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Sometimes, designers have to design for unfamiliar targets.

R E S E A R C H  B A C K G R O U N D
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Previous research on conducting user study with unfamiliar target groups:

• Antle (2006): problems associated with defining child-users
• Slegers et al. (2010) & Duysburgh et al. (2012): difficulties in using traditional user research method for the disabled
• Campbell (2013): various challenges in designing for the inaccessible developing world
• Dee and Hanson (2016): challenges in conducting user research for the elderly or ‘vulnerable’ people
• Gaver et al. (1999): The Cultural Probes method
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User study results are often embodied as design personas, but…

Research data

Designer’s own assumptions

(Chang et al. 2008)

persona

not crediblenot representative
(Pruitt and Adlin, 2006)
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Fiction
Fiction writers excel at understanding and describing

unfamiliar characters that are not real but realistic.

EmpatheticRealistic
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“A Thousand Ideas in an Hour” workshop

5

Card, Orson Scott. 
Characters & viewpoint. 
Cincinnati, OH: Writers 
Digest Books, 2010.
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(An example with a group of 4th-grade children)
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The author starts 
with any question 

that he likes.
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Each of the kids 
freely answers to 

the previous 
question.
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Questions and 
answers are causes 

and effects that 
create storylines.
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Real-time 
Questions 

and 
Answers

Group of
people
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Online

Group Storymaking

:: Group-storytelling-based user study method to understand an unfamiliar target
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Online

Group Storymaking

:: Group-storytelling-based user study method to understand an unfamiliar target
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Real-time 
Questions 

and 
Answers

Group of
people
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Online

Group Storymaking

:: Group-storytelling-based user study method to understand an unfamiliar target
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Real-time 
Questions 

and 
Answers

Group of
people



Online
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Group Storymaking

:: Group-storytelling-based user study method to understand an unfamiliar target

R E S E A R C H  B A C K G R O U N D

Real-time 
Questions 

and 
Answers

Group of
people



R E S E A R C H  B A C K G R O U N D

Previous research on participatory design on user study and design personas:

• Nielsen (2012): involved potential users in design workshops to use scenarios and personas to come up with 
future solutions

• Van Doorn et al. (2013): children performed as research collaborators to interview peers and grandparents
• Dodge et al. (2017): derived 4 persona skeletons from the results of participatory design workshops 
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Group Storymaking = Participatory Design + Unfamiliar Target

Previous research on participatory design on user study and design personas:

• Nielsen (2012): involved potential users in design workshops to use scenarios and personas to come up with 
future solutions

• Van Doorn et al. (2013): children performed as research collaborators to interview peers and grandparents
• Dodge et al. (2017): derived 4 persona skeletons from the results of participatory design workshops 
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Study 1

Exploring the possibility of 
group storytelling
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Study 1

Exploring the possibility of 
group storytelling

Online unstructured 1:1 interview vs. Online group interview

vs.
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Study 1

Exploring the possibility of 
group storytelling

Online unstructured 1:1 interview vs. Online group interview

vs.

Generated more insightful,
interesting responses
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Study 1

Exploring the possibility of 
group storytelling

Study 2

Developing the guidelines
for the new method
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Study 1

Exploring the possibility of 
group storytelling

Study 2

Developing the guidelines
for the new method

5 online group story-making chats >>> back-traced key Q&As and strategies

x 5
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Study 3

Exploring an
appropriate platform

Study 1

Exploring the possibility of 
group storytelling

Study 2

Developing the guidelines
for the new method
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Kakaotalk Open Chat vs. Facebook Group

vs.
• anonymous
• real-time
• instant messenger

• real-name
• real-time
• posts, replies and likes

Study 1

Exploring the possibility of 
group storytelling

Study 2

Developing the guidelines
for the new method

Study 3

Exploring an
appropriate platform
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Kakaotalk Open Chat vs. Facebook Group

vs.
• anonymous
• real-time
• instant messenger

• real-name
• real-time
• posts, replies and likes

Study 3

Exploring an
appropriate platform

Study 1

Exploring the possibility of 
group storytelling

Study 2

Developing the guidelines
for the new method

“online instant messenger that supports anonymous chatting”
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Study 3

Exploring an
appropriate platform

Study 4

Examining the
new method

Study 1

Exploring the possibility of 
group storytelling

Study 2

Developing the guidelines
for the new method



S T U D Y  P R O C E S S

25

8 designers conducted the new method

Study 3

Exploring an
appropriate platform

Study 4

Examining the
new method

Study 1

Exploring the possibility of 
group storytelling

Study 2

Developing the guidelines
for the new method
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8 senior design students
(M=24.1 years; SD=1; 4 females)

E X A M I N I N G  T H E  M E T H O D
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E X A M I N I N G  T H E  M E T H O D

Each was given with 
unfamiliar design 

themes and targets

8 senior design students
(M=24.1 years; SD=1; 4 females)

Examples:

Developing an online boy group fan goods trading 
website for female fans (targeting Female K-pop boy 
group fans who buy fan goods and CDs)

Developing an animation streaming service website 
(targeting Males in their twenties who enjoy watching 
various Japanese animated movies and TV series)

Developing a Futsal-related service concept for male 
university students in their twenties (targeting Male 
university students who often play Futsal)

…

39



M

M

F

F

M

M

F

F

E X A M I N I N G  T H E  M E T H O D

Each was given with 
unfamiliar design 

themes and targets

One-on-one interview
with 3-4 interviewees

Group Storymaking
with 5-8 respondents

personapersona

8 senior design students
(M=24.1 years; SD=1; 4 females)
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Persona template given to the participants:



E X A M I N I N G  T H E  M E T H O D

Each was given with 
unfamiliar design 

themes and targets

Group Storymaking
with 5-8 respondents

One-on-one interview
with 3-4 interviewees

personapersona

8 senior design students
(M=24.1 years; SD=1; 4 females)
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One-on-one interview
with 3-4 interviewees

Group Storymaking
with 5-8 respondents

personapersona

FGI Group 1
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FGI Group 2



“Group Storymaking helped me to understand the general, common features of the target, and 
interviews were used to find special particularities. (P5)"

F I N D I N G  # 1

Quick and broad understanding of unfamiliar targets
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yellow=details that participants mentioned as representative and empathizing
blue=details that participants mentioned as unreliable or not empathizing 

Persona based on one-on-one interviews
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Behaviors
• He wishes to do a lot of activities with friends, but 

he doesn’t participate as much.
• He plays Futsal often for many reasons.

Needs/Problems
• He wants to meet new people and make new 

friends by playing Futsal.
• He wants to save money spent on Futsal ground 

and cabs to get there.



yellow=details that participants mentioned as representative and empathizing
blue=details that participants mentioned as unreliable or not empathizing 

Persona based on one-on-one interviews
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“[…] For example, when one says he makes a reservation in the morning and the other 
says in the evening, I write like ‘make a reservation THAT DAY.’ I make it vague. (P2)”

Behaviors
• He wishes to do a lot of activities with friends, but 

he doesn’t participate as much.
• He plays Futsal often for many reasons.

Needs/Problems
• He wants to meet new people and make new 

friends by playing Futsal.
• He wants to save money spent on Futsal ground 

and cabs to get there.



yellow=details that participants mentioned as representative and empathizing
blue=details that participants mentioned as unreliable or not empathizing 

Persona based on Group Storymaking
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Behaviors
• His friends like him because he is very frank, but 

some do not because he gets short-tempered when 
he plays Futsal.

• After morning classes, he send messages on 
multiple Kakaotalk chat rooms to gather friends to 
play Futsal at night.

• He makes a reservation on the day of playing Futsal 
by making a call to a Futsal ground owner.

Needs/Problems
• He should wear contact lenses when he plays Futsal.
• He is bothered by his girlfriend while playing Futsal.



“Recruitment was really fast. [...] You can do this right in front of your desk, and so do respondents. So it 
was quick and easy. Also, after an interview I had to transcribe it, but there was no need for transcription 
in Group Storymaking, which made it more efficient. (P3)” 

F I N D I N G  # 1

Quick and broad understanding of unfamiliar targets
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F I N D I N G  # 2

Trustworthy and insightful responses gained from Group Storymaking

“People thought they were not telling their stories, but telling a character’s story during Group 
Storymaking, so they were more active. During the interview, the interviewees were not willing to 
honestly tell their secret stories. (P2)”
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Hypothetical character A’s story

Common knowledge as an ‘expert’ target user

Participants’ own experience



F I N D I N G  # 2

Trustworthy and insightful responses gained from Group Storymaking

“When I saw many people were agreeing with each other, I could be sure that their opinions were 
common and representative among most target users. When I was doing the interview, I could not 
be sure if my interviewees’ opinions were universal or just hers. (P1)” 

“People got inspired by each other and came up with more stories during Group Storymaking. (P3)” 

51



52



53



• Pre-user-research method that supplements other research methods

D I S C U S S I O N S
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Group
Storymaking Main user research

• Basic understanding of a target user
• Narrowed down to a more specific group



• Pre-user-research method that supplements other research methods

• Potential as a new user research tool with a bigger number of participants

D I S C U S S I O N S
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Participants samples Other unfamiliar design targets

D I S C U S S I O N S

Limitations of the study:
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Thank you.
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