
CSE 440: Introduction to HCI

Instructor: Amy Zhang, 2/4/2021

User Interface Design, Prototyping, and Evaluation! 

Lecture 10: Storyboarding



Today’s Topics

• UI Hall of Fame and Shame 

• Storyboarding 

• 5 Considerations in a Storyboard 

• Tips and Tricks 

• Class updates 

• Team work time on 2e



UI Hall of Fame and Shame



Fame or Shame? 

Learnability for 
novice users?



1999





Storyboarding



Why do we need stories in design?

Stories help explain the experience of something to someone who hasn’t 
experienced it before.



Three ways of telling stories in design:
• Scenarios 

• A short story about a specific user with a specific goal  

• Written accounts and narratives of the experience  

• Analogy: Books 

• Storyboards 

• A series of drawn panels showing how a user might progress through a task in a system  

• Visual storytelling with rough sketches/cartoons  

• Analogy: Comics, Picture books 

• Video Storyboards 

• Richer visual storytelling  

• Analogy: Movies/TV



https://www.commoncraft.com/video/twitter

https://www.commoncraft.com/video/twitter


Storytelling
• Stories have an audience  

• Other designers, clients, stakeholders, 
managers, funding agencies, potential end-users  

• Stories have a purpose  

• Gather and share information about people, tasks, goals  

• Put a human face on analytic data  

• Spark new design concepts and encourage innovation  

• Share ideas and create a sense of history and purpose  

• Giving insight into people who are not like us  

• Persuade others of the value of contribution



Stories Provide Context
• Characters  

• Who is involved  

• Setting  

• Environment  

• Sequence  

• What task is being accomplished  

• What leads a person to use your technology  

• What steps are involved  

• Satisfaction  

• What is the motivation for the user?  

• What is the end result?  

• What need are you satisfying?



Sketch ——————————> Storyboard

2a 2e 2f



Sketches (2a)



Sketches (2e)



Sketches (2e)



And finally… a storyboard! (2f)



Storyboards (2f)



Storyboards (2f)



Storyboards (2f)
 From Apathy
 to Advocacy

a month goes by...

later that same year...

after a 
long 
workday, 
Jen 
decides 
to check 
traffic 
before 
heading 
home...

ugh! you've 
got to be 
kidding.

I'd rather wait 
than drive in 

this.

huh... they're 
promoting some 
sort of transit 

plugin

why don't i 
give it a 
shot?

Hi Jen. we're 
going to Linda's 

tavern for 
drinks around 7 

tonight. You 
interested?

One week later... sounds good. 
what's the best way 
to drive there from 

my place?

will do. cya 
later.

Not sure... just 
google it.

altverto 
suggests:
take the 
bus and 

save money!

huh, i didn't 
know this 

route. 
the bus 

it is 
then.

according to 
altverto, i've 

saved a lot of 
money by taking 

the bus.

it's a shame that 
there aren't 

convenient bus 
routes for my 

commute

maybe... i'd have to get 
some advice And figure 
out a good route first.

aren't you 
always telling 
me about your 
weekend bike 

Rides? 

why not bike?

seems like the 
altverto cycling 
forum is a good 
place to start.

More bike lanes 
downtown would 

make my commute a 
lot safer. I should 
Do the critical mass 

ride.

seattle critical mass images from flickr user timmycorkery

Field trial participants not 

only reported changing 

their behavior - reducing 

single occupant trips by 

around 10% - but they also 

told us about encouraging 

their peers and colleagues 

to do to same during and 

after the field trial.

Marti Gukeisen, David Hutchful, Pieter Kleymeer, Sean Munson



Why Storyboards if you have Scenarios?

• They help you think more deeply about… 

• Specific details about the environments where the system is used 

• Physical constraints (size of system, space where it’s used) 

• Relationship among multiple people 

• Feelings and concerns of people



Illustrating Time
• Storyboards come from film and animation 

• Give a “script” of important events 

• leave out the details 

• concentrate on the important interactions



Allowing Exploration

• Still relatively fast and inexpensive to produce 

• Can explore more potential approaches 

• Notes help fill in missing pieces of the 
proposal



Effective to communicate

• Effective storyboards can quickly convey 
information that would be difficult to 
understand in text  

• Imagine explaining the storyboard on the 
right in text, for various audiences



5 considerations in a storyboard



5 Considerations in a Storyboard

1. Level of detail 

2. Inclusion of text 

3. Inclusion of people and emotions 

4. Number of frames 

5. Portrayal of time

Truong, Khai N., Gillian R. Hayes, and Gregory D. Abowd. "Storyboarding: an empirical determination of best 
practices and effective guidelines." Proceedings of the 6th conference on Designing Interactive systems. 2006.



1. Level of detail

• Guideline: too much detail can lose universality 

• How to draw people?



1. Level of detail

• How to easily indicate pointing or pressing



1. Level of detail



1. Level of detail



2. Inclusion of Text



2. Inclusion of Text
• Guideline: text is often necessary—but keep it short!



3. Inclusion of People and Emotions
• Guideline: Include people experiencing the design and their reactions 

to it (good or bad)  

• Remember, the point of storyboards is to convey the experience of 
using the system.



4. How Many Frames?
• Guideline: 4-6 frames per scenario is ideal for end-users 

• Less work to illustrate 

• Must be able to succinctly tell story 

• Potentially longer for design clients 

• More is not always better 

• May lose focus of story 

• May lose attention



4. How Many Frames?
• Guideline: Remove unnecessary frames



4. How Many Frames?



5. Passage of Time
• Guideline: Don’t need explicit indicators since assumption 

is that time is going by, unless you need to show how much 
time has gone by.



Storyboards for Comparing Ideas

Authoritative

Supportive



Storyboards for Comparing Ideas

Cooperative 

Competitive



Tips and Tricks for 
Storyboarding



You can use photos (only if really necessary)



Blur Out Unnecessary Detail

Using image 
editing software 
to simplify photos 
into sketches



Use existing images from other sources

http://designcomics.org 
http://www.pdclipart.org 

https://thenounproject.com 

http://designcomics.org/
http://www.pdclipart.org
https://thenounproject.com


Selective use of color



Class updates



Updates to the rest of class
• We’ll email each Monday giving an overview of the week: 

• lecture topic, assignment deadlines, work time/presentation time in lecture and Fri 
section 

• We’ll give examples from previous class assignments linked for each assignment 
spec to get a sense of expectations (overall length, length of different sections, and 
layout).  

• Remember these are NOT intended to be ideal but to show a range of possibilities. 

• Reminder: 

• We are quick to respond on Ed and the staff email if you want quick/last-minute 
answers about the assignment before the deadline, or want to get more 
explanations about a grade 

• Let us know if we can help with any group-related issues!



Looking ahead…
• 2d: Task Analysis - you should have received staff feedback by now! 

• 2e: Design Check-In (3x4)  

• Work time in class today 

• Preliminary presentation and feedback in section tomorrow 

• Final due tomorrow 8PM PT 

• I will release 2f: Design Review (1x2) tomorrow 

• Work time on 2f next Tuesday, preliminary presentations next Thursday 

• Final due next Thursday 8PM


