buy furniture or decoration accessories on line? 

 

In this case, the average of survey participants that buy furniture and decoration accessories 

once or twice per year is more than 50%, in comparison with the average of the aggregated 

data: 30% 

  


































	Document change record
	1 FurnIT-SAVER project introduction
	2 Scope of the document
	3 FurnIT-SAVER Innovations included in this document
	3.1 Innovations for furniture purchasers
	3.2 Innovations for furniture salespersons
	3.3 Innovations for furniture manufacturers

	4 Functional Requirements
	4.1 Functional requirements for final users (PUR - purchasers)
	4.1.1 Registration (REG)
	4.1.2 Defining the room layout (LAY)
	4.1.3 Using the Virtual Reality Environment (VRE)
	4.1.4 Using the Augmented Reality Environment (ARE)
	4.1.5 Purchasing/Ordering (ORD)
	4.1.6 Recommendation engine (REC)

	4.2 Functional requirements for furniture retailers (RET)
	4.3 Functional requirements for furniture manufacturers (MAN)
	4.3.1 Registration (REG)
	4.3.2 Uploading furniture pieces (UPL)
	4.3.3 Receiving purchase orders (ORD)


	5 Annex  I. Survey to final users - purchasers
	5.1 Aggregated data analysis
	5.1.1 User profile and preferences
	5.1.2 Platform perception and usage workflow
	5.1.3 Conclusions of the survey

	5.2 Partner by partner analysis
	5.2.1 WESTWING
	5.2.2 EURECAT
	5.2.3 CENFIM – ACS
	5.2.4 WIC - GONZAGA

	5.3 Survey  complementation with CETELEM market reports
	5.3.1.1 Q2: How often do you buy furniture or decoration accessories on line?
	5.3.2 Q7: Most important factors for offering recommendations according to users
	5.3.3 Q3: Prioritization of furniture buying processes
	5.3.4 Purchasing forecasts for 2015
	5.3.5 Purchasing forecasts for 2015 depending on the age



