
  

Story.it: A Crowdsourcing Platform for Designers 
to Gather Information Through Storytelling for 
use During a Design Process 

 

Abstract 
This paper describes the design of Story.it, a platform 
for crowdsourcing stories with the purpose of improving 
the communication between designers and their clients. 
The paper elaborates on several alternatives to 
crowdsource stories, trying to find the best level of 
guidance for the storyteller while making a story. We 
present the design process of Story.it, based on our 
own insights, knowledge from existing research, 
insights from experts and user tests. The application of 
Story.it takes storytellers through the steps of creating 
a story. The designer in turn validates the story and 
uses it for his or her own design process. Both parties 
in turn can improve their skills through the application. 
Our study provides a starting point for further 
development into the combination of crowdsourcing 
and storytelling. 
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Introduction 
Storytelling provides a way of sharing experiences or to 
create empathy with certain characters and situations. 
Storytelling voices experiences. It is a versatile method 
to share knowledge and spark ideas. In addition it is a 
broad subject and can generally be regarded as 
subjective. Stories work different for every person. 
They have a core of sensibility and put ‘ideas into 
context and give them meaning’, which are essential 
for design thinking [1]. Designers use storytelling in 
their pitches and presentations to get an idea across 
and put it into context. Not only in formal settings, but 
also through the informality in everyday life. 
Storytelling serves as a significant role in 
communication and sharing feelings, thoughts and 
experiences. Communication design and storycrafting 
seems very effective for designers when stating their 
product to the outside world [5]. It can create and 
foster connections with users as well as stakeholders. 

Crowdsourcing is a way to save time and effort by 
dividing tasks over people from all over the world [8]. 
By doing so the crowdsourcer can use the skill, 
expertise and manpower from a large group of people. 
In return the crowdworkers will receive a small 
payment. 

Crowdsourcing can be used for many different tasks. A 
common crowdsourcing practice is microtasking. 
Microtasking is the practice of dividing large task into 
smaller tasks and combining those individual 
contributions for a final result [8]. 

We seek to find a way of combining the two worlds of 
crowdsourcing and storytelling, which seem very 
different at first glance. Through user testing, 

prototyping and discussing with experts, we found that 
there is a possibility of crowdsourcing stories for 
designers, which can provide value in different ways. In 
this paper we elaborate on the insights we gathered on 
how to crowdsource stories and storytelling. 
 
Story.it is a storytelling and crowdsourcing application 
that serves as a platform for people as storytellers 
(crowd workers) and designers (crowd sourcers) from 
all over the world. The goal of Story.it is to foster 
connections for designers with their potential users as 
well as their stakeholders in an experience centered 
way. It seeks to spark ideas, focused on engaging 
stories for the ‘listener’, and provide different 
dimension frames (like space and time) for design 
which is essential to design thinking [1]. Story.it can 
provide useful communication tools to set certain 
experience and communication goals to work. 

Related Work 
The first step towards combining storytelling and 
crowdsourcing is to get a good understanding of both. 
It is interesting, regarding the design, how you go 
through the exploration and ideation phases. In all 
these steps, you look at problems, opportunities and 
existing experiences [2]. We experimented with 
different templates provided, to get a better 
understanding of what users find challenging or 
promising within storytelling. One of the provided 
storytelling methods is called Storyply. Delving into 
Storyply gave us insight in how one could set up a 
story in a guided manner which can improve the 
communication of people inside a team. In order to 
design an experience, you need to generate, develop 
and test your ideas on the fourth dimension [2].  



 

Design is changing into an experience-oriented 
discipline [2, 7]. Storytelling and the crafting of stories 
gives the opportunity of sharing and discussing 
experiences. Within interaction, it is hard for users not 
to interpret within a perspectival space [4]. Essential to 
design thinking, stories provide a space and time frame 
to work in. There is a human need in a story, and there 
is an experience timeline [1]. Attractive stories become 
infectious, passing on between people creating ‘self-
propagating’ ideas (Richard Dawkins, 1976). If a 
designer employs engaging, focused stories to 
communicate their innovation’s value, it will help them 
survive the development process and boost the market 
place value [1].  
A designer requires certain emotions or an experience 
from a user as a consequence of the seeking, buying 
and using a product [1]. Not only that, but a designer 
should also employ engaging stories to communicate 
your innovation’s value. Within crafting stories you can 
have different goals [5]. The most important goals for 
us are the opportunity for designers to build brand 
recognition and relevance, fostering connections and 
trust, simplifying the complex and explaining the ‘why 
should you care’. Helping with this is to ability to 
connect to listeners on both analytical and emotional 
levels. This provides survival of the design throughout 
the development process and boosts the marketplace 
value [5, 1].  
Communication design and storycrafting seems very 
effective for designers when stating their product to the 
outside world [5]. It can create and foster connections 
with users as well as stakeholders. But how can this be 
broadened? We believe that crowdsourcing provides an 
opportunity for people all over the world to connect and 
work together. It is not new that thoughts about 
experienced events are shared daily online [6]. If 

storytelling is and can be accessible by people all over 
the world, you can focus your stories within a specific 
demography to get insight in their experiences and 
methods of storytelling. Or you can give everyone a 
chance to write stories through your design. It 
generates possibilities to validate ideas and a crowd 
that produces ‘text ideas’. In the paper ‘Structures for 
Creativity: The crowdsourcing of design’, it is 
interesting to see how these methods go to work [7]. 
In this paper, 1853 participants created, combined and 
evaluated ideas over three generations around a certain 
find-a-solution topic. Through evaluation between ideas 
and iteration, new generations of a certain idea are 
formed. It is interesting to see how input from so many 
different people can create such a bunch of information 
valuable for design and the innovation within the design 
pathway. 

Identifying Stakeholders 
Crowdsourcing provides multiple pathways for 
communication and relations between crowd sourcers 
and crowd workers. For our platform, the relations 
between stakeholders and users had to be clear to 
further identify the flow of data, communication and 
compensation.  
In figure 1 the relation is visually presented. You can 
see that the platform is a way to connect people 
together. The platform is the connector between 
designers and the crowdworkers, it guides people to 
find each other and work together.  

Identifying Tasks 
Storyply gave us the first insight into storytelling. 
Through user testing a storytelling template much like 
Storyply, we found how to set up a task flow lay-out of 
our application. The designer inputs an idea or design 

 

 

 

 

 

 

Figure 1: Overview of 
stakeholders and flow 



 

into the platform by setting up a task package. This 
custom package, which involves parameters like task 
payment and population settings, sets a project within 
the platform. Crowdworkers can apply for one of the 
projects. In these projects, they go through the 
different set-up steps that in the end provides the 
designer with characters, location and time, objects, a 
story from beginning to end and additional criteria such 
as story goals. The crowd works for the designers and 
the output of the platform are stories.  

The designer has to validate the stories and provide the 
crowdworker with feedback based on the criteria for the 
story. For every part of the story (such as the 
beginning and the end) the designer can rate the story 
on certain criteria. These criteria are clearness, 
elaboration, use of the design and coherence. The 
crowd worker will receive the feedback and can 
improve the story if necessary.  

Before creating the application, we first built a 
prototype website to give us more insight into the task 
flow [9]. It gave insight into how to set up a profile, a 
list of possible projects and how to make the platform 
accessible for storytellers as well as designers. 

Data gathering and analysis 
In order to validate the steps of Story.it, two user tests 
were conducted.  

The first user test gave insight in which tasks to set up 
for the application. A user tests was conducted on the 
difference in order telling a story. We created a 
template with a story divided in tasks and set up two 
tests which both had different order. Both samples of 
the population ‘students’ were unrelated.  

The participants for the user test were people from the 
age between 20-30. The researchers knew these 
participants. Not all participant were form the 
department of Industrial Design. Every participant filled 
in an informed consent form. The first order tested by a 
group are: intervention, conflict, beginning, ending, 
development and announcement. The second tested 
order was intervention, conflict, beginning, 
development, ending and announcement. 

The user test protocol for the first test was as follows: 

• The participant is informed about Story.it 
• Afterwards he/she receives the storytelling 

construction template and goes through the 
steps in the given order. 

• At the end the participants were asked about 
their opinion on the order and what they 
thought about setting up the story in this way 
and their general opinion on our first Adobe XD 
prototype app [Appendix C]. 

Insights from user testing the order of the task: 

• The fact that the description of the tasks, were 
given in text form, biased the participant to 
create a story in text form. Every participant 
wrote the story, nobody used drawings.   

• Some task descriptions were not clear to all 
participants.  

• The second order was preferred because it was 
logical to write chronologically. 

• A part of the participants have the feeling that 
they were writing the same thing multiple 
times during the creation of the story while 
using the template.  



 

• Bullet points were preferred in the task 
description.   

In the second user test we focused on evaluating the 
application per iteration. The goal was to find which of 
the descriptions was clear, which steps were 
unnecessary and which steps missed.  

The user test protocol was as follows: 

• The participant is informed about Story.it and 
receives the current version of the Adobe XD 
application of Story.it. 

• Afterwards the participant follows the steps of 
the prototype and completes the tasks. 

• We ask the participant for their personal 
opinion about each step, if the descriptions 
were clear and ask their general feedback on 
the Adobe XD prototype. 

From this user test the final version of Story.it was 
mainly improved by the following points: 

• Making each step clearer and shorter in 
explanation 

• Leaving more freedom in the creation of the 
characters 

• Using bigger icons and illustrations 
• Less steps and repetitions of certain 

descriptions or tasks 
• Adding the ‘freedom screen’ [Appendix E] as a 

reaction to feedback given by theatre expert 
Carla Verwer 

• Adding the ‘add a character screen’ [Appendix 
E] 

• Adding the ‘goal’ screen [Appendix E] 

• Adding validation to the designer screens and 
storytelling screens and providing the 
possibility for feedback and the use of criteria. 

• Changing crowdworker to storyteller and 
crowdsourcer to designer 

Story.it versions and iterations 
During the development of Story.it we went through 
several iterations for the Storyteller part. Each version 
has a different approach in guiding the storyteller while 
making the story. We went from very little guidance in 
the first version to a more structured and free approach 
in the latest version. 

Version 1 
The first version of Story.it is an edited version of the 
“Story construction template” by prof.dr.ir. Jean-
Bernard Martens and Qiong Peng. These templates 
consist of six steps that follow one another in a linear 
fashion from beginning to ending. These templates 
were used for the first user test.  

Version 2 
This was the first Adobe XD mobile application version. 
This version can be seen as an elaboration on Storyply 
and the first version. The steps now include character 
creation, setting a scene in time, adding objects and 
choosing a location. When all the steps are completed 
the storyteller will have created a complete story to 
submit. 

Feedback on this version was that there is no 
opportunity for feedback, not a lot of elaboration from 
the designer point of view and that the app is not 
implementable for crowdsourcing. Additionally, there 
could be a possibility of adding a drag and drop for 

 

Figure 2: User testing the 
templates in user test one 

 



 

objects and screens and that you can chose a location 
from for instance Google Maps. Positive aspects were 
the ‘setting a goal for your story’ screen and the 
possibility of. We also made a login screen, which was 
not regarded as important for this stage. This version 
only featured filling in text and dragging certain images 
which was found to be too static. This version also 
features an overview of available projects for the 
storyteller to choose from. 

On this iteration of Story.it we got feedback from Carla 
Verwer, a theatre maker from Amsterdam. She told us 
that stories are usually not created linearly, but that is 
a messy process where you jump back and forth 
between the beginning, the end and everything in 
between; it is a random process. This feedback gave us 
the insight that the second version of Story.it might be 
too linear, and does not provide enough opportunity to 
go back to steps that are already completed. 

Version 3A The freedom application 
In the third iteration we created the ‘freedom version’. 
In this version, an additional screen was added that 
gives the storyteller the possibility to choose the order 
of how he or she makes the story in which they have 
the possibility in going back and forth between steps. 
Additionally, the screens from the designer point of 
view were created.  

Feedback was that there is no opportunity for a 
designer to add a video of their design to the task 
package from the designer point of view. The app now 
features a list of projects, an introduction to an 
example project, choosing the story order and goal of 
your story plus adding objects by choosing pictures 
from your mobile phone or Google Images. Another 

information screen to inform unaware storytellers of 
what steps are lying ahead is added as well. In this 
version the crowd sourcer part of the application was 
introduced. Here the designer is able to create a task 
and see and review the story created by the crowd 
worker. This version was also created in Adobe Muse to 
make the HTML code implementable for crowdsourcing.  

Version 3B 
In the final and last freedom iteration for this project, a 
few screens were added. These changes were made 
from the storyteller point of view for the app. Changes 
were for instance the ‘add a character’ screen, a screen 
that lists active stories a storyteller is working on, a 
profile, seeing available projects in the application, 
reviewing received feedback and your received 
revenue. Some illustrations were replaced by customly 
created illustrations. In addition to the submission 
overview of the crowd sourcer, an extended feedback 
option to provide feedback based on criteria was added. 
By using sliders the threshold for the feedback process 
is lower than providing textual feedback. 

Feedback which inspired the last iteration came from 
our coaches, experts and visitors during demo day as 
well as the last qualitative user test. 

Feedback during our presentation at Demo Day gave us 
insight into the connection between the crowdworker of 
the platform and the crowdsourcer. Passing students 
and experts at our stand said they would like to see 
more interaction and background information available 
for the crowdworker from the crowdsourcer so that you 
know who you are working for. 



 

Discussion 
Story.it has the option to give feedback as a designer 
on the story made by the crowdworker. However, the 
criteria used in the feedback screens are based on our 
own assumptions. The criteria are also subjective, 
which makes it difficult to claim whether a designer has 
the right to reject a story and not give the crowdworker 
the promised reward.  

Towards the approach of Story.it something can be said 
about the relationship between the designer and the 
storyteller. The storyteller will get paid for his or her 
contribution to the platform. In this relationship, there 
is a suggestion of a hierarchy. In this hierarchy, the 
storyteller could only write positive stories because he 
or she is scared to receive negative feedback and thus 
no revenue. In that case, the designer won’t receive 
critical stories.  

Within crowdsourcing it is very common that tasks are 
divided in smaller tasks, also known as microtasks. 
Every microtask can be executed by a crowdworker, 
where after the results are combined to fulfill the initial 
task. This significantly speeds up the process of 
completing a large task. A similar process could be 
used in Story.it. Multiple storytellers could work 
together to complete the entire story. Afterwards, all 
the different part are combined to create the final 
story. The problem with this could be that there is little 
coherence in the story itself. This is something we were 
not able to test during the design process, but it should 
be investigated in the future.  

Story.it is not tested in a real crowdsourcing context. 
Thus we cannot say anything about the fact if it is 
really possible to crowdsource stories. The application 

should be tested with actual designers to see if the 
assumption of the application’s goal is valid. 

The Story.it platform has no intellectual property (IP) 
rights regulations so far. It is obvious that the design or 
concept from the designer, who wants a story, keeps 
the IP rights of the idea. It would be convenient if the 
crowdworker automatically agrees, by subscribing for a 
project, to sign a Non-disclosure agreement (NDA). 
Then the crowdworker agrees to keep the idea of the 
designer secret. 

Conclusion 
While making Story.it we have looked at how 
storytelling can be implemented into crowdsourcing 
through an application. A leading aspect in the design 
process was the amount of guidance storytellers need 
when making a story. A combination of freedom and 
guidance to prevent fear of a blank page provides the 
tasks we have now.  

There is more research needed to improve Story.it. An 
important part that needs to be done is understanding 
whether it is possible to crowdsource stories. In order 
to answer this, a suggestion is to improve the last 
version of Story.it and to start crowdsourcing the 
application. Story.it is a beginning for further research 
towards the merging of storytelling and crowdsourcing. 
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Appendix A: Photos 
 

 

 

Figure 3: Using the method Storyply 

 

 

Figure 4: brainstorming the task flow 



 

 

 

Figure 5: Demo Day setup 

Appendix B: Demo Day props 

 

Figure 6: Midterm storytelling journey poster 



 

 

Figure 7: underlay Demo Day overview screens Iteration 3A 

 



 

 

Figure 8: Add overview app XD version 3 



 

 

Figure 9: the Demo Day infographic  
Links to images used for the infographic (all free vector 
images): 
https://freebiesbug.com/sketch-freebies/16-free-vector-user-
avatar-
icons/?utm_source=feedburner&utm_medium=feed&utm_cam
paign=Feed:+freebiesbug+(Freebiesbug)&utm_content=FeedB
urner 
http://outlane.co/2017/10/03/freebie-vector-city-skylines/ 
https://freebiesbug.com/sketch-freebies/170-retro-business-
icons-sketch/ 
https://www.freepik.com/free-vector/workspace-in-flat-
design_765801.htm 

 

Figure 10: demo day A4 poster 

Appendix C 
All XD prototype versions 
Iteration 1: tinyurl.com/1dvc2017 
Iteration 2: tinyurl.com/2dvc2017 
Iteration 3A: tinyurl.com/3dvc2017 

Appendix D: Informed consent user test 
Situation:     
    Researcher:  

o 1 
o 2 
o 3 

Informed Consent 

You are going to participate in a research study 
conducted for the Squad Design for Creatives at the 
faculty of Industrial Design (Eindhoven University of 
technologie).  



 

This study will be conducted to get a better 
understanding of Crowdsourcing for storytelling and 
how different tasks can be divided between multiple 
crowdworkers. 

Situation 1: You will be provided with a low-fi version of 
a crowdsourcing task. The researcher will provide you 
with the first step. When this step is done, you will be 
provided with the next step. There are a total of 6 
steps. The order of the steps can differ between 
participants. 

Situation 2:  You will be provided with a low-fi version 
of a crowdsourcing task. The researcher will provide 
you with the first step. When this step is done, you will 
be provided with the next step. There are a total of 3 
steps. You work on the first half of the story. Your work 
will be used in another study where someone will 
continue with your story. 

Situation 3: You will be provided with a low-fi version of 
a crowdsourcing task. You will be provided with the first 
half of a story. You will use this first half as a guide to 
finish the rest of the story. There are a total of 3 steps. 
A researcher will provide you with the fourth step in the 
process. When that is finished you will be provided with 
the next step. 

After you are done with your task we will ask you some 
questions about the tasks you completed. During the 
usertest we can take photographs and note down your 
specific actions.  

By signing this form you agree that the feedback you 
give can be used for further research and development. 
All information gathered will be made anonymous and 

will only be used within the faculty of industrial design 
(Eindhoven university of technology). 

_________________________________ 

You agree that all information gathered can be used for 
publication outside of the TU/e, like design awards and 
research papers. 

_________________________________ 

By signing below you agree to the terms signed above. 
You can at any moment during the study decide to quit 
without reason and consequence. When you do, none 
of the material gathered during your study will be used 
or saved. 

Name:      
    

Date:      
 Signature: 



 

Appendix E: the application version 3B in 
screens 

 

Figure 11: overview of storytelling screens iteration 3B 

 

Figure 12: overview of the designer part of the Adobe muse 
prototype 



 

 

Figure 13: the designer part screens of version 3B 
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