Writing for Multimedia
Fall 2005
Scene Numbering and Arrangement


Below I've sketched out the conventions for numbering screens in interactive multimedia.   This is only one of the conventions for numbering, or coding, scenes.  The textbook includes examples of other conventions.  I’ve only outlined two possible structures, too: string of pearls and parallel stories.  But they are among the most common architectures for interactive narrative multimedia.

A) One Successful Choice per scene

I'm writing this first part of the demo script as if there were only one successful choice per scene (a very simple string of pearls structure). In setting up the interactive choices, the convention is that the 'successful' choice comes last if there is only one way out of the scene.  Go to the second part (B), if you are developing a set of parallel story lines that require multiple options in each (or almost each) scene

Scene 1: Description of scene location (4 - 5 lines)

If you have dialogue in this scene, dialogue goes here.

If you have text which appears on the screen, include it at the appropriate point in the scene.

If you have no dialogue, but have some action in the scene, or need to explain the situation of your character/characters in the scene, that description goes here, too.  If there are key objects in the scene which the viewer/actor will have to manipulate, pick up, or remember, make sure that you include them in the scene description.

Scene 1a) Outline option one in your scene.  Don't forget to include the consequences of the choice

Scene 1b) Outline option two in your scene.  Don't forget to include the consequences of the choice

Scene 1c) Outline option three in your scene.  Don't forget to include the consequences of the choice.  1c) is the successful choice.

[When you outline the options, you don't need to include scene descriptions for each subsidiary scene, as all are taking place in the first location you described, as indicated by the 1) before each scene name.]  

1c), the successful option, leads to Scene 2. 

Scene 2: description of scene location (4 - 5 lines) 

If you have dialogue in this scene, dialogue goes here.

If you have text which appears on the screen, include it at the appropriate point in the scene.  

If you have no dialogue, but have some action in the scene, or need to explain the situation of your character/characters in the scene, that description goes here.

If you have all, include all!

Scene 2a) Outline option one in your scene.  Don't forget to include the consequences of the choice

Scene 2b) Outline option two in your scene.  Don't forget to include the consequences of the choice

Scene 2c) Outline option three in your scene.  Don't forget to include the consequences of the choice.  2c) is the successful choice and leads to Scene 3.  And so on

Remember that every time you change location, even if you go to a new location and then return to the original location, you number the scene with a new number.  In the example above, scene three may have an option that takes the viewer/actor back to the location of the first scene.  Even although you are returning to the initial location, you would number the scene Scene 4, because it is a new scene.  If you do return to a scene location you have already described, you don't need to describe it again.  Just include a phrase to tell the reader where s/he is.

B) For multiple choices in the same scene - parallel story structure

Scene 1: Description of scene location (4 - 5 lines)

If you have dialogue in this scene, dialogue goes here.

If you have text which appears on the screen, include it at the appropriate point in the scene.  

If you have no dialogue, but have some action in the scene, or need to explain the situation of your character/characters in the scene, that description goes here, too.  If there are key objects in the scene which the viewer/actor will have to manipulate, pick up, or remember, make sure that you include them in the scene description.

Scene 1a) Outline option one in your scene.  Don't forget to include the consequences of the choice.  Scene 1a) leads to Scene 2
Scene 1b) Outline option two in your scene.  Don't forget to include the consequences of the choice.   Scene 1b) leads to Scene 3

Scene 1c) Outline option three in your scene.  Don't forget to include the consequences of the choice.  Scene 1c) leads to Scene 4
[When outline the options, you don't need to include scene descriptions for each subsidiary scene, as all are taking place in the first location you described, as indicated by the 1) before each scene name.]  

Scene 2: description of scene (4 - 5 lines) (reached if viewer/actor chooses option 1a)

If you have dialogue in this scene, dialogue goes here.

If you have text which appears on the screen, include it at the appropriate point in the scene.  

If you have no dialogue, but have some action in the scene, or need to explain the situation of your character/characters in the scene, that description goes here.

If you have all, include all!

Scene 2a) Outline option one in your scene.  Don't forget to include the consequences of the choice.  Scene 2a) leads to Scene 5
Scene 2b) Outline option two in your scene.  Don't forget to include the consequences of the choice Scene 2b) leads to Scene 6

Scene 2c) Outline option three in your scene.  Don't forget to include the consequences of the choice.  Scene 2c) leads to Scene 7

And so on for each of the options from Scene 1.  1b) would lead to Scene 3   1c) would lead to Scene 4 

At this point, to avoid rapidly proliferating and unmanageably vast options for interaction, you might want to script the scenes carefully so that, for example, options 2a) and 4b) both lead to Scene 5, and options 2c) and 3c) both lead to Scene 7 (or whatever permutations works for your story)

General Points

Remember, too, to try to keep your viewer/actor on her/his toes.  Don't always have the same number of potential interactions per scene.  And vary the type of interaction.  Some could be simple choices.  Others could be sequences of choices.  Others could be problem-solving tasks.  Others could be ‘mysteries’ to be solved.

Maybe your viewer/actor needs to pick up something in one scene in order to survive in a scene further along in the story, for example, and s/he has to go back to collect it.

In that case you would have to outline what needs to be collected/read or viewed /manipulated to trigger a successful interaction later in the script within the scene where the collection/reading/interaction takes place. 

Maybe you want to create a set of cumulative interactions in a particular scene.  For example, the actor might have to interact with a series of objects (place a chair on top of a table to reach an escape hatch in the ceiling) before completing a ‘successful’ option to move to the next scene.

And so on.

If you have a flow chart for your production, you can transfer your scene numbers to the appropriate boxes in the flow chart, too, which helps everyone, especially in a collaborative project, to stay on track.
