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Abstract

As media and technologies change and develop, their relationship to and dependence on
narratives also changes. Narrative describes how events relate and reflects the organization
of experience, which draws many aspects of our spatial, temporal and causal perception
together. As for virtual reality (VR), which is a medium with narrative ability in space, it
enables users to organize the experience gained from spatial perception and to get more
spatial comprehension from VR spaces. On the other hand, what distinguishes VR from
other media is that users have a great deal more control over what they see and experience.
No matter how the narrative is received or created, users play an important role in the VR
space.

Many studies have indicated+the narrative potential in media development, but the
application of narrative in VR design has been’influenced by the technical limitation of the
tools. In the research of design in the VR environment, most studies that apply narrative
theory to the solution of design problems have been developed on the purely technical level,
but there is so little emphasis on the-erganization and comprehension of spatial experience
that we cannot exactly understand how.the'narrative in VR space influences user experience.
Therefore, this study attempts to explore the phenomena for narrative in VR space from the
view of user experience.

The experimental environment of this study is VR Cave and there are two steps to this study.
First, we apply case study to analyze three VR cases selected. Second, cognitive experiment
and interview are adopted to revise the preliminary phenomena proposed by first step.
Afterward, how clearly defined is the role of narrative in immersive VR space and its
relationship to this new media, and some phenomena of spatial narrative in immersive VR
are discussed in details and some useful guidelines are given for future study.

Keyword: virtual reality, spatiality, narrative, media, user experience
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