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Presentation Summary

What roles can narrative play in creating enriching experiences on the 
Web—not just for users, but also for design teams?  Moving beyond the 
conceptual, we’ll discuss the practical application of narrative in web 
design, and describe how many of us within the industry already use 
narrative theory in our practice. Finally, we’ll show how even corporate 
projects can be approached within a holistic narrative framework and 
how this can benefit both usability and the design process.

General Discussion Points

Defining Narrative
Common structure across media forms

Narrative as Mental Model
Considering narrative as methodological framework (mental model)

Interactive Narrative
- What makes an interactive narrative different?
- Is interactive narrative still narrative?
- Interactive narrative as art form
- Interactive narrative as an established field of thought/theory (references)

Our Focus
- Our focus on the web and its everyday applications/tools/tasks
- A key distinction: a focus on simplicity and efficiency over the slow and deliberate revealing of plot

Using Narrative in the Design Process
- Making better websites for the builders
- Using narrative through the phases of discovery, design, production, and enhancement
- Understanding users and creating characters
- Positive impacts on deliverables, communication, and the intangibles

Case Studies – First5.org & Visa 

Narrative in the User’s Experience
- Making better websites for users
- User’s have a narrative mental model, too, but it’s different from the designer’s
- Using segmentation—providing rich targeted content for specific users and their tasks
- Creating immersive environments — offering perceptual engagement (graphics, sounds) 
  with cognitive engagement (narrative)



Case Studies - First5.org & Samsung
Spotlight on Industry-wide Best Practices

Conclusion - So What?
- The elements aren’t new
- Applying the narrative framework
- Some emerging ideas worth considering: 

> role of emotion in decision making and web applications
> making websites more engaging for builders can lead to making it more engaging for users

- What’s next with evolving the role of narrative?

Resources for Further Research
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