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XR creates opportunities
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It was not just the pointer to
futuristic technologies of the

holodeck that inspired
audiences around the globe,
but rather the narratives,
or stories, created in it.
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Why narrative? We are wired for it.

Brown 8 Benchmark introductory Psychology Electronic image Bank copyright @ 1995 Times Mirror Higher Education Group, inc.

Structures of the
Limbic System

Cingulate c.ortex

Septal area

Hypothalarriu

Hippocarnpus

ArrlygdWa

Procedural (habit) [calming
Reward learning

Condit ion k,d
ornot ico hat
learning

I-IPA axis

Arnygdale

(Cerebellum)

Neu rohorrionall Reflexive cortiditioning
memory 21 iod i Motor learning

1

Dorset
Workinq niern.ory
Meta-rnemory
Memory strategies
Prospective memory
Ventral
Semantic memory
Extincti On [earning
Conceptuat priming
Autobiographical retrieval

Declarative rriOrrlary
Memory conso[i d al ion
Comextual taar memory
COmplex c Linda iûni rt g

C Semor y rtpprrqrtpx

Memory itorage
Conceptual priming
Force tual priming

LaBar & Cabeza (2006)

Hippocarnpus

Entorhlnat
cortex

Pertrhinet
cortex

11 Information Design for XR lmmersive Environments: Challenges and Opportunities @ 10:30AM 2019-07-31



Why narrative? We are wired for it.

• "When the woman spoke English, the volunteers understood her story, and .their
brains synchronized. When she had activity in her insula, an emotional brain
region, the listeners did too. When her frontal cortex lit up, so did theirs. By
simply telling a story, the woman could plant ideas, thoughts and emotion
into the listeners' brains."

B Neural Coupling Model

ail

Stephens, Silbert, &
Hasson (2010).
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What is the learner
analysis?

What co-cn
of conte

reinforce lear

Intercultural Communication
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it is the core
3rience or story?

's the context, or
xperience?

Simulation Experience Design Framework, Raybourn (2007)
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Interaction The communication space: Support quiet reflection and
active immersion

--

Emergent
Culture

The storytelling space: Achieve co-created immersion with
and through interactivity

The space isn't a place — but it should be a place where
people act. Achieve immersion with contextual cues

The space for diversity: Support multiple points of view
and perceptions in multiple spaces
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