~ - Storyboards

Storyboards provide a visual narrative that generates empathy and
communicates the context in which a technology or form factor will be used.

Storyboarding can help visually capture the important social, environmental, and technical factors
that shape the context of how, where, and why people engage with products. By illustrating

contextually rich narratives, storyboards can be used to build empathy for end users, reframe
multichannel touch points, and consider design alternatives in the early phases of the design process.

Experts approach storyboards by harnessing five design practices common to visual storytelling!!

1.

Degree of artistic or photo-realistic detail: A misconception is that storyboards should

be left to designers with artistic capabilities. However, simple, abstract drawings of stick
figures are oftentimes more effective at focusing the attention of the storyboard audience
on a specific detail or message.? Refine drawings so that they show enough context,

but not so much that details begin to distract from the purpose that the storyboard is
designed to communicate.

. Text-based narration or explanations: Use text to supplement the visuals in a storyboard

when it would otherwise take too much effort to illustrate a concept or idea. Text is usually
added to storyboards as word or thought balloons, captions, or background signs.

. Emphasis on people, products, or both: To elicit an emotional impact from the storyboard

audience, illustrate characters in emotionally charged situations. If on the other hand the
goal is to elicit technical or evaluative feedback regarding the concept, leaving characters
out of the panels can focus attention on the details of the design.

. The right number of storyboard panels: Storyboarding experts tend to use between three

to six panels to communicate an idea. Each storyboard should be focused on one salient
concept or idea; if more than one concept needs to be communicated, consider creating
multiple storyboards that each focus on a different factor.

. Depicting the passage of time: Time as a design element should be used to show large

time lapses in a scene. Clocks, calendars, zoom-ins of wristwatches, or the movement of
the sun in the background can be added to explicitly show the passage of time.

Construct the story and the storyboard panels depending on what information will resonate
with the target audience. For instance, when designing for stakeholders, illustrate the range of
potential design opportunities. For developers and programmers, illustrate a scene and a context
in which the product or form factor will be most likely used. For visual designers, draw close-up
details of the interface, and for users, show empathic scenes to determine if the situation is
realistic and meaningful.?
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Do you ever wish you had someone of a similar
culture/background to talk with about type 2 diabetes?
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The mentor answers questions as the
system person learns how to manage his or
with type 2 diabetes. her dabetes.

Do you ever wish you had someone to help your
spouse/family to understand what you are dealing with

and how best to support you?
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Do you ever wish, right after diagnosis, you
had someone else in a similar situation to
walk you through the learning process?

Person wants to talk with someone of Person is matche:
the same cultural background with type person of the same ba
2 dabetes.

Do you ever wish you could be trained to be a
mentor for other newly diagnosed diabetics?
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He o she completes mentor He o she begins mentoring cther pecple
training with type 2 diabetes.

See also Personas * Role-playing « Speed Dating

Storyboards shape social, environmental, and temporal
factors into a compelling narrative and help design
teams to more carefully consider how products and
services could improve people’s lives. The storyboards
shown here explore the idea of a peer mentoring
service designed to help people who have been recently
diagnosed with type 2 diabetes.
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