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Abstract— A social question-and-answering (social Q&A) site is an online community where users can ask and answer questions to
share their knowledge and all data are publicly accessible. The platform has caught its users’ attention and given them a new way in
getting information from other users. However, the growth of social Q&A sites is still followed by some problems faced by its users.
This study aims to develop an interaction design of social Q&A using goal-directed design (GDD) method. The process accomplished
in the development includes four phases: research, modelling, requirement definition, and framework definition. The series of phases
resulted in personas, scenarios, requirements, and wireframes of the product. Social Q&A product developed in the study is one that
is specialized for asking and sharing information about studying abroad.

Keywords— interaction design; social Q&A; goal-directed design.

study was conducted to develop the modeling, requirements,
[. INTRODUCTION and interaction design of a social Q&A site by utilizing a
Sacial question-and-answering (social Q&A) sites, also goal_—dwecteq design (GDD) method. G.DD is a product ar_ld
commonly known as community question-answering (CQA) Service design approaqh de\{eloped in Cooper,. a design
sites, are online communities where users can ask question onsulting frqm California, United States. '!'he rationale of
and share their answers, and all data are public an € met_hod is that the best way to design a successful
searchable [1]. In the last few years, the platform has beerprOdUCt IS to focu; on t.he goals_ of the user [3]. . .
attracting many users and providing a new way for them to The case used in this study is a social Q&A site for asking

get information from other users. They commonly search for"’md sharing .informayion about studying abroad. The reason
specific and detail information, which usually requires a V& chose this topic is that the number of keyword searches

response from people who have a particular experience [2]_ab0ut studying gbroa_d cqnducted by _Indone5|a_n people
Some well-known social Q&A sites are Yahoo Answers and FthUQh Goog_le Is quite h|gh and continues to_ rise. Th|s
Quora. In addition, there are also social Q&A sites that focusmd'c"“t_eS p_ubl|c awareness increase a_bout ql_Jahty of higher
on a specific topic, such as Stack Overflow that facilitates educatlo_n in Indonesia. Along with the Increasing number of
question-and-answering about programming. Indonesian people who are interested in studying abroad, the

Even though social Q&A offers many benefits, its growth needs for information about it will undoubtedly increase.

is still accompanied by some problems faced by users. 0neThroughout this study, we expected to create an interaction

opinion about the cause of this is due to the increasingdeSig.]n ofasocial_ Q&A site that_allows I_ndonesian peoplg to
number of low-value questions, making it difficult for users ogtamd and provide valuable information about studying
to find the useful or entertaining content [2]. A preliminary abroad. . . .
survey we did to 291 users of Yahoo Answers (45.7%), The pc_)pularlt_y of _soqal Q&A makes this platiorm
Stack Overflow (19.5%), Quora (16.8%), Brainly (16.1%), Qeve!qps its des'g!" prlnc_lplt_es and_ patterns. Ortbach et al. [4]
and Stack Exchange (1.3%) shows that there are problem ﬁnt|f_|ed 27 de5|g_n pr|nC|pI_es n somaI_Q&A, zucg_ as
their users are still facing in using the sites. The overall ollowing - a qu%stlon, scoring a question, and direct
result shows that 23% of the respondents admitted not tocommunication between two users. Question routing or
proach in displaying questions to users can be divided into

recommend the sites to others, 32.3% gave a score of 7 oftP . 4 )
less for sites performance, and 21.9% gave a score of 7 ofWo categories according to [S]: feature-pgsed approach, and
less for sites ease of use social network-based approach. In addition, there are two

One factor that affects how a product tackles user problemreputation mechanisms in social Q&A: open, as Yahoo
is the design method used in developing the product. This
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Answers uses, and closed, as Quora uses with itsand how a persona use the product. For each persona, there
PeopleRank algorithm [6]. will be scenarios that describe an ideal experience of product
Several studies about social Q&A from the user's use from a persona perspective, focusing on how users think
perspective have also been conducted. Most users in sociand act. Cooper et al. [3] defined design requirements as
Q&A come from search engine result pages [7], and theirinformation and capabilities personas require achieving their
motivation in contributing knowledge through the platform goals. They are identified to avoid designers directly jump
are self-presentation, recognition of other members, andinto the solution. Requirements are identified based on
social learning opportunities [8]. Gazan classified users whoscenarios constructed before. In addition, Cooper et al. [3]
ask questions in Answerbag, a social Q&A, into two also defined design framework as the overall structure of
categories: seeker and sloth [9], and classified users whauser experience. There are four types of design framework:
answer questions into two categories: specialist andinteraction framework, visual design framework, industrial
synthesis [10]. In assessing the answers, users consider 2design framework, and service design framework.
criteria, such as approval, the feasibility of solution, and In this study, the last two phases of GDD, design
effectiveness [11]. refinement and design support, were not conducted because
the focus of it is on the interaction design. The phases
[I. MATERIAL AND METHOD conducted in the study followed the detailed steps [3].
Research is the data collection phase to understand the
problem. This phase was done by conducting a literature
review and potential user interview. The literature review

Online question-answering (Q&A) services allow people
to post a question online and receive responses from

articipants within an online Q&A community. These ) ) : .
P P Q y was conducted in order to gain more information about how

services provide a way to ask a question directly, so the™ %> .
L . . 1
participants could answer based on the asker’s informationXIStiNg social Q&As, such as Yahoo. Answer,_Quora, an_d
Stack Overflow, work and how their users use it. Academic

and need rather than a summary list of links displayed on a X S
search engine results page (SERP) [12] papers we reviewed such as about user categorization, user

Research in online Q&A area can be characterized iantlvatIOH, and scoring mechanism. Potential user interview

three ways; there are user or content-based, based on thyas conducted to understand behavior, attitude, and aptitude
type of online Q&A site, or focuses on askers or answerers.Of potential users. The interview process followed the

[13]-[15]. Particularly, researchers in this field have been approach of an in-depth interview. .
focused on these aspects. Modeling is the data analysis phase to explore behavior

From those aspects, what is highlighted in this paper jgPatterns and pombine the"f‘ into the user model. Modeling
Q&A that focuses on askers or answerers. Askers or\vas started with the analysis of data obtained from potential
answerers have their motivation in asking or answering user interview and ended with output a set of persona. There

through Q&A platform. Pi et al. identified that the people are eight_stepg in con_sf[ructing persona as Written_ in [3]:
behavior in sharing knowledge on social media drive peop|egroup|_ng Interview participants t_)ased_ on their _ro_le; identify
to share it in Facebook groups too. User’'s behavior Onbehav!oral va_lrlables;_ map interview —participants  to
sharing knowledge has positively affected by how much behavioral variables; identify significant behavior patterns;
reputation that she/he will get some pride because they caryY/thesize characteristics and ~define goals; check
help people and subjective norm from another user thatcomplet_eness and rgqgndancy, and de3|g_nate persona types.
expect certain people to share their knowledge [16]. Others quuwement definition 1S the analysis phasg of data
than motivation, an online social network connects friends obta|_ned from the two previous phases to determine _product
with the real-life relationship and online friendship, which functionality and design. In this phase, user scenarios that

shares similarity to the real-life social networks. It usually describe how a persona uses the product were developed.

tends to gather people with the same interest [17]. This?rhere are five steps in the phase with the possibility of

social question answering sites use a collaborative paradignge:cff"t'onsh n theblthlrd to dthe_ .f'ﬂh stage as erttenl in [3] d
to satisfy complex information needs. [18] efine the problem and vision statements; explore an

In line with designing the online (Q&A) services, three brainstorm; |dent|fy persona expectations; construct context

design methods was often used including user—centereoscle:narios’ ankd ige;‘.“fY desi_gn rehquirements. f K
design (UCD), activity-centered design (ACD), and goal- | rzlzlmewor hemltl(}n IS | the hnecessa(tjryb rr}am_ewo_rrh
directed design (GDD). In ACD, the design process does notd€velopment phase of product shape and behavior. The

focus on tasks, activities users have to do with the Systemdevelopment used the personas and scenarios that have been

but what tasks or activities should be supported by thecrgaped before, as well as utilized the design patterns and
system [19]. UCD and GDD are two methods that focus on _pr|nC|pIes. Due to the study focus, the framework developed

the users, but GDD has more specific process compared tdf! the . phase is the in.te_rfclction framework only. The
UCD. The process of GDD is divided into six phases: interaction framework definition can be done through six

research, modeling, requirement definition, framework steps with the possibility of iteration in the third to the fifth
definition,, design refi'nement, and design supp(;rt [3]. stage as written in [3]: define form factor, posture, and input

Cooper et al. [3] wrote that in the process of GDD, users methods; define functional and data elements; define

are modeled into a persona. Persona provides a way Otunctional groups and hierarchy; skeich interaction
thinking and communicating about how a group of users ramework; construct key path scenarios; and check designs

behaves, how they think, and what they want to accomplishheck validation scenarios.
and why. Each persona has goals, the drivers that motivate
persona to behave as they do. Goals provide answers to why

1247



lll. RESULTS ANDDISCUSSION
Implementation of GDD process was started with a B- Modeling

research phase,

followed by modeling,

requirement

Modeling phase was started by separating interview notes

definition, and ended with framework definition. The based on pre-defined roles. For each role, behavioral
process chart can be seen on Fig. 1.

. Requirement Framework
MDdEI =

Fig. 1 GDD process followed through

A. Research

The research method used in this phase is an interview
with potential users as participants. In the beginning, we
identified two leading roles in social Q&A for asking and
sharing information about study abroad: Indonesian peopls
who want to continue his study abroad as information seeke
and Indonesian people who are studying abroad as ap
information provider. The two roles were then defined as the
persona hypothesis and used as references in definingjust want to talk to them when |
interview participants. For each role in persona hypothesis
eight participants were asked for an interview. There are 16
participants interviewed: eight participants were Indonesiang
who are actively looking for information about study abroad,
and the other ones were Indonesians who are studying (Participant B)

abroad in several different countries.

Interviews conducted were semi-structured. The questiong
were designed to dig behaviors, attitudes, and aptitudes 0
potential users. For each role in the persona hypothesis,
different set of questions was given. Examples of interview

guestions can be seen in Table 1 and Table 2.

TABLE |

EXAMPLES OF QUESTIONSASKED TOINFORMATION SEEKERPARTICIPANTS

Theme

Question

The process of
getting a letter of
acceptance (LoA)
and scholarship

When did you start to have a willing to
continue studying abroad? Please tell me
your story of getting your LoA or
scholarship from the start until now!

Information
seeking behavior
on the internet

When was the last time you look for
information about studying abroad on the
internet? Please show me how you did it!

Asking people
behavior

Whom do you usually ask information abo|
studying abroad to? How do you ask? Wh

do you ask them?

TABLE Il

EXAMPLES OF QUESTIONSASKED TOINFORMATION PROVIDER

PARTICIPANTS

Theme Question
Answering How do you get approached? Could you S
questions them from the most frequent to the least?
behavior Please tell me an example!
. What are your activities when using the
Accessing

internet behavior

internet? Could you sort them from the mg
frequent to the least?

Perspective about
people who want

to study abroad

What do you think about Indonesian peop

who want to study abroad?
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variables were identified. Behavioral variables identified
based on the remarks expressed by participants during the
interview. From interviews of participants with the role of
information seekers, we identified 21 behavioral variables.
In addition, from interviews of participants with the role of
the information provider, we identified 17 behavioral
variables. Example of a behavioral variable identification
can be seen in Table 3.

TABLE Il
EXAMPLE OF A BEHAVIORAL VARIABLE IDENTIFICATION BASED ON
PARTICIPANT QUOTES

Quotes

"l am anxious about what the
people | ask would think about me;
| am afraid they would think that |

Behavioral Variable

need them." (Participant A)

"l do not like asking other people
because | do not like wasting the
time of people | do not know."

The comfort level to find
people to be asked
questions

"When | was preparing myself for
Durham University, | found a
 group of its Islamic finance
program students on Facebook.
AThen, | added all of the members
as friends. Most of them were
welcome to me and let me send
them my essay for their feedback]"
(Participant C)

For each role, interview participants were mapped into its
behavioral variables. After all of the participants had been
mapped, patterns were then identified. A pattern was formed
from two or more participants who were mapped to the same
value or close to six or more behavioral variables. The
mapping process is done based on an assessment of speech
and behavior of participants observed during the interview.
Example of participants mapping can be seen in Fig. 2. Th, I,
Ti, A, B, Su, D, and Sc represent the participants.

Hesitate to find pecple Comfortable to find people
to be asked to be asked

Fig. 2 Example of participants mapping to a behavioral variable

From patterns identified, we took a pattern from each role
to be a persona. From the mapping of information seeker
participants, we found two patterns. While from the
information provider participants, we found four patterns.
We chose one pattern from each role based on the behavioral
variables mapped by the pattern. The patterns we picked has



behavioral variables that benefit the most from social Q&A.

Examples of patterns identification can be seen on Fig. 3.

DSC‘.)

Cowmfortable to find people
to be asked

)
2 7Dy

Google a lot

ThiTi AB Su

Hesitate to find pecple
to be asked

( Sc

Never google

AD B Th | Su Se T|)

Never open online forum Open online forum a lot

Fig. 3 Examples of patterns identification from three behavioral variables

For each persona from each role, we synthesize a
combination of characteristics from participants involved,
gave a name, and defined goals. Characteristic categorie
combined included behaviors, environment, pain points,
demographics, skills, experience, and aptitudes, as well as

For each persona, we constructed a narration from the
viewpoint of the third person to explain attitudes, needs, and
problems of the persona descriptively. Within the narrative,
a photo of a face was also added also added to make the
persona more realistic and understandable. Example of a
persona narrative can be seen in Fig. 4.

Deka Sutanto is a hew emplovee in a
technology startup company in Jakarta.
The 24-vear-old man just graduated from
Universitas Indonesia majoring computer
science six months ago. He lives with his
family in Jokarta. Deka usually goes hang
out with his friends from work and
sometimes with his friends from college..

Fig. 4 Example of a persona narrative

C. Requirement Definition

In the requirement definition phase, we defined a problem
and a vision statement, identified persona expectations,
constructed context scenario, and identified design
requirement.

The problem statement is a condition that is expected to
ge changed by the product, whereas the vision statement is
an objective to be achieved by the product by meeting user
needs. Problem and vision statement can be seen in Fig. 5.

attitudes and motivation. We named the information seeker

persona Deka and the information provider persona Arshad

Problem Statement
Some of Indonesian people still face problems in seeking

An example of characteristics combination can be seen iNiommation about studying abroad because of the information

Table 4.
TABLE IV
EXAMPLE OF CHARACTERISTICSCOMBINATION OF A PERSONA
Category Characteristic
Determine the program he wants to
. study, then create a list of and prioritize
Behavior

universities, and create a list of and
prioritize scholarships.

Environment Close friends are college friends.

Time management between work and

Problem university or scholarship application
preparation.
Demographics 24 years old

Skill, experience,
and aptitude

Use the internet every day with laptop
or smartphone

He wants to know important
information he does not know that he

Attitude and

emotion needs to know
Name Deka Sutanto

Find information easily, fast, and
Goals completely because it is structured angd

can be browsed well

available on the intemet today is still limited, messy, and
unreliable, while they are reluctant to ask anybedy because they
are shy and don't whom to ask.

Vision Statement

Social Q&A to share information about studuing abroad will help
users find information and ask more easily, quickly, and complete
without information exploration difficulties, unreliability of
information, and reluctance to ask problems.

Fig. 5 Problem and vision statements defined

We identified persona expectations from research analysis
and persona constructed to understand what personas expect
so the product could be developed according to their mental
models. Example of a persona expectations identification
can be seen in Table 5.

TABLE V
EXAMPLE OF PERSONAEXPECTATIONSIDENTIFICATION

Persona Expectations

The product has already a lot of questions
and answers, so questions the persona
wants to ask have been asked and
answered

The product has reasonable categorization
with well-performed search system so th
persona could explore quickly and easily

Deka Sutanto

[}

Looking into the two personas constructed, social Q&A
can help both of them reach their goals. Nevertheless, goals
of information seeker persona will be met more often than
information provider personas. Therefore, we selected the
information seeker persona as the primary persona and
selected the information provider persona as the secondar
persona.

The product gives the expected result
when the persona searches for something

We constructed context scenarios to describe a common
ondition experienced by personas when using the product.
his condition explains the motivations, needs, and goals of
personas. Context scenarios for each persona were
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constructed based on their characteristics in using social
Q&A. Two context scenarios were constructed for the first
persona or Deka: when he needs to find information and

TABL

E Vil

EXAMPLE OF DESIGNREQUIREMENTSIDENTIFICATION FROM ACONTEXT
SCENARIO

when he needs to ask a question. The two context scenario

5 Context Scenario

Design Requirement

were developed based on the study of [7] which states tha
majority of social Q&A users originally did not intend to

access the website but the search engines directed them, andor studying abroad

users submit a question in social Q&A because they need
answers from people who have a particular experience.

We constructed a scenario for the second persona of
Arshad, that is when he needs to answer the questions aske
of him. By the persona description, Arshad wants to answer

Within the working hours, he

Create a new account

opened the social Q&A site

Log in to account

information and send a

Submit a question

guestion about how to adapt
in the UK as a Muslim. He pu

Check whether a question hg
t been asked or not before it is
submitted

d"The United Kingdom" and
"Muslim Life" topics on the
. question.

Give topics to a new questior]

the questions because he understands how hard it is to fing
information about studying abroad. However, because of
other commitments, he could not make such activities a
priority. Therefore, in the scenario, Arshad open social Q&A

! After submitting the question
Deka realizes that the
description he wrote in the
question is a bit ambiguous.

Edit a question submitted
before

7]

website through a notification email obtained periodically

because email is a communication tool he often uses. An

example of a context scenario can be seen in Table 6.

TABLE VI

EXAMPLE OF A CONTEXT SCENARIO OF APERSONA

Persona

Context Scenario

Deka Sutanto

1. Deka has decided to continue his stug
at University College London, United
Kingdom (UK), majoring machine
learning. However, he wondered how he
could live there as a Muslim. Within the
working hours, he opened the social Q&
site for studying abroad information and
send a question about how to adapt in th
UK as a Muslim. He put "The United
Kingdom" and "Muslim Life" topics on
the question.

ies

P

2. After submitting the question, Deka
realizes that the description he wrote in {
question is a bit ambiguous. Then he ed
the question so other users will not be
confused when they read it.

he
ts

3. Because he has browsed the site for
several times, Deka knows that there is
user named Rian who is studying in
London, UK. He thinks that Rian could
help him and request the question to be
answered by him.

4. Afterward, Deka is curious about
whether anyone has answered his quest
and frequently check the question page.

ion

Then he edits the question sq
other users will not be
confused when they read it.
Because he has browsed the)
site for several times, Deka
knows that there is a user
named Rian who is studying
in London, UK. He thinks tha
Rian could help him and
request the question to be
answered by him.

Afterward, Deka is curious
about whether anyone has
answered his question and
frequently check the questior
page.

Forward a question to a
particular user

Get answers to a question
quickly

D. Framework Definition

Framework definition is a phase where the visual form of
the product is developed from the design requirement. In the
phase, we defined form factor, posture, and input method.
Also, we defined data and functional elements, and defined
interaction framework wireframe, key path scenarios, and
validation scenarios.

The posture of the social Q&A product is a sovereign web
application. Sovereign posture is the posture for applications
that monopolize the user's attention continuously and for
long periods of time [3]. Devices targeted for product use are
laptops with 14-inch screen size and 1366 x 768 pixels
resolution, as they are used often by both personas. Input
methods used are those compatible with devices: keyboard,
mouse, and touchpad.

From the design requirement identified before, we defined
data elements. There were five elements defined: users,
questions, answers, comments, and topics. For each data
element, we defined the relationship with other data
elements, possible conditions, and possible actions applied,

We analyzed each context scenario, identified personaand element attributes. Example of data element definition
needs and stored them as design requirements. Example afan be seen in Table 8.
design requirements identification can be seen in Table 7.

1250



TABLE VIl
EXAMPLE OF DATA ELEMENTS DEFINITION

Data element Relationship Condition Action Attribute
User Could create zero| Online Create Name
or more
questions, Offline Edit E-mail
answers, and
comments Read Short description
Delete Photo
Find
Question Part of a topic Answered Create Question content
Have zero or Unanswered| Edit Additional information
more answers
Read Relevance to other questions
Created by a user
Delete Relevance to users
Find Question submitted time

In addition to data elements, functional elements were

also defined by the requirement. In defining functional

elements, we referred to common and well-known design

o : . . : . Task Functional Element
principles found in social Q&A sites, such as showing Unit
questions and showing answers. From 33 requirements exist, Search field for keyword input
we defined 79 functional elements. Example of functional Question recommendations as
elements definition can be seen in Table 9. autocomplete result when a
General Search user is typing search keyword

TABLE IX

EXAMPLE OF FUNCTIONAL ELEMENTS DEFINITION

Design Requirement

Functional Element

Create a new account

Name input field

Email input field

Password input field

Registration button

Log in to account

Email input field

Password input field

Login button

Login via Google or Facebook
button

Submit a question

"Submit A Question" button

Modal popup with the content of

input fields and a button to sendl
the question

Question input field

Question additional information
input field

Question character limitation
text

Question additional information
character text

Question submit button

TABLE X
EXAMPLE OF FUNCTIONAL ELEMENTS GROUPINGBASED ONTASKS

Functional

Search button

Area for displaying a list of
guestions relevant to the
keyword

Area for displaying a question
Link to question topic page
Follow question button
"Submit A Question" button
Modal popup with the content
Submita | of input fields and a button to
question | send the question

Question Question topic input field
Question submit button

Edit a question button
Question content input field
Edita Question additional

question | information input field
Question topic edit field

Save the question button

Read a
question

From the data and functional elements grouped and their
defined hierarchy, we defined interaction wireframes that
explain the interaction and visual form of the product.
Wireframe development was done based on the same design
principles when identifying functional elements. We used

After all data and functional elements were defined, we Axure to develop the wireframes. Example of a wireframe
group these elements into functional units and define itscan be seen in Fig. 6.
hierarchy. Functional elements were grouped based on tasks

to be accomplished. Example of functional

grouping can be seen in Table 10.

elements
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LOGO 1 Depan 0 Notifikasi 5 Puteri Yanti ‘ <= Tanya ‘
SAFENGIRUT Apakah ada program kerja praktik atau magang di jurusan ICT TOFiK,
for Development, Manchester University?
Ditanyakan: Beasiswa
45 hari yang lalu
Lorem ipsum dolar sit amet, consectetur adipiscing elit. Sed rutrum lacus lectus, id Jurusan
%HDHI?H eleifend sapien finibus vitae. Pellentesque commodo lectus eu commodo suscipit.
Vestibulum tincidunt sem et ipsum vehicula dictum Kota
Aktif: N
3 hari yang lal T | ! egara
artyang i | tkuti | 34 || Minta Dijawab Oleh
Persiapan
TOPIK Ditanyakan 28 Januari 2016 oleh Rizky Afdolina o
Universitas
| Inggris |
[Manchester University | AR PERTANYAAN TERKAIT
| Teknologi Informasi | o
is jawaban Anda Universitas mana di UK yang menyediakan studi
information system yang terbaik?
Universitas manakah yang menawarkan program
master yg fokus ke bidang UX?
i Kirim Jawaban ‘ Praesent malesuada tincidunt purus, consequat
- sagittis magna feugiat sed?
Praesent malesuada tincidunt purus, consequat
sagittis magna feugiat sed?
2 Jawaban
Praesent malesuada tincidunt purus, consequat
sagittis magna feugiat sed?
Rian Hidayat | MSc ICT for Development, Manchester University
Ditulis pada 15 Februari 2016 Praesent malesuada tincidunt purus, consequat
sagittis magna feugiat sed?
Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed rutrum lacus lectus, id
aleifend sapien finibus vitae. Pellentesque commodo lectus eu commode suscipit. Praesent malesuada tincidunt purus, consequat
Vestibulum tincidunt sem et ipsum vehicula dictum sagittis magna feugiat sed?
[ Upvote | 5 [ Komenlar(B)r Praesent malesuada tincidunt purus, consequat
fitinycicliayl (USomenaniay sagittis magna feugiat sed?
Praesent malesuada tincidunt purus, consequat
Kevin Sunarso | MSc Computer Science, Manchester University sagittis magna feugiat sed?
Ditulis pada 27 Februari 2016
Praesent malesuada tincidunt purus, consequat

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed rutrum lacus lectus, id
eleifend sapien finibus vitae. Pellentesque commodo lectus eu commodo suscipit.
Vestibulum tincidunt sem et ipsum vehicula dictum.

IV Upvote |3 |

Rian Hidayat | MSc ICT for Development, Manchester University
itulis pada 27 Februari 2016

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Sed rutrum lacus
lectus, id eleifend sapien finibus vitae. Pellentesque commodo lectus eu
commodo suscipit. Vestibulum tincidunt sem et ipsum vehicula dictum

B Puteri Yanti

ulis komenta

‘7 Kirim Jawaban |

Fig. 6 Question page wireframe

sagittis magna feugiat sed?

A key path scenario describes the journey of a persondacilitate the understanding, we make a storyboard for each
when using the product in details based on tasks that couldscenario with wireframes that depict the process of persona
be done. The scenario describes the interaction between gurney in each step. Example of a key path scenario can be
user with data and functional elements in the product. Toseen on Table 11.

TABLE XI
KEY PATH SCENARIO OFDEKA READING A QUESTION

Scenario Step Wireframe

34 PENGIRUT Universitas apa di UK yang memiliki program master Jurusan

Ditanyakan: maching learning paling baik?
45 hariyang lalu
Szya memiliki keinginan untuk melamutkan kulizh di UK karsna waktu kolish y2ng cukup

. Oilriat: singkat. Jurusan yang menjadi target saya adalah maching leaming karena saya
1. Deka opens a qUGStIOﬂ page, k] memiliki minat di bidang tersebut ?fan aé}oian dengan S1 zaya yaitu ilmu \umr;..-lcr.
read the question content and S korcw —
. . . thute | 34 | Minta Dijawab Cleh
additional information. -
ToRK Ditenynkan 28 Janter 2016 ol Riky Afdcing
[Ingaris |

l] Dieka Sutanto

I!’\v‘.anc haster :Jn.\lnrsi_t!' |

1252



Scenario Step

Wireframe

2 Jawaban

< Rian Hidayat |
L2 Diuis o

ada 15 Fe
UCL memiliki perin

program master un
mahasiswa Indone:

2. After that, Deka read the
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reading answers and comments
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Besides the key path scenarios, we constructed other
scenarios that might be done by a persona in the product but

not covered in the key path scenarios. These scenarios wer
not written in stories but defined in the list of possible cases.
The scenarios were divided into two types: an alternative
scenario and necessary-use scenario (see Table 12).

TABLE XII
ALTERNATIVE AND NECESSARY-USE SCENARIOS

Scenario Case Case

If a persona wants to remove a questi
submitted
If a persona wants to edit a comment
submitted
If a persona wants to unfollow a topic

Alternative

If a persona wants to change the
password

If a persona wants to mention other
users in a question, answer, or comm

Necessary-use

ent
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IV. CONCLUSION

This study aims to design an interactive system of a social
B&A product for asking and sharing information about
studying abroad using GDD method. We constructed two
personas as product users: Deka as an information seeker
and primary persona, and Arshad as an information provider
and secondary persona. From interview result, we identified
21 behavioral variables for information seeker role and 17
behavioral variables for information provider role. We
mapped interview participants to the behavioral variables,
and we identified the behavioral patterns. The pattern that
formed Deka was chosen because its behavioral variables
would benefit the most from the product. Also, a pattern that
formed Arshad was chosen because it has the most
beneficial behavioral patterns for the product.

As an information seeker who wants to study abroad,
Deka has behaviors of hesitating to find people to be asked,
having trouble in managing time between work and studying



abroad preparation, and looking for information on the
internet more. While as an information provider, Arshad is
frequently asked, even from people he does not know.
Arshad also makes an extra effort in providing answers to
people who ask him. (6]

We constructed three context scenarios and identified 33
design requirements. The three scenarios were constructedﬁ
from persona ideal conditions when using the product base
on their behavior in seeking and providing information. The
scenarios describe how Deka looks through information, (8]
Deka submits a question, and Arshad answers a question.
Design requirements were identified from the context
scenarios. From the design requirements, we identified thel9
data and functionality of the products.

Throughout the study, we developed an interaction design[lo]
of a social Q&A product. The design was developed in the
form of product wireframes and key path scenarios along
with storyboards that describe the interaction in the product.[11]
Key path scenarios were constructed based on tasks personas
could perform in the product.

The study could be improved by developing visual design [12]
framework and conducting usability testing of the design to
potential users. Visual design framework could be developed 13]
using steps in GDD by people who understand branding andI
visual design principles. Also, usability testing could be
conducted to validate whether the user needs in the prodch]
have been met and whether the product is easy to use or not.

(18]

(5]
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