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Presentation matters.
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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 & Benchrmark Introductory Psvehology Electronic [rmage Bank copyright @ 1995 Times Mirror Higher Education Group, [nc.

Structures of the
Limbic System

Cingulate cortex

Septal area
Hypothalamus

Hippocampus

Amygdala
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Why narrative? We are wired for it. T

T

“When the woman spoke English, the volunteers understood her story, anere=—em—"

bralns synchronized. When she had activity in her insula, an emotlonguih
region, the listeners did too. When her frontal cortex lit up, so did theirs.

simply telling a story, the woman could plant ideas, thoughts anm

into the listeners’ brains.”
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Stephens, Silbert, &
Hasson (2010).
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Simulation Experience Design Framework, Raybourn (2007)
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Interaction

Narrative

Place

Emergent
Culture

The communication space: Support quiet reflection and
active immersion

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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