
You are 7 Categories away from Crafting 
Compelling Immersive Data Stories.

Limitation: The research is limited to and  the findings are mainly focused on Virtual Reality 
(VR). It would be valuable to expand the scope of the research to Augmented Reality (AR) 
environments.

Methods:

Results:
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Is the Nasdaq in another 
bubble?

Wimbledon Walk of 
Champions
Notes on Blindness
Ecosphere
Situation COVID
Aceto Balsamico di Modena
My New Home
The Forgotten: Chunggu
Tree Hugger 
My Home, Shatila 

Easter Rising: The voice of a 
rebel
Open Heart Eclipse 
USS Nimitz 
Women’s Memorial
Wonderful You
Escape Velocity
A Thin Black Line

Breaking Boundaries in 
Science
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Background: Combining storytelling methods with immersive technologies  improves data 

stories, but there is a need for clear guidelines as these technologies advance.    

A Preliminary Design Space for Immersive Data Storytelling

Eight experts from multi-disciplinary 

background such as museum, architecture, 

game design, film making, and so forth were 
interviewed to understand their practices and 
challenges in creating stories in physical and 
digital immersive spaces. 

Thematic analysis was performed on the 
transcripts from the interview using Nvvo and 
Notion. Codes like first person view, third 
person view were generated which were then 
categorised into themes like camera angle.

The primary author watched all the identified 
19 immersive stories and categorised them 
under the dimensions and categories that are 
motivated by the domain expert elicitation.
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