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Chapter 16

Key Points from Part II: How to Write

Non-narrative Informational Multimedia.

It is essential to understand the user when designing an interactive program’s goal.  The most effective way is to write a Use Case or User Case Scenario.  It is a way to capture the step-by-step information or action needs of a specific user of a software program or website (from Ch. 7).
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1. Most IM projects have a general goal with various techniques for execution:

2. to persuade

3. to entertain

4. to enable transactions

5. to create a sense of community

6. to inform 

7. to teach

If a product or service is information-intensive and needs to be constantly updated, consider going online.  Present info dynamically, allowing the user to customize the presentation.  (Content Website – Ch. 11)

If you need to discuss a specific topic in depth and reach a large audience, consider a web multimedia feature.  Rather than a broad overview of a large topic, tell a detailed story about a key event.  (Web Site Feature Story – Ch. 12)

If a subject can be broken into repeatable modules and potential users are spread over a wide area with ready Internet access, consider creating an online tutorial (E-Learning – Ch. 13).

If information is focused on a process, consider a simulation.  Assign a role and task to the user, then define all the elements of the task.  Then describe the attributes and behaviors of each element.  One the attributes and behaviors are defined, the user can perform the simulated task and receive realistic feedback.  (Simulation – Ch. 14)

If information relates to a broad, loosely related subject, the key concern is organizing it into discreet categories stored in a database.  Consider making this info available to the user via a concept map, or a journey through time.  An alternative treatment is to use a guide or agent to lead the user through the material.  This approach allows the presentation of information in a variety of media and in a variety of ways. 

If information is narrowly focused and the user needs to precisely learn the subject, consider a training model.  The classic approach is to present the info starting with simple and moving to complex.  Design features might include immediacy of response, nonsequential access of info, adaptability, feedback, options and interruptibility. (Training – Ch. 15)

If the primary purpose is to present info to customers to get them interested in a product, consider online advertising.

· Once a basic approach has been determined, a structure and navigation must be chosen.  Possibilities include:

· linear

· linear with scene branching

· hierarchical branching

· multipath navigation

· single-level linking

· worlds structure

· simulation

· Writers produce a design document that includes:

· design objective

· creative treatment

· project schedule

· navigation/program flowchart

· The final stage is a complete, detailed script that includes:

· all dialogue

· narration

· descriptions of the images

· actions
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