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ABSTRACT

This chapter will describe the process for writing a script and storyboard as 
part of the design and development of a simulation experience to be added to an 
existing, computer-facilitated, emergency management learning curriculum or 
course primarily in a higher-education setting; however, the information in this 
chapter relates to FEMA Homeland Security Exercise and Evaluation Program 
(HSEEP) exercise types as well. This chapter will detail steps and considerations 
to be taken as part of the analysis and design of a simulation, which will ease the 
development process and avoid unintended complications by first focusing on 
identifying the instructional needs and objectives of the simulation, scriptwriting 
and storyboarding scenario decision points that will address the learning needs 
second, then afterward taking into consideration what level of media representation 
is appropriate to implement the scenario. Design decisions that affect difficulty to 
represent in certain media are analyzed.
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INTRODUCTION

A simulation incorporates practical application elements to a topic that might otherwise 
be taught in a more theoretical manner. Today’s technology provides instructional 
teams, media developers, and subject matter experts the opportunity to provide 
simulated events using a variety of platforms and methodologies. An organization 
with Disaster and Emergency Management Degree Programs must strive to provide 
students a unique and fulfilling learning experience (Rosenberg, 2006).

Often, when deciding to implement simulation into a curriculum, the type of 
media is chosen first, and then it can become difficult to implement the needs of 
the lesson into that type of environment. Very often, exciting new technology such 
as virtual reality or 3D gaming will catch the eye of administrators, trusting that it 
can be made to meet the needs of the learners (Van Eck, 2015).

While it is good to be familiar with the different media implementation types, a 
good scenario primarily relies on the premise and plausible real-world application 
it represents, and secondarily on how it is conveyed (Herrington et al., 2007). 
Therefore, it is important to begin scenario design by analyzing:

•	 the intent and objectives of the course
•	 current gaps in learner performance
•	 desired skills and behavior of the students at the end

A scenario can then be designed according to actual needs and determine the 
appropriate media to convey it, rather than trying to justify a novel pre-conceived 
solution to a problem that is not a good fit for the intended purpose.

BACKGROUND

This chapter is written from the perspective of a team of educational simulation 
designers, such as Instructional Designers, Educators, Emergency Management 
professionals, and Media Developers, all working in concert. If, however, one is 
attempting to create a simulation and does not have some of these roles available, 
their perspectives and considerations are described to ensure that critical elements 
are included to avoid common problems.

If budget and availability allow, it is always better to add trained professionals 
rather than perform unfamiliar roles. It is unlikely that just one person will have all of 
the knowledge and skill to perform all of these tasks. A team of people is necessary 
to ensure that the proper viewpoints and skill sets are brought to bear. To meet these 
ends, a meeting schedule should be implemented and followed.



 

 

27 more pages are available in the full version of this

document, which may be purchased using the "Add to Cart"

button on the publisher's webpage: www.igi-

global.com/chapter/simulation-scriptwriting-and-

storyboarding-design-considerations-for-production/276174

Related Content

A Grading Data Warehouse Approach to Measuring and Analyzing Learning

Performance: From Grading to Competency-Oriented Assessment
Michael Aram, Felix Mödritscher, Gustaf Neumannand Monika Andergassen (2019).

Handbook of Research on E-Assessment in Higher Education (pp. 102-126).

www.irma-international.org/chapter/a-grading-data-warehouse-approach-to-measuring-and-

analyzing-learning-performance/212278

Using Digital Resources to Support STEM Education
Carol Adamec Brown (2016). Handbook of Research on Learning Outcomes and

Opportunities in the Digital Age (pp. 127-151).

www.irma-international.org/chapter/using-digital-resources-to-support-stem-education/142374

A Systematic Review of Game Designs and Outcomes of Serious Games

Targeting Different Groups in Language Learning
Yukun Hou (2023). International Journal of Technology-Enhanced Education (pp. 1-

19).

www.irma-international.org/article/a-systematic-review-of-game-designs-and-outcomes-of-

serious-games-targeting-different-groups-in-language-learning/323454

Multidimensional Faculty Professional Development in Teaching and

Learning: Utilizing Technology for Supporting Students
Alev Elçi, Hüseyin Yaratanand A. Mohammed Abubakar (2020). International Journal

of Technology-Enabled Student Support Services (pp. 21-39).

www.irma-international.org/article/multidimensional-faculty-professional-development-in-

teaching-and-learning/255120

Does Gadget Usage Hamper the Psychological Aspects of Pre-Schoolers?
Hon Kai Yee, Chua Bee Seokand Shazia Iqbal Hashmi (2018). Handbook of

Research on Mobile Devices and Smart Gadgets in K-12 Education (pp. 264-285).

www.irma-international.org/chapter/does-gadget-usage-hamper-the-psychological-aspects-of-

pre-schoolers/186185

http://www.igi-global.com/chapter/simulation-scriptwriting-and-storyboarding-design-considerations-for-production/276174
http://www.igi-global.com/chapter/simulation-scriptwriting-and-storyboarding-design-considerations-for-production/276174
http://www.igi-global.com/chapter/simulation-scriptwriting-and-storyboarding-design-considerations-for-production/276174
http://www.irma-international.org/chapter/a-grading-data-warehouse-approach-to-measuring-and-analyzing-learning-performance/212278
http://www.irma-international.org/chapter/a-grading-data-warehouse-approach-to-measuring-and-analyzing-learning-performance/212278
http://www.irma-international.org/chapter/using-digital-resources-to-support-stem-education/142374
http://www.irma-international.org/article/a-systematic-review-of-game-designs-and-outcomes-of-serious-games-targeting-different-groups-in-language-learning/323454
http://www.irma-international.org/article/a-systematic-review-of-game-designs-and-outcomes-of-serious-games-targeting-different-groups-in-language-learning/323454
http://www.irma-international.org/article/multidimensional-faculty-professional-development-in-teaching-and-learning/255120
http://www.irma-international.org/article/multidimensional-faculty-professional-development-in-teaching-and-learning/255120
http://www.irma-international.org/chapter/does-gadget-usage-hamper-the-psychological-aspects-of-pre-schoolers/186185
http://www.irma-international.org/chapter/does-gadget-usage-hamper-the-psychological-aspects-of-pre-schoolers/186185

