
Section 4
Snapshots in Time: The Visual Narrative

Sequential Storyboards introduces the storyboard as visual narrative that 
captures key ideas as a sequence of frames unfolding over time 

The State Transition Diagram formalizes the storyboard. It represents 
interaction  states, transitions triggered by interactions, and multiple 
decision paths through the storyboard

The Branching Storyboard reveals the branching storyboard as a way to 
visually illustrate decision paths that occur over time

The Narrative Storyboard 
tells a story about the 
interaction context: 
the physical environment, 
the actions of people, and 
events that unfold over time

4.1
4.2

4.3
4.4

What makes interaction design unique is that it imagines a person’s behavior as they 
interact with a system over time. Storyboards capture this element of time as a series of 
discrete images that visually narrates what is going on scene by scene.   
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Materials

visually illustrating an interaction sequence 
over time

Sequential Storyboards

A single sketch captures your idea of how the interface would appear at a single 
moment in time.  In all but the simplest of systems, this is insu!  cient to capture 
the user experience, because such experiences unfold over time.  Thus e" ective 
sketching methods also need to incorporate the actions, interactions, and changes 
of this experience across time. Fortunately, a variety of methods do this visual 
storytelling. The simplest method is the storyboard. 

THE SEQUENTIAL STORYBOARD
A basic storyboard is just a sequence of images, where each image shows a 
moment of time - an interface state - in the visual story. You are already familiar with 
the idea of storyboards. This is how comic books work, and you may know that the 
# lm industry plans its movies via storyboards. 

One way of thinking of storyboards is as a collection of sketches, where each sketch  
is a key frame or a state that portrays an important moment in the interface 
sequence as it unfolds over time. The ‘space’ between these frames capture the  
transitions  between states, which usually occur as the result of a user activity. 
Within a storyboard, transitions may serve as white space, where it is left up to the 
imagination of the viewer to # ll in the details.

Before getting into details, try this exercise. As you create this storyboard, re$ ect on 
what decisions you are making. 

Exercise Using a cell phone of your choice, sketch a sequence of images that 
capture how that phone’s  interaction unfolds over time as you enter 
a new name and number into the phone’s contact list. 

Hint: use a template (Chapter 3. 8) of the cell phone to rapidly draw 
this sequence. 

My own storyboard is shown on the next page. I used PowerPoint to create a 
template, then copied that template for each frame, and # lled it in. I could have also 
have printed out copies of the template and just pencil sketched over them.

• a cell phone

4.1
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More relevant than how I made these visuals are the decisions I had to make in deciding how the 
sequence would unfold. Did you # nd yourself making similar decisions?

• Should I show the user in the scene? Is that extra detail worth it? In my storyboard, I decided 
to include a person’s # nger, as it shows what they did to initiate transitions between frames  

• What key frames should I use to create the sequence? If the storyboard recorded every 
single action the user took (e.g., every key press) and interface response, it would be excessively 
long. Instead, I chose key images to capture the essence of the sequence. For example, frames 4 
and 5 each represent entering a string of letters for the name and phone number. I decided to 
leave out the details of how this is done as unnecessary elaboration.

• What key transitions should I show? As mentioned, each frame represents a state where the 
empty space between successive frames include transitions caused by some user action. You 
have to decide what transition details are worth showing (perhaps as more # ne-grained states 
and transitions) and what you should leave out. Each transition may actually include many 
minor user interactions and visuals that are just not worth showing in detail. In the above, I 
decided to include the transitions that show how one navigates from the home screen (frame 1) 
to the top-level functions menu (frame 2), to the menu where I can select the ‘Add Contact’, and 
so on. However, I left out actually selecting the contact icon in Frame 2, and navigating to the 
‘Add Contact’ menu item, as I thought that could be easily # lled in by the viewer’s imagination. 
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Annotating Images and States
When you create a storyboard solely using images, you are leaving it up to the viewer to reconstruct 
what the individual frames means, what the empty space between the frames – the transitions – 
have left out, and (sometimes) what the user did to make all that part of the sequence happen. You 
already know how to annotate a sketch, and the same thing can be done to annotate your frames 
as needed. What is more important is that you should also annotate the transitions.  

My version is shown below. 

Exercise

Annotate your frames and transitions so that a person unfamiliar with this 
sequence can easily understand it. 
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Exercise
In Chapter 3.4, we introduce an interactive shopping system. Let’s detail this a 
bit more, and create a storyboard of it. The context is a real store. People can 
walk into the store, where they see paper catalogs situated next to computers. 
As they browse the catalog and see something they want to buy, they can scan 
(using a bar code reader) particular items from the catalog, which displays 
the items on the screen. When they place an order, the order details print out 
and they bring it to a sales clerk who then retrieves the items from a store 
room. Using the sketch shown in Chapter 3.4 as the basic design, construct a 
storyboard showing a person buying a blue stroller. 

In my solution I # rst sketched out what the person may see in the store: a table with a screen, a 
poster showing getting started instructions, a paper catalog, a hand scanner, and a printer. I then 
used PowerPoint (again) to construct a storyboard around a template, where I copied that template 
to successive slides and # lled in the details of each key frame.  I also used  sketches and ‘found 
objects’ to # ll in some of the details: clip art and images found on the web (Chapter 2.3). 
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Note that this storyboard has somewhat of a hodge-podge appearance due to the di" erent clipart 
and photographs used and the cramped space available to make this sequence # t in this book’s 
page size. Yet it su!  ces to capture – as a storyboard sketch – the essence of this sequence. I can 
always beautify this later if needed.

YOU NOW KNOW
Sequential storyboarding is a commonly used technique that tells a visual story of a user experience 
sequence unfolding overtime. The key challenge in storyboarding is to decide what sketches 
to include as key frames, and whether viewers can mentally # ll in the space - the transitions - 
between these frames. Annotating the storyboard can help here, especially by explaining the user’s 
interactions that happened during the transitions.
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Materials

a way to visually illustrate interaction states, 
transitions and decision paths over time

The State Transition Diagram 4.2

The sequential storyboard in the previous chapter represents a single sequential 
interaction episode. Sequences are appropriate for early design sketches, where 
you will likely focus on capturing the main series of events that occur as a person 
pursues their primary task on your imagined system. 

As you move deeper into the design funnel, you will have to $ esh out additional 
details of your selected designs, which could include:

• Adding more key frames and # ner grained transitions within a sequence to 
illustrate exactly how the interaction happens.

• Showing the many options the person can pursue – the decision paths – at 
particular stages of your system. 

• Showing how choosing particular options would lead to di" erent sequences. 

All this can get quite complex. One way to manage this complexity is by thinking 
of your storyboard as a state transition diagram that captures states, transitions, 
and decision paths, as well as the many ways that one can draw these states and 
transitions.

A STORYBOARD AS STATES AND TRANSITIONS
As a sequence, each step in the storyboard represents a single (possibly labeled) 
transition from one state to another. A state usual represents a moment in time 
during the interaction. A transition is what triggers a change in state, where 
transitions are typically triggered by one or more user actions. Combining these 
into a sequence creates a transition diagram.

You have many options on how you can sketch these states and transitions; some 
are shown below. Illustrations are variations of the cell phone exercise presented 
previously in Chapter 4.1.

• a cell phone

• a digital watch
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The Visual Interface State Transition Diagram. You can sketch the appearance of the 
interface itself as it passes through each state. This gives very rich information, as it is a highly 
literal diagram. It is appropriate when you are trying to $ esh out the # ne-grained details of the 
interface as the task progresses. But it also demands that you have a pretty good idea of what 
the system looks like at each state., as it will be a bit harder to modify if you change your mind.

2

3 The Annotated State Transition Diagram. The state diagram is augmented to include 
explanatory text. You can annotate each state and transition as much as you want. This 
example shows the above visual interface state transition diagram with annotations.

1 The Abstract State Transition Diagram. You can use text labels and annotations to 
describe each state as an abstraction. This is appropriate for early designs, where you are 
trying to sketch out the $ ow of user activities as a person uses the system to do a task, 
without having to detail (or commit to) what the interface would necessarily look like. 
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4 The Indexed State Transition Diagram. This combines the above methods. The diagram 
resembles the abstraction, but it also includes indexes to other # gures. Those other # gures 
could show:

– what the screen(s) look like in that state (as in the Visual Interface Diagram), which 
is the technique shown in the # gures below, 

– explanatory text that explains the abstraction, 

– another more detailed transition diagram,

– decisions that could be made at that point that lead to alternate sequences (as we 
will show in the next section). 

While the particular approach you will use depend on your needs, you will invariably 
# nd yourself using indexes to de# ne most complex storyboards. This is because:

– you can generate multiple sketches as variations for what happens at that index (to 
illustrate, the # gure above includes two possibilities of what the cell phone’s home 
screen at index 1 could look like), 

– they help you manage complexity that is bound to occur when developing large 
state transitions diagrams.
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        Implying State Transitions by Layout. Instead of using arrows and other notations for 
showing transitions, you can imply the $ ow between states by its spatial layout. This is how 
comic books are usually designed. In this example, I included additional ‘states’ that show 
how a conversation led into the cell phone interaction (see Chapter 4.4: The Narrative). 

 The above is just a sampling of the many ways to draw state transition diagrams. Harold 
Thimbleby, for example, applies state diagrams and other related methods in detail in his 
2007 book Press On! Principles of Interaction Programming. 

TRANSITION DIAGRAM WITH BRANCHES
Most interactive systems o" er people many possible choices of action, although the choices 
available may depend heavily on what state the system is in.  Think about even a simple interface: 
available choices are presented as menu options, buttons, tool palettes, # elds that can be # lled 
in, keyboard shortcuts, responses to mouse actions, and so on. Thus you will rarely represent 
interaction as a simple linear sequence, unless you are just trying to show how a person 
accomplishes a single task or set of operations, or perhaps as a subsequence that # ts within a 
larger (indexed) state transition diagram. 

5   
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You can use transition diagrams to show all these decisions. Essentially, each state can have one 
or more transitions coming out of it, where they lead to other states or even back to earlier ones.  
While this can get quite messy, the reality is that you need diagrams like this to help you sketch 
(and re$ ect on) the interaction $ ow across your entire design.  The next chapter shows you how to 
do this as a branching storyboard. The two # gures below preview what is to come.  Figures A and 
B are identical: Figure B uses indexes to manage complexity, while Figure A shows it all at once. 

I don’t show my own solution to this exercise here. However, you should immediately appreciate 
through this exercise that modeling decisions in interaction design can get quite complex. Even 
very simple systems – such as your digital watch – can have hundreds or even thousands of 
possible states, which you would have to diagram as many inter-connecting sequences and sub-
sequences. 

Within the con# nes of sketching, what makes transition diagrams manageable is that you are 
normally trying to $ esh out a limited set of key choices and sequences, where these sequences 
capture the essence of the interaction. Alternately, you may be focused on $ eshing out a subset of 
your system – a limited interaction sequence – as a particular sub-sequence. 

References

           Thimbleby, H. (2007) Press On! Principles of Interaction Programming. MIT Press.

YOU NOW KNOW
A state transition diagram captures states, transitions, and decision paths. There are many ways 
to draw them. Using boxes (to capture states) and arrows (for transitions and decision paths) is 
one common way. Your diagram can be quite abstract, or capture your sketches as they change 
between states,  and can include explanations as annotations. To manage complexity, you can 
use your state transition diagram to index other diagrams, screens, and explanations, which are 
themselves sketches that you can use to explore possibilities.  

Exercise
Using a fairly simple digital watch, create an abstract state transition diagram of 
what you can do with it (use indexes if you want). Warning: this exercise is much 
longer and more tedious than you may think! You may only want to try it for a 
few functions. 
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visually illustrating interaction decisions 
over time

4.3

This chapter elaborates the previously introduced concepts of storyboarding by illustrating 
examples of branching storyboards, that is, state transition diagrams showing decision paths as 
transitions. It applies what you’ve learnt about state transition diagrams to the cell phone and 
interactive shopping system examples.  

THE CELL PHONE EXAMPLE
In Chapter 4.1, you sketched out a sequence that captured how a phone’s interaction unfolds 
over time as you enter a person into the phone’s contact list. Using your cell phone, revisit that 
sequence, but this time show a few of the other decision paths that a person can make along 
the way. In particular: 

Exercise The Abstract State Transition Diagram  
As before, look at how your cell phone lets you add a contact. This time, sketch 
an abstract state transition diagram showing alternate paths you could take 
along the way. Show at least several states and these major decision paths as 
transitions and states that occur as you move through your phone’s interface to 
the contact list.

My solution is shown below. First, I show the choices 
available on the Functions screen (my phone displays 
7 selectable icons), the Contacts screen (7 menu 
options), the Add contacts screen (1 option button) 

The Branching Storyboard
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and the Create contact screen (2 options). I also show how all these choices eventually lead back to 
the Home screen. Of course, much information is left out, but it does show the navigational phone (at 
least in part).

Exercise
The Visual Interface State Transition Diagram 
Based on your previous exercise, sketch a visual interface state transition diagram 
showing at least one state and all the decision paths coming out of it to another state.

My solution below begins with the ‘contacts’ state above, where I sketched the appearance of the 
contacts menu and its seven items. I then sketched the transitions to the seven states that would be 
displayed by selecting each menu item, where I sketched the appearance of the screens in  those 
seven states.
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Exercise

The Indexed State Transition Diagram
Convert your sketch in the previous exercise into an indexed state transition 
diagram. First, show the visual interface within your chosen state. Second, 
draw all the transitions (decisions paths) coming out of that state, with the new 
states drawn as indexes. Third, take one of those new indexed states and sketch 
another separate visual interface transition diagram showing its details.       

The solution below is similar to the previous one. The top diagram shows the same contact screen 
as a state, but now the seven menu options are shown as transitions leading to indexes. Each index 
is a pointer to another diagram. I show only one of these other diagrams at the bottom, where 
index 2 illustrated in full as a partially annotated visual interface transition diagram.
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THE INTERACTIVE SHOPPING SYSTEM EXAMPLE
In the previous chapter, we introduced the primary sequence of the interactive shopping system, 
where we illustrated how a person could buy a single item. We will continue this exercise by 
developing it into a branching storyboard. 

Exercise
Extend the interactive shopping system by including the following sub-sequences 
in your storyboard. Use indexes to manage complexity.

• Multiple items. A person scans in two or more items 

• Modifying items on the list. 
 – A person removes one or more of the items in the list.

 – A person changes a previously entered item’s property (e.g., its color).

• Comparison shopping. A person prints out the list without purchasing anything, and then 
comes back at a later time to buy the items on it (a bar code specifying this particular order is 
part of the printout).

• Not buying anything. The person can cancel this order explicitly, or just walk away.

My solution is shown on the following page. Note that these storyboards almost completely de# ne 
the behavior of this interactive system. 

The # rst storyboard provides an overview map. It describes how only one option (scanning an item) 
is available from the initial home screen #1, which leads to the order screen (state #2). It also shows 
all the basic states #3-7 reachable from this main order screen. These are done as indexes. The 
storyboards that follow explain what happens at those indexes Storyboard 3 also has another index 
to state #8, as it only makes sense when two or more items are shown on the order screen.
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Basic Operation1

2 Scanning in Multiple Items
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3 Changing 
Item Options

4 Removing
Items
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5 Print for Later

6 Place Order
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7 Switching Between Items

YOU NOW KNOW
This chapter illustrated two examples of branching storyboards. They used a combination of 
techniques to try to manage complexity when showing a multitude of decision paths and 
possible states.  



The Narrative Storyboard 4.4
telling a story about use and context over time

The storyboards featured so far present snapshots of the user interface. But the interface is only 
part of the story that occurs as people interact: what is missing is context. The narrative storyboard 
provides this context. It uses a sequence of images to tell a more complete story about people’s 
interaction over time, where each image in the storyboard represents a particular event. They 
communicate information about the location where the interaction takes place, they present the 
people as personalities, and they provide details about the other actions and things people are 
doing as they interact. As Laurie Vertelney (1998) points out, narrative storyboards are actually 
a variation of the cinematographic storyboard found in planning movies, except applied to 
interaction design.

After introducing some vocabulary, we present two alternative techniques for creating narrative 
storyboards: sketching stories by hand or using photos as source material. 

A VOCABULARY OF CAMERA SHOTS AND FILM MAKING
Film makers use speci# c terminology to describe the composition of a certain scene within a 
storyboard. We use some of their terms to describe the scenes in our sketched storyboards, and you 
can use those terms to think about how you want to compose and vary your own narrative images.  
A partial list of popular camera shots is provided below; a more complete description of these and 
other terms is found in Katz 1991 and Block 2007.

Extreme long shot 
(wide shot)
A view showing details of 
the setting, location, etc.

Over-the-shoulder shot
Looking over the shoulder 
of a person.

Long shot
Showing the full height 
of a person.

Point of view shot 
(POV)
Seeing everything 
that a person sees 
themselves.

Medium shot 
Shows a person’s head 
and shoulders.

Close-up
such as showing details of 
a user interface a device 
the person is holding.
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METHOD 1:  SKETCHING STORYBOARDS
With our # rst sketching storyboard method, you create a storyboard via hand-drawn sketches. 
As an example, we illustrate the interaction of a person using a mobile phone to capture 
information displayed on a physical announcement board via a barcode located near that 
information.

Outline storyboard frames
Take a blank piece of paper and draw a grid of 5 rectangular boxes. These frames are the 
basic template for our storyboard. Depending on the type of storyboard you want to create 
and the complexity of the interaction, you might need more than # ve boxes to draw all your 
scenes. Using only # ve sketches for the storyboard, however, has the bene# t of limiting the 
interaction shown in the storyboard to one particular scenario. If necessary, you can draw 
additional storyboards later; either as variations of the # rst one, or as storyboards illustrating 
a di" erent kind of interaction with the system. 

Develop the storyline
Before you start sketching scenes, you need to plan a storyline for the storyboard you want 
to create. Some aspects to consider when describing a storyline are: 
• Where does the interaction takes place?
• What is the problem?
• What is the task that people are trying to do?
• Which people are present and what are their actions?
• What kind of objects or digital devices do they use?
• What is the possible input and output for each digital system?
• How do the actions of people and/or devices solve the problem?

You will develop this storyline across your # ve frames. The # rst beginning frame introduces 
your story, and is also called ‘establishing shot’. The following frames develop the story, 
eventually leading towards a climax, i.e., the solution to the problem. The last end frame 
concludes the story, and often indicates a scene that emphasizes that the interaction 
illustrated in the storyboard is completed (e.g., a person walking away).

1

2
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Before you read our particular solution below, try to plan your storyboard by describing a series of 5 
shots.

Here is one possible storyline for your example scenario: 

(a)  a person is passing by an announcement board in a public setting, 
(b) the person then notices one particular announcement and is interested in more information, 
(c)  the person uses a mobile phone to capture the barcode displayed next to the announcement, 
(d) detailed information appears on the mobile phone display, and 
(e)  the person walks away from the board. 

Write the storyline text underneath each of the # ve frames of our storyboard.

The next step is to draw each of these scenes from the storyline in our storyboard. Give it a try 
before you see our solution below (which is one of many possible solutions).

Sketch establishing shot (introduction)
As mentioned above, our # rst sketch of our 
storyboard – the establishing shot – will be used to 
‘set the scene’ of our storyboard. In particular, it gives 
an overview of the location where the interaction 
takes place and shows the people involved. For this 
kind of sketch you can use an ‘extreme long shot’ (as 
described earlier) to show details of the environment. 
In our solution, we sketched a hallway containing a 
door and an announcement board, and a person as a 
simple stick # gure (similar to those of Chapter 3.3).  
Similar to many of our sketches before, a key aspect 
is simplicity. Do quick sketches instead of spending 
too much time with unnecessary details. Keep the 
elements you are sketching (people or features of the 
environment) to the bare minimum. 

If you want to try di" erent scenarios, do that as 
separate storyboards. For example, using di" erent 
sheets containing 5 blank panels, you can create similar establishing long shots of other 
environments and situations: a person walking through an airport with many surrounding people 
and an electronic display, or a couple arriving at an enclosed bus stop with posters hung on it.

3
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Continue the storyline sketches with appropriate camera shots
Now continue with the remaining sketches of the storyboard. Apply the simple sketching 
techniques we introduced in earlier chapters. Use stick # gures to illustrate people’s postures 
and orientation (Chapter 3.3), or draw simple silhouettes of people and objects with the 
photo tracing technique (Chapter 3.9). Our 5 sketches are now shown below.

4

In each of the above sketched scenes you can apply the cinematographic techniques of 
varying camera shots. For the beginning and end we used the extreme wide shot in order 
to illustrate context. The over-the-shoulder view in the second frame shows details of the 
person and the board, as this emphasizes what they are looking at. We then used the # rst 
person point of view shot in frame 3 to emphasize the action a person is doing (i.e., taking 
a photo of the bar code). Finally, the close-up in frame 4 allows us to show details of the 
information displayed on the screen.
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Emphasize actions and motions
If needed, you can now add visual annotations to the sketches. Annotations (drawn in yellow 
below) are a valuable way of indicating and emphasizing important motions or actions that 
are otherwise di!  cult to show in a static image.

For example, we used various arrows to indicate a person’s motion.

5

In our establishing scene, we drew a large arrow on 
the $ oor indicating that the person is walking by 
the announcement board.

In the 2nd frame, the circling arrow emphasizes the 
head-turning motion of the person just noticing 
something of interest on the board.

The last frame also uses a large arrow, this time 
showing the person walking away.
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Demonstrate to others and iterate
Your # rst narrative storyboard is now complete. Try other variations of this scenario 
by building alternate scenarios, such as the airport and bus top situation described 
earlier. Also try developing a separate interface storyboard showing what the 
person does on screen; use this to explain the details the person must do in frame 3 
above.  Finally, use the techniques shown in Chapters 6.4 and 6.5 to demonstrate this 
storyboard to others. Get feedback: colleagues, friends, or clients. At this point, use 
that feedback to see if your storyboard is e" ective: do they understand your story, i.e., 
how you envisage the context of use of the system by the actors portrayed within it? 

We also used a variety of other annotations to emphasize people’s actions or thoughts, 
or changes happening in a device’s user interface:

6

These lines in the 3rd frame emphasize the photo 
taking action and what is being captured.

The question mark above a person’s head reveals 
emotion, such as an expression of surprise and 
interest.

The lines around the screen of the person’s mobile 
phone emphasize that new content just appeared 
on the screen.
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METHOD 2: PHOTO-BASED STORYBOARDS
Photo-based storyboards are an alternative method for portraying narratives. Instead of 
sketches, you will now take and use photos as your source material. To illustrate, you will create 
a storyboard for the same situation: a person using a mobile phone to gather digital information 
from a poster via a bar code. As before, you need to have your storyline developed; for our 
example, we will use the same storyline developed in Step 1 above. 

Take photo snapshots
Take a series of photos of a person in front of a public announcement board. Vary 
the camera shots: long shots for overview, over-the-shoulder and point-of-view for 
people’s actions, close-ups for details of an interface or a particular action, etc. 

Select # ve photos as your sources for your storyboard. Again, begin with a long shot 
introducing the setting, followed by three photos illustrating the interaction, and a 
single photo for the ending of the storyboard.

Manipulate your photos
Using your favorite image manipulation tool, decrease the contrast and increase the 
brightness of the photos, and then convert them to gray scale photos. This makes it 
easier for you to add annotations and sketch over the photos.

1

2

Tip
Exaggeration while acting
Ask your actors to exaggerate their actions while the photo is taken. Even though this 
might seem too exaggerated to represent a real situation, it helps emphasis what is 
going on in a scene as well as people’s actions or emotions. 
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Print your photos
We recommend a minimum size of around 10x10cm (4x4”). 

Add annotations
Similar to our earlier sketched storyboard, we also add annotations to our photo 
storyboard. Again we use these to indicate a person’s movement (arrows for walking 
direction, or head turning). Use a thick marker and di" erent colors to make these 
annotations stand out from the photo underneath. Alternately, use o!  ce supplies 
(Chapter 3.7) to add editable and movable annotations atop your storyboard. For 
example, if you place a transparency over the photo, you can draw your arrow atop 
of that. You can move that transparency to move the arrow, or replace it with a new 
transparency if you change your mind.  

3

4
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Annotations can also extend over the 
boundaries of the photo, such as the motion 
arrow in this sketch. In this case, the arrow’s 
extension out of the frame emphasizes that 
the person is walking away. 

Add any additional elements (e.g., other 
objects or devices) as sketches over the 
photos. In this photo the barcode of the 
poster is added as a sketch over the 
original photo.

Use o!  ce supplies to create overlays
Drawing annotations on top of dark areas of the photo makes them di!  cult to read (e.g., the 
dark black area of the mobile phone’s screen). To overcome this problem, create small paper 
cut outs out of sticky notes in the size of the area (e.g., the screen). Or use paper and just glue 
it onto the photo printouts. 

5
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Sketch atop these paper cut outs. For 
example, in frame 4 you can sketch the 
user interface elements of the screen .

Your photo-based narrative storyboard is now complete.

Add storyline text and comments
Write the storyline text below the printout of the photos.  This makes it easier 
for others to follow the story you are telling when they read your storyboard.6
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Note
Using sticky notes for your 
storyboard frames
Using sticky notes for each frame of 
your storyboard can make it easier to 
alternate and/or to add to or subtract 
from the storyboard sequence. 
Here are a few examples for other 
storyboards created by students. 
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YOU NOW KNOW
Narrative storyboards illustrate the context of an interaction sequence: the physical environment, 
the actions of people, and events that unfold over time. They show what is happening in the 
world, and thus complement the interface storyboard that emphasizes what is happening on 
the screen .You can create narratives via sketches, and via photos. You can also use techniques 
developed within # lm storyboarding to show the unfolding story: starting and ending with an 
overview scene, varying camera shots to capture necessary detail of particular activities, using 
arrows to indicate motion, adding annotation to emphasise what is going on, and including short 
explanatory phrases under each frame.  Collectively, these support the story-telling character of 
these narrative sketches. 



178   |   SNAPSHOTS OF TIME: THE VISUAL NARRATIVE


