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ABSTRACT

This paper describes storyboarding, a technique for
team project planning which can be applied by students with and
without disabilities in a wide variety of contexts. Introductory
paragraphs describe the process and briefly review the history of
storyboarding. Various roles of team members are delineated, such as
sanctioner, project leader, facilitator, writer, and pinner. A list
of necessary supplies follows. Major types of story boards include:
(1) the planning board (often the master control board for any
project); (2) the ideas board (which adds more detail to the major
topical areas of the planning board); (3) the communication board
(which identifies to whom and how information will flow); and (4) the
organization board (which specifies specific tasks and assigns
responsibilities). The project team meets for a creative thinking
session in which free~flowing ideas are written on index cards and
pinned to the story board. A major adv--tage of the storyboarding
technique is the active involvement of all students, particularly
important for special education students who may be prone to
passivity. Examples of storyboards developed to aid in one stu-ant's
transition from high school to the adult world are attached. (DB)
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Storyboarding 2

What Is storyboarding?

Storyboarding Is a technique for project planning which requires active
involvement of both hemispheres of the brain. A group of 6-8 students form a
planning team which will meet for a creative thinking session. This session permits
the free flow of ideas from all r 2mbers of the team. This session Is followed by a
critical thinking session in which the creative ideas are scrutinized ciosely for
viablilty and are retained or rejected by the team. The creative thinking session
requires use of the right hemisphere of the brain; the critical thinking session the
left hemisphere. Ideas are displayed in clear visuol form on a stery board as the
planning sesslons progress. The visual display enables parficipants fo see
interrelationships among the ideas, to rearrange the ideas for clarity, and to
"hitchhike® on ideas already presented. A single storyboarding session generates
a large number of creative ideas while stimularing the energy level and
creativity of the participants.

Histony of Storyboarding

Storyboarding in its simplest form was used by Leonardo Da Vincl, who was
known to have affixed his unfinished work to a wall In order to study Iit. Walt
Disney is said to have remembered this technique of Da Vinci's and to have
applied It to the organization of the thousands of cartoon drawings required to
achleve ‘complete animation® In his fiilms. Disney designed what he called ‘the
infinite wall* on which he and other cartoonists could post their drawings in
sequence and actually watch the storyline deveiop.

inthe 1960's. a membar of the Disney organization, Mike Vance, along
with Jerry McNellis, a creative pianning specialist in New Brighton, Pennsylvania,
Introduc: 'd the Idea of storyboarding to the business world as a technique for
organizational planning. As a planning technique, storyboarding Is so effective
that it has been used by hundreds of major corporations such as McDonald's,
General Electric, AT&T, Timex, TWA, Mayo Clinic, Pizza Hut, Bank of America,
Mariott Corporation, Anheuser-Busch, Inc., and Ford Motor Company. Mike
Vance himself used it in planning Disneyworld. Hospitals and health services
have used storyboarding to good advantage as well.
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Storyboarding 3

Storyboarding is a cooperative learning technique for feaching and
learning organizational skilis in the field of educaticn, and for planning
educational programs of every concelvable magnitude. If Is anideal took for
secondary students to use in developing their transition plans.

Components of the Storybocarding System

Every story board begins with a problem which needs fo be solved or a
need which must be addressed. Once a need for the storyboarding process
has been determined, a project team must be assembled as follows.

The Project Team

The project team consists of no more than eight people. if there are more
than eight, every member wiil nof be able to parficipate actively and the
purpose will be defeated. The team will include members who serve specific
functions.

1. Sanctioner

The sanctioner (the teacher, in this case) is the person who has the
authority to *OK" the project, who is able to give the 'go ahead® to the rest of the
team. The sanctioner need not be an actively participating member of the
tfeam,

2. Project Leader

The project leader is the person who makes sure thaf the team meets on
time, and generally monitors the team's progress. The leader could be a student
with good leadership skills, an alde, or the teacher him/herself.

3. Facliltctor

The facliitator plays the most dexmanding role on the team. The facliitator
keeps Ideas fliowing by asking leading questions that cause the team to view the
question from many different angles. He/she aiso monitors the group for "killer*
statements--critical (negative) comments which are NOT allowed during the

creative thinking sessions. Again, the facliifator could be a student, an aide, or
the teacher.
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4, Writer

The writer has the task of jotting down suggestions made by members of
the team on 3" x 5" index cards (or Post-Iit notes) which will then be affixed to the
board. In an especially freewheseling session, each participant may jot down his

or her own ideas. Having a writer is especially important s there ara students on
the team who have extreme difficulty with wrifing.

5. Pinner

The pinner takes the note cards from the writer and pins them to the story
board in the appropriate piace with push pins. The importance of this role Is
evident when ideas are flowing rapidly. Getting ideas onfo the board quickly Is
important because the visual stimulus of each idea card may generate more
ideas from other team members. It is reinforcing to the participants to watch the
board ‘grow.’

Storyboarding Suppiles
The storyboarding process requires the following supplies:

1. Bullefin boards or other boards on which Index cards (or Post-it notes) can
be pinned for display. The larger the board, the better.

2. Index Cards or Post-it Notes
Storyboarding, as used traditionally in business applications, has used

E
index cards. The convention for using Index cards will be described, although it
is now possible (and perhaps more feasibie) to use Post-it notes instead.
Three sets of Index cards shouid be available:
(@) Toplc cards are 5° x 8" blue index cards. A few of these will suffice.
they are used at the top of each story board for stating the topic (the problem
to be solved).
(p) Header cards are 4' x 6’ salmon index cards which are used to head
up each major subdivision of the lists of ideas.
(c) Subbercards are 3" x 5 yellow index cards used for listing each

creative Idea generated during the brainstorming session. Many subber cards

Q are needed--at least 20 for each membper of the team,
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(Nole: The colors suggested for the cards are conventions--any three colors may
be used. The use of different colors and sizes reflects the fact that storyboarding
is a visual display. The users distinguish at a glance the three levels of Ideas.)

3. Pushpins

Many pushpins are needed--at least two boxes of 100 are suggested for
each planning feam. if course, if Post-It notes are used instead of index cards,
pushpins will not be necessary.

Major Types of Story Boarcis and Basic Steps in Using Them

The Planning

The Planning Story Board is the master control board for the project so it is
necessary to start with this board. The project director assembies the project
team, and the facilitator ensures that the problem to be solved Is stated Clearly
and understood by the entire team. A clear statement of the problem is written
on a blue 5" x 8' Index card, which is then pinned af the top of the story board.
The fopic card serves to keep the team focused upon the probiem throughout
the session.

Next the purpose for soiving the problem must be stated. A header card
(a 4" x ¢ salmon Index card) Is iabeied *Purpose’ and Is pinned underneath the
topic card and to the far left, at the beginning of what wiil become a row of
header cards. Each header card contalns a clear statement of one of the
major subdivisions of the problem to be solved. For example, if the probiem
were "to plan a trip,’ possible header cards might be ‘where 10 go,” "now to
fund,’ ‘what to do on trip,” and *what to wear." Two header cards are required
for all Planning Boards: Purpose and Miscellaneous. The purpose will influence
greatly the way In which the board develops, and especially will influence the
other headers and the ideas that will be generatea under each header. Always
in planning there must be a 'miscellaneous’ category fo Use as a catch-all for
ideas which don't seem to fit anywhere eise. The actual number of header
cards beyond the purpose and miscelianeous cards Is limifed only by the
imagination of the project team.

§)
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Some ideas which will be generated will be possible answers to questions
raised by the header cards. For example, under the *destination” header for
planning a trip, there could be a fremendous number of ideas, each of which
would be jotted down on a 3* x 5" yellow subber card and pinned on the board

under the appropriate header. Ideas for the possible destination for the trip will,
of course, be guided by the purpose(s) for which the trip is being faken.

During the development of the Planning Board, as creative ideas are
being called out, jotted down. and pinned to the board, It is important that aill
ideas mentioned should be included. There are to be NO negative (killer)
statements!i The faclitator must ensure that all ideas, however bizarre thay may
b3, are included and pinned on the board.

Team members are urged to hitchhike on the ideas of other mambers by
adding to and developing an Idea already on the board.

Following this freewheeling creative thinking session, the prolect team
should take a break, usually until the next school day. inthe meanwhile, the

planning board should remain in place and on display for the possible addition
of new ideas.

Upon retuming from the break, the crifical thinking session begins. During
this session, under the leadership of the facilitator, each idea on the board
should be examined critically. Objections should be raised at this point. Any
ideas that seem too ‘welrd* to be usable should be discarded. In general, this is
the best time to decide which of the ideas on the board will work best. After the
rejected ideas are discarded, the final £ anning board which results will be used
to guide the remainder of the planning processes to solve the protlem.

The Ideas Board
Development of the Ideas boards begins a rew round of activity, and
actually, there are llkely to be a number of ideas boards resuiting from a single
planning board. For the ideas boards, each header card from fhe planning
o board becomes a topic card and the subbers under each planning board
-RIC header become headers for thelr respective topic cards. fit Is often possible to

e oo e 2 /




Storyboarding 7

combine several headers from the planning board into one topic. In this Case.
there will be as many ideas boards as there are combined topics. if the headers
cannotf be combined, there will be as many Ideas boards as there are headers
on the planning board.

For each Ideas board the process of devsloping the planning board is
repeated. First there is a creative thinking session, then a critical thinking session
follows. By the time all of the ideas boards are completed, a very clear plan for
solving the inifial problem will exist.

While the process described above may seem very time consuming, the
results justify the time. Students are amazed at how much they reaily need to
leam and to accomplish In order to effect a successful transition. Tney surprise

themselves with the breadth and depth of ideas they as a team have
developed.

The Communication Story Board

In the event that the final problem-soiving (transition) plan requires the
Involvement of a number of other people outside the project team, and
especially if publicity Is required to implement the plan, it may be necessary to
develop a communication story board. The communication board is set up fo
answer the following questions: Who needs to know? What do they neec! to
know? When do they need the Information? How wil the Information be

conveyed to them? (l.e., by letter, by memo, by phone call, by TV commercial,
etc).

While large companies may use the communication board to plan an
advertising campalgn, students who has developed a transifion pian will fine it
useful In sending for information on college or frade school, filing an application
on time, or sending out resumes and cover letffers.

Ihe Organizaticn Board
The final step In the total storyboarding process is the development of the
crganizrtion board. In developing this board, the project team studies the
o previou: boards and answers these questions: What tasks need fo be done In

ERIC
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implementing this plan? Who is fo mplemenf them? When must the various
steps be Implemenied?

The organization board is a very practical tool for ensuring that the various
steps in implementing the plan are done in a timely manner, and for speling ouf
specific responsibilities for bringing about the solution to the original problem.

Some General Comments about Storyboarding

Although the process described above may sound complicated, once
group becomes proficient in storyboarding skills, they will discover how useful a
toll the story board is for efficient and effective planning and problem solving. In
the future, the proficient student can use the process to plan a job search, a
career change. a wedding, a wardrobe, @ vacation, a parfy. There are @
seemingly infinite number of uses for storyboarding.

Storyboarding Is a visual process which helps everyone on the team see
exactly how the plan is taking shape. The cards can be rearranged as the plan
develops. The final planning board which results after all the desired
manipulations have been completed canserve as an outline for writing up the
plan into document form. Or, the cards from the final planning bocrd can be

taped onto a large sheet of newsprint and kept in that form for later use by the
project team.

One great strength of the approach, aside from its visual aspect, is that is
involves all members of the project team in a very active way. (Special
education students have for too long been passive learners!) Students will feel
more committed to a plan which they have had an active role in aeveioping.

The storyboarding technique is thus an ideal application of the cooperative
learning approach.

Storyboarding is a process which students enjoy doing, at lecist during the
initial planning board process. Secondary students enjoy following the entire
process through to its completion. Learning disabled children who normally
have difficulty In planning a project will benefit greatty from the visual/tactile

o dimensions which storyboarding Incorporates Into the veroal process of

ERIC planning.
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