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CHAPTER III 
RESEARCH METHOD 

 

This chapter aims to present the research method and implementation that 

consist of eight sections; (1) Research subjects, (2) research instrument, (3) Data 

collection and analysis, (4) Research design framework, (5) User Experiment 

Activities, (6) R2D2 design process, (7) Implementation of 9 design principles, 

and (8) Final design of the system. 

 

3-1 Research Subjects 

Research subject or research participant is a person who participates in human 

subject kind of research by being the subject and target of observation by the researcher. In 

this study, the research subject has to meet the requirements to be a human research subject. 

The requirements are; 

(1) Familiar with a computer, internet, and online learning tools. 

The system is a synchronous online argumentation system, so it will require someone 

who has knowledge and experience of using a computer, internet, and online learning 

tools. 

(2) At the age of 16 to 18 years old (High School students) 

According to educational psychology theory and principles, students at this age are 

developing their critical thinking, mindset, and goal setting. If they developed their 

creativity and social skill at a younger age, then at the age of 16 to 18, they will define 

their perspective of more complex and abstract subjects, which means they need to learn 

how to process new ideas, how to improve their performance and how to deal with a 

problem. The developed system is a synchronous argumentation system, so students at 

this age meet the criteria to use the system, according to their ability, psychology, and 

their learning activity at school.  
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(3) Have experience in arguing with their peers 

It is essential to have experience in arguing with other students because it will help them 

to be easier to do the arguing process since they already know the concept of this 

learning activity. 

 The research participants were chosen based on the requirements, and the chosen 

participants are 48 (forty-eight) 11th grade English major students of Chi-Ying Senior High 

School that located at Zhongyuan Road, No. 447, Zhongli District, Taoyuan City, 320, 

Taiwan. The experiment was conducted during the English lesson. The reason for choosing 

this school is because Chi-Ying Senior High School is one of the best school in Taoyuan, 

and reason choosing 11th grade is because students develop their critical and analytical 

thinking during this age. 

 

3-2 Research Instrument 

The instruments used in this research are 20 instruments of Web-Based Learning 

Environment (WEBLEI) adapted from Chang, V. 1999 retrieved March 2014, and ten 

instruments of The System Usability Test (SUS) adapted from Tullis and Stetson, 2004. 

The Web-Based Learning Environment (WEBLEI) has four dimensions that would measure 

some aspects, they are; 

(1) Emancipatory   : Free from restraint, control, or the power of another or  

free from bondage. 

(2) Co-Participatory  : The act of participating with another or others, joint  

participation. 

(3) Qualia    : A quality or property as perceived or experienced by a  

person. 
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(4) Information Structure & Design : The User Interface and User Experience. 

The instruments divided into these dimensions. Four instruments to measure the 

emancipatory, eight instruments to measure the co-participatory, three instruments to 

measure the qualia, and five instruments to measure the information structure & design. The 

System Usability Test (SUS) Instruments are the standardized instruments to measure the 

usability of the prototype with 10 (ten) instruments, which means 30 (thirty) instruments in 

total. 

Table 3. WEBLEI Instruments dimension gridlines  

(adapted from Chang, V. 1999 retrieved March 2014) 

Dimension Number Items 

Emancipatory 

1 

This system (Synchronous Collaborative 

Argumentation System) makes it easier for me 

to do argument activity. 

2 

This system (Synchronous Collaborative 

Argumentation System) suitable for me to do 

argument activity with my peers. 

3 

I am encouraged to explore concepts beyond my 

regular based lessons by using this system 

(Synchronous Collaborative Argumentation 

System). 

4 

The functions in this system (Synchronous 

Collaborative Argumentation System) are good 

for me to enter and join the learning activity. 
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Co-Participatory 

5 

It is easy to work collaboratively with other 

students involved in a group project using this 

system (Synchronous Collaborative 

Argumentation System). 

6 

I was supported by positive attitude from my 

peers when using this system (Synchronous 

Collaborative Argumentation System). 

7 

The system (Synchronous Collaborative 

Argumentation System)  provide “help” and 

“tutorial” function so it helps me better on using 

it. 

8 

The technology resources in this system 

(Synchronous Collaborative Argumentation 

System) enhance learning. 

9 

I am confident and feeling at ease using this 

system (Synchronous Collaborative 

Argumentation System). 

10 

The steps and plots in the system (Synchronous 

Collaborative Argumentation System) are rights 

and easy to follow. 

11 

Do collaborative argument activity with this 

system (Synchronous Collaborative 

Argumentation System)  is more effective. 

12 
I don’t have to remember many things because 

the structure in the system (Synchronous 
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Collaborative Argumentation System) is easy to 

follow, remember and understand. 

Qualia 

13 

I felt a sense of satisfaction and achievement 

about this learning environment using this 

system (Synchronous Collaborative 

Argumentation System). 

14 

The graphics used in the material are appropriate 

in this system (Synchronous Collaborative 

Argumentation System). 

15 

The colors used in the material are appropriate 

in this system (Synchronous Collaborative 

Argumentation System) 

Information Structure & 

Design 

16 

The links provided in the material are clearly 

visible and logical in this system (Synchronous 

Collaborative Argumentation System). 

17 

The links provided are relevant and appropriate 

to the main function in this system 

(Synchronous Collaborative Argumentation 

System). 

18 

The links provided are reliable and no inactive 

links in this system (Synchronous Collaborative 

Argumentation System). 

19 

The good interface make it easier for me to use 

this system (Synchronous Collaborative 

Argumentation System). 
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20 
The online learning approach is suitable for 

collaborative argumentation learning activity. 

 

The 20 (twenty) instruments that adapted from the Chang, V. 1999 retrieved March 2014, was 

tested for the validity and reliability.  

Table 4. Validity and Reliability result of adapted WEBLEI instruments. 

Case Processing Summary 

 N % 

Cases 

Valid 48 100.0 

Excludeda 0 .0 

Total 48 100.0 

a. Listwise deletion based on all variables in the 

procedure. 

The result above shows that the instruments that were tested to 48 students are valid. 

The reliability test used Cronbach’s Alpha shows 91,7% for 20 items, according to Nunally 

Criteria (1960) if the Cronbach’s Alpha > 60% means that the instruments are reliable, and 

it is above 90% means it is highly reliable. 

Table 5. SUS Instruments gridlines (adapted from Tullis and Stetson, 2004) 

Number Items 

21 
I think that I would like to use this system (Synchronous Collaborative 

Argumentation System) frequently. 

22 
I found the system (Synchronous Collaborative Argumentation System) 

unnecessarily complex. 

23 
I thought the system (Synchronous Collaborative Argumentation System) was 

easy to use. 

Reliability Statistics 

Cronbach's Alpha N of Items 

.917 20 
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24 
I think that I would need the support of a technical person to be able to use this 

system (Synchronous Collaborative Argumentation System). 

25 
I found the various functions in this system (Synchronous Collaborative 

Argumentation System) were well integrated. 

26 
I thought there was too much inconsistency in this system (Synchronous 

Collaborative Argumentation System). 

27 
I would imagine that most people would learn to use this system (Synchronous 

Collaborative Argumentation System) very quickly. 

28 
I found the system (Synchronous Collaborative Argumentation System) very 

hard to use. 

29 
I felt very confident using the system (Synchronous Collaborative 

Argumentation System). 

30 
I needed to learn a lot of things before I could get going with this system 

(Synchronous Collaborative Argumentation System). 

 

3-3 Data Collection and Analysis 

The data collected after students tried both of the prototypes through 

questionnaires/instruments and interview questions to get a more in-depth understanding of 

the user’s learning experience using the prototypes. 

Figure 3. Data collection procedure 
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For a better understanding of student’s perception about the prototypes, the 

researcher interviewed 3 (three) students from 48 students answered the 3 (three) following 

questions:  

(1) What do you think about the first and the second system interface?  

(2) Will you use this kind of system in the future?  

(3) What do you think makes the first and second system different? And which one 

do you prefer? 

The interview result is included in the result and discussion, to help improve the 

system in the future through analyze student’s perception on using the system. 

The WEBLEI questionnaires analyzed with t-test were conducted to explore the 

difference between the result of the first prototype and second prototype, and SUS formula 

was conducted afterward to know the usability result between first prototype and second 

prototype. The interview result is presented to get a more in-depth understanding of their 

perceptions of the prototypes. 

3-4 Research Framework 

The design process started from the first prototype, then through the R&D process. 

The researcher develops an enchanted version based on the principles; the system is the 

second prototype of the synchronous collaborative argumentation system. 

Figure 4. Research Framework 
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According to the framework, the research will focus on developing the first 

prototype to the second prototype by using R2D2 Model and Cognitive Load Theory by 

improving the User Interface (UI) and User Experience (UX) design. By applying nine 

principles that adopted from those theories. After the second prototype is done, it was tested 

to the user and justified the result measured by WEBLEI & SUS instruments. 

3-5 User Experiment Activities 

This activity purpose is to design effective activity in order to do the research and 

collect the data. This activity is the student or user-centered activity. 

Table 6. User Experiment Activities Plan 

Date Prototype Activity 

15th April 2019 First Prototype 

(1) Students watch the video about the 

first prototype, 

(2) Students try the first prototype, 

(3) Students fill the first questionnaires. 

18th April 2019 Second Prototype 

(1) Students watch the video about the 

second prototype, 

(2) Students try the second prototype, 

(3) Students fill the first questionnaires, 

(4) Student interviewed about both of the 

prototype. 

 

The purpose of each activity:  

The Activities on 15th April 2019 that conducted on 11th-grade class is to test the first 

prototype to the students. The activities are;  
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(1) Students watch the video about the first prototype. In this study, the researcher made 

an instructional video of the first system and how to use it. The purpose of this is to 

introduce the students to the system and make the students understand about the 

system and how it works. This activity was successfully done. 

(2) Students try the first prototype. The purpose of this activity is to make the students 

experience the argumentation activity with the system. This activity was 

successfully done. 

(3) Students fill the first questionnaires. The purpose of this activity is to collect data 

and student’s experience in using the system. This activity was successfully done. 

The Activities on 18th April 2019 that conducted on 11th-grade class is to test the 

second prototype to the students. The activities are;  

(1) Students watch the video about the second prototype. In this study, the researcher 

made an instructional video of the first system and how to use it. The purpose of this 

is to introduce the students to the system and make the students understand about 

the system and how it works. Unfortunately, because of the limited time, this activity 

was skipped. Also, students only remember about the previous video about the first 

version. 

(2) Students try the second prototype. The purpose of this activity is to make the students 

experience the argumentation activity with the system and the difference between 

the first and the second system. This activity was successfully done. 

(3) Students fill the first questionnaires. The purpose of this activity is to collect data 

and student’s experience of using the second system. This activity was successfully 

done. 
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(4) The student interviewed about both of the prototypes. The purpose of this activity is 

to get a more in-depth understanding of student’s perception of using both of the 

systems. This activity was successfully done. 

 

3-6 R2D2 Design Process  

The design process was started by re-design the first prototype into the second 

version. The design process adapted from Botturi et al. R2D2 process. 

Figure 5. R2D2 Design Process adapted from Botturi et al 

 

 

 

 

(1) Recursion 

The purpose of this stage is to make a clear plan of the project in making the 

second prototype with the developer team. In this stage, the researcher, designer, 

and the programmer did several research about synchronous argumentation 

system, cognitive load theory, and knowledge building and also did research 

about User Interface (UI) and User Experience (UX), after gaining knowledge 

about these matters, the team did a discussion to make a final decision on 

developing the second prototype. In this stage, the team also did revised ideas, 

plans, and concept to get the best decision.  

Recursion Reflection Non-linearity Participatory 
design
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(2) Reflection 

The purpose of this stage is to have a better vision of the process of developing 

the prototype and process further. Developer team did discussion again and 

consider some feedbacks and literature reviews that might help on the design 

process. The developer team working with their ideas and construct the decision 

based on the current situation while developing the prototype. 

(3) Non-linearity 

The purpose of this stage is to go further on the design process. Since it refers to 

prevent the lack of the previous stage before it reaches the next stage, in this 

stage, the team could refine and revise the plan through group interaction. The 

designer could elect to begin with any number of tasks through task analysis and 

make a decision which one should be revised. 

(4) Participatory design 

The purpose of this stage is to make a plan for the experiment activity and finish 

the final prototype. This stage refers to the involvement of a whole design team, 

which includes instructional designer, expert or researcher and the programmer 

on the subject matter as well as aspects of the instructional process or approach 

process, instruments and planning all the activities till it experimented on the 

user. 

The output of the design process is the second prototype. The second prototype has 

a similar function with the first prototype, as a synchronous online argumentation system, 

but has different interface and features. 
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Figure 6. Comparison of the first prototype and the second prototype. 
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3-7 Implementation of 9 Design Principles  

The developing design process used nine principles based on CL, UI, and UX 

principles: 

Figure 7. Second Prototype Interface 
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The implementation of the principles can be shown on the numbers: 

(1) The screen design is aesthetically pleasing, and the main screen is divided into 

two main parts; there are comments part and argumentation map part. This 

design is arranged from left to right because usually, people would read from 

left to right, it is based on human eyesight theory. The main color used for this 

prototype is dark purple and gray to decrease the cognitive load on students 

based on the theory that human eyesight for processing the important 

information on a colored screen would be better using less color, and it will 

reduce the eye fatigue. 

(2) The arrangement of options/menus is appropriate. The options menus in this 

prototype include the hidden menus. This is to decrease the CL on students 

because it is a synchronous system, students only need to see what menus that 

are more important to them, so they will not get distracted by too many options. 

(3) The screen layout is easy to understand. The prototype is providing not only 

icons but also text, so students would be able to recognize and understand of 

each function. 

(4) Flexible and efficient to use (for novice and expert user), in this prototype, the 

users could choose what type of users they are, so they will get different help to 

use this system. 

(5) Provide help option for the user, the help function in this system is presented on 

the interface represented by the icon, on the right upper side of the interface. 

(6) Visibility of system status. Users should always know where they are and what 

is going on. In this system, the interface provides the argument history section, 

so when the student clicks on the comments, the student will know the history 
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of their build on comments. The students will also know the real-time activity 

on the argument map. 

(7) Consistency and standards. Use objects and phrases consistently. In this system, 

the icons, text, color, and shapes are consistent. This will decrease the extraneous 

CL from students when they use the system because they will still be familiar 

with each of the functions. 

(8) Error prevention and make user able to delete or undo. In this system, the undo 

function is replaced with the prompt text, because it will prevent them from 

commenting on something that is unrelated to the topic. 

(9) Responsive. This system is responsive, because every time someone posts a new 

comment, it will be shown on the comment section and argumentation map. 

3-8 The final design of the system. 

3-8-1 Opening Interface 

Figure 8. Synchronous Online Argumentation System’s Opening Interface 
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The opening interface is the first thing that the users will see right after they open 

the system or go to the system’s site. In the opening interface, it should be clear and show 

the purpose of the system. The principles used in this design based on nine principles are; 

(P1) The screen design is aesthetically pleasing. For opening system interface, the overall 

screen look has to be precise but still interesting. The use of repeat colors and 

appropriate buttons and shapes is good, that will not make the eye tired from many 

colors and different shapes. 

(P2) The arrangement of options/menus is appropriate. For the opening interface, the 

researcher uses middle composition, and make all of the necessary buttons and links 

with the same composition. The showed information is not too much and efficient. 

(P3) The screen layout is easy to understand. On the opening system interface, the screen 

layout of centered design will make the user focus on the main purpose of this 

interface, and by putting the title on this interface will make the user easier to 

understand the purpose of the system. 

(P4) Flexible and efficient to use (for novice and expert user). For this the opening system 

interface, it is focused on the introduction of the system and also the purpose of the 

system before the user enters the system. It does not have many complexities or 

disturbing animations, so this will be good for novice or expert user. 
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3-8-2 Register 

Figure 9. Synchronous Online Argumentation System’s Register 

 

 

 

 

 

 

 

 

 

The register menu is a menu for a user who does not have an account yet to login in 

the system. In this interface, the following information to register in a system should provide 

the user with the necessary information they need to login and also when they forgot the 

password. The principles used in this design based on nine principles are; 

(P1) The screen design is aesthetically pleasing. The design is still centered and use the 

same color and same composition with the opening interface. 

(P2) The arrangement of options/menus is appropriate. The type of the register page is 

pop-up on the system background, and with the same composition with the opening 

interface but with other function and information such as email, name, and password. 

The forget password reminder setting is also included and with prompt questions, 

so it would be easier to remember. 
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(P3) The screen layout is easy to understand. The screen layout for this register has the 

same composition with the opening interface and centered. The clear subtitle and 

clear information words will make it easier for the user to understand. 

(P4) Flexible and efficient to use (for novice and expert user). In this register interface, 

the information, step flows, and words are easy to understand with clear and 

appropriate fonts and size. The information as email, password, and name are 

efficient for the user if they want to log in afterward. 

(P7) Consistency and standards. In this interface, the developer use objects and phrases 

consistently. In this system, the icons, text, color, and shapes are consistent. 

 

3-8-3 About Us (Developer Information) 

Figure 10. Synchronous Online Argumentation System’s Developer Information 
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This about us information is also essential to be included in the system. This is for 

credit the developer team. The principles used in this design based on nine principles are; 

(P1) The screen design is aesthetically pleasing. The design is still centered and use the 

same color and same composition with the opening interface. By using white color 

and dark fonts, make it easier to read. 

(P3) The screen layout is easy to understand. The screen layout for this register has the 

same composition with the opening interface and centered. The clear subtitle and 

clear information words not too big or small will make it easier for the user to 

understand. 

 (P7) Consistency and standards. In this interface, the developer use objects and phrases 

consistently. 

3-8-4 How to Use 

Figure 11. Synchronous Online Argumentation System’s How to Use 

The how to use information is to give the user early guidance about how the system 

works and how to use the system before the user decided to enter the activity through the 

system. The principles used in this design based on nine principles are; 
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(P1) The screen design is aesthetically pleasing. The design is still centered and use the 

same colors and the same composition with the opening interface. The icons that 

used have similarity and with not many varieties in colors. 

(P3) The screen layout is easy to understand. The screen layout for this how to use page 

has the same composition with the opening interface and centered. The clear subtitle 

and clear information words and icons will make it easier for the user to understand. 

(P5) Provide help option for the user. In this help page, is explaining how to use the system 

and help the user to understand how the system work and what kind of activity they 

could do with the system. After reading this, the user will know what they can do 

next (the user will get a better understanding of the system). 

(P7) Consistency and standards. In this interface, the developer use objects and phrases 

consistently. In this system, the icons, text, color, and shapes are consistent. 

3-8-5 Help Page 

Figure 12. Synchronous Online Argumentation System’s Help Page 
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In a system, to prevent the users from trouble and problem that might happen when 

the users use the system, it is also important to include the help page for problem-solving 

solutions they can apply for themselves. The principles used in this design based on nine 

principles are; 

(P5) Provide help option for the user. In this help page, is explaining how to fix the 

problem that might occur while using the system. In this request help, the user will 

read the most common problems that usually happen to a synchronous online system, 

and this page also includes the solutions. 

(P8) Error prevention and make user able to delete or undo. In this page includes the 

solutions for common problems that might occur while using the system, and it 

prevents the user from error. The solutions include checking the internet connection 

will prevent more error that might happen (user-centered). This will help the user if 

they have to use the system without their teacher or the guidance of the teacher (find 

the solution by themselves). 

3-8-6 Novice or Expert User Type 

Figure 13. Synchronous Online Argumentation System’s Novice or Expert User Type 

     The guide for a novice user 

 



47 

There are two types of user, novice user, an expert user. These users have different 

needs, so the developer considering about this issue and provide the option for the user to 

choose whether they are novice or expert users before they enter the main activity interface. 

If the user is the novice user, then they will be shown the main system interface complete 

with the information about each function, and if the user is the expert user, then they will 

not be shown the information and move forward. The principles used in this design based 

on nine principles are; 

(P1) The screen design is aesthetically pleasing. For this page, the composition of 

repeating colors and shapes are eye pleasing.  

(P2) The arrangement of options/menus is appropriate. The main purpose of this interface 

is clear and appropriate with centered composition. 

(P3) The screen layout is easy to understand. The contents in the layout are to the point 

of the purpose of this interface page, so the user will immediately know what to do. 

(P4) Flexible and efficient to use (for novice and expert user). The interface is on the point 

and easy to understand for novice or expert user. It is efficient because it is only to 

use two steps to select the type of user and to confirm the user choice. 

(P7) Consistency and standards. In this interface, the developer use objects and phrases 

consistently. In this system, the icons, text, colors, and shapes are consistent. 
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3-8-7 Characters (for Student) 

Figure 14. Synchronous Online Argumentation System’s Characters 

 

 

 

 

 

 

 

 

 

The character function in the system is to identify each user/students. The user could 

choose what kind of character they would like to use for argumentation activity with this 

system. The character varieties are from human boys and girls, and also the animal (it is 

common in the chatting room in Taiwan to use animals icon as their characters).  

 

 

 

To prevent the student confusion if the other student chooses the same character, the 

developer design this system to give color distinguish. The earlier student that enters the 

room will get the purple color, the second student will get the blue, the third will get green, 
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and the fourth will get orange. (The maximum amount of student for each room is four, but 

the system could facilitate the whole class. The teacher could make each four students in 

one room and the other students in different rooms with the same topic or different topic). 

The principles used in this design based on nine principles are; 

(P1) The screen design is aesthetically pleasing. For this page character page, the design 

is still centered, the composition and icons are blended because they have the same 

characteristic and colors. 

(P2) The arrangement of options/menus is appropriate. The main purpose of this interface 

is clear and appropriate with centered composition, that is for the user to choose 

their character to be used in the argumentation chatting box. 

(P3) The screen layout is easy to understand. The contents in the layout are to the point 

of the purpose of this interface character page, so the user will immediately know 

what to do. 

(P4) Flexible and efficient to use (for novice and expert user). The interface is on the point 

and easy to understand for novice or expert user. It is efficient because it is only to 

use two steps to select the type of user and to confirm the user choice. 

(P7) Consistency and standards. In this interface, the developer use objects and phrases 

consistently. In this system, the icons, text, buttons, colors, and shapes are consistent.  
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3-8-8 System Interface 

Figure 15. Synchronous Online Argumentation System’s Interface 

 

 

 

 

 

 

 

 

 

 

 

 

(Scaffold to comment) 

 

 

(Prompt) 

In this main interface of the system, there is one main activity that the user/students 

could do, that is doing the argumentation activity by keep commenting on the system and 
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keep discussing with their peers. To facilitate the user on their activity, the developer 

includes scaffold and prompt. The principles used in this design based on nine principles 

are; 

(P1) The screen design is aesthetically pleasing, and the main screen is divided into two 

main parts. The main color used for this prototype is dark purple and gray to 

decrease the cognitive load on students based on the theory that human eyesight for 

processing the important information on a colored screen would be better using less 

color, and it will reduce the eye fatigue. 

(P2) The arrangement of options/menus is appropriate. The options menus in this 

prototype include the hidden menus, and the other functions are shown on the 

interface (complete with text). 

(P3) The screen layout is easy to understand. The prototype is providing not only icons 

but also text, so students would be able to recognize and understand of each function. 

(P4) Flexible and efficient to use (for novice and expert user), in this prototype, the users 

could choose what type of users they are, so they will get different help to use this 

system. 

(P5) Provide help option for the user, the help function in this system is presented on the 

interface represented by an icon, on the right upper side of the interface. And also 

provide scaffold and prompt to comment, so the user could use it to keep the focus 

on the topic and won’t post an unnecessary comment. 

(P6) Visibility of system status. Users always know where they are and what is going on. 

In this system, the interface provides the argument history section, so when the 

student clicks on the comments, the student will know the history of their build on 

comments. The students will also know the real-time activity on the argument map. 



52 

And the student also could know how many time left for the student to keep doing 

the argument activity. 

(P7) Consistency and standards. In this interface, the developer use objects and phrases 

consistently. In this system, the icons, text, color, and shapes are consistent. This 

will decrease the extraneous Cognitive Load from students when they use the 

system because they will still be familiar with each of the functions. 

(P8) Error prevention and make user able to delete or undo. In this system interface, the 

undo function is replaced with the prompt text, because it will prevent them from 

commenting on something that is unrelated to the topic. 

(P9) Responsive. This system is responsive, because every time someone posts a new 

comment, it will be shown on the comment section and argumentation map. 

Figure 16. Synchronous Online Argumentation System’s Menus 

 

 

The system menus designed based on the importance of the system, the menus use 

appropriate icons and text to make the user easier to understand of each button. The 

explanation of each function of each button is below; 
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(1) Cooperative Argument  

 

By clicking this button, the 

interface will show the 

argumentation map. Complete with 

the wires (connection) of each 

comment from a different student. 

 

 

(2) Task Description 

By clicking this button, the interface 

will show the description of the task 

that giving by the teacher to the 

students.  

This will help the student to 

understand more about the task by 

reading the description. 
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(3) Online List 

 

 The Online list will show the other 

students who are online at real time. 

This will give the information for the 

student to discuss with the other 

online students. 

 

(4) Reading Material 

 

The reading material is prepared by 

the teacher for the student to get more 

information about the topic they are 

discussing.  

The student also could download the 

reading material so they can read and 

review the reading material. 
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(5) Note Area 

 

Annotation is also important in a learning 

activity. Sometimes the students would want 

to write and copy some critical notes. 

The developer also provides the annotation 

to fill these needs. The student can also save 

the notes. 

 

 

 

3-8-9 System Feedback Diagnosis Report 

Figure 17. Synchronous Online Argumentation System’s Feedback Diagnosis Report 
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The system diagnosis report interface will be shown when the limited time of 30 

minutes for argumentation activity end. This report will measure the achievement of the 

discussion team and personal achievement, and also the history of the activity. 

The student will be able to know their achievement, how many stars they get, how 

many comments they post, and what kind of comments they post. They could also see their 

favorite comments again. By knowing their achievements, the students will get a better 

understanding of how to improve their skills and gain more experience in constructing new 

ideas based on different ideas, facts, and opinions from their peers. 

 

 

 

 

 


