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Explore the cutting-edge fusion of virtual reality and narrative in this international conference dedicated 
to virtual storytelling. Discover how VR technologies are transforming traditional storytelling into immer-
sive, interactive experiences. This event brings together experts to discuss the latest advancements 
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Virtual Storytelling. Using Virtual Reality Technologies for Storytelling

The 1st International Conference on Virtual Storytelling took place on September 27–28, 2001, in 
Avignon (France) in the prestigious Popes’ Palace. Despite the tragic events of September 11 that 
led to some last-minute cancellations, nearly 100 people from 14 different countries attended the 4 
invited lectures given by international experts, the 13 scientific talks and the 6 scientific demonstrations. 
Virtual Storytelling 2003 was held on November 20–21, 2003, in Toulouse (France) in the Modern and 
Contemporary Art Museum “Les Abattoirs.” One hundred people from 17 different countries attended 
the conference composed of 3 invited lectures, 16 scientific talks and 11 posters/demonstrations. Since 
autumn 2003, there has been strong collaboration between the two major virtual/digital storytelling 
conference series in Europe: Virtual Storytelling and TIDSE (Technologies for Interactive Digital Sto-
rytelling and Entertainment). Thus the conference chairs of TIDSE and Virtual Storytelling decided to 
establish a 2 year turnover for both conferences and to join the respective organizers in the committees. 
For the third edition of Virtual Storytelling, the Organization Committee chose to extend the conference 
to 3 days so that more research work and applications could be be presented, to renew the Scientific 
and Application Board, to open the conference to new research or artistic communities, and to call for 
the submission of full papers and no longer only abstracts so as to make a higher-level selection.

Virtual Storytelling; Using Virtual Reality Technologies for Storytelling

This book constitutes the refereed proceedings of the Second International Conference on Virtual 
Storytelling, ICVS 2003, held in Toulouse, France in November 2003. The 27 revised full papers 
presented together with 3 invited papers were carefully reviewed and selected for presentation. The 
papers are organized in topical sections on real-time technologies, narrativity and authoring, mediation 
and interface, virtual characters, mixed reality, and applications.

Virtual Storytelling; Using Virtual Reality Technologies for Storytelling
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This book constitutes the refereed proceedings of the Second International Conference on Virtual 
Storytelling, ICVS 2003, held in Toulouse, France in November 2003. The 27 revised full papers 
presented together with 3 invited papers were carefully reviewed and selected for presentation. The 
papers are organized in topical sections on real-time technologies, narrativity and authoring, mediation 
and interface, virtual characters, mixed reality, and applications.

Virtual Storytelling. Using Virtual Reality Technologies for Storytelling

The story is the richest heritage of human civilizations. One can imagine the ?rst stories being told, 
several thousand centuries ago, by wise old men huddled around camp?res. Since this time, the 
narrative process has been considerably developed and enriched: sounds and music have been added 
to complement the speech, while scenery and theatrical sets have been created to enhance the story 
environment. Actors, dancers, and technicians have replaced the lone storyteller. The story is no longer 
the sole preserve of oral narrative but can be realized in book, theatrical, dance, or movie form. Even 
the audience can extend up to several million individuals. And yet in its many forms the story lies at the 
heart of one of the world’s most important industries. The advent of the digital era has enhanced and 
accelerated this evolution: image synthesis, digital special e?ects, new Human-Computer interfaces, 
and the Internet allow one not only to realize more sophisticated narrative forms but also to create 
new concepts such as video gaming and virtual environments. The art of storytelling is becoming 
evermore complex. Virtual reality o?ers new tools to capture, and to interactively modify the imaginary 
environment, in ever more intuitive ways, coupled with a maximum sensory feedback. In fact, virtual 
reality technologies o?er enhanced and exciting production possibilities for the creation and non-linear 
manipulation in real time, of almost any story form. This has lead to the new concept of Virtual 
Storytelling.

Virtual Storytelling. Using Virtual Reality Technologies for Storytelling

This book constitutes the refereed proceedings of the 4th International Conference on Virtual Sto-
rytelling, ICVS 2007, held in Saint-Malo, France, in December 2007. The 12 revised full papers, 
three invited papers and seven poster and demo papers were carefully reviewed and selected. The 
papers are organized in topical sections on authoring tools and story models, behavior modeling, user 
interactivity, an invited session: related EU projects, as well as the poster and demo session.

Technologies for Interactive Digital Storytelling and Entertainment

This book constitutes the refereed proceedings of the Third International Conference on Technologies 
for Interactive Digital Storytelling and Entertainment, TIDSE 2006, held in Darmstadt, Germany in 
December 2006. It contains 37 papers that cover a broad spectrum, from conceptual ideas, theories, 
and technological questions, to best practice examples in the different storytelling application domains, 
with a focus on entertainment and games.
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Technologies for Interactive Digital Storytelling and Entertainment

Interactive Digital Storytelling has evolved as a prospering research topic banding together formerly 
disjointed disciplines stemming from the arts and humanities as well as computer science. It’s tied up 
with the notion of storytelling as an effective means for the communication of knowledge and social 
values since the existence of humankind. It also builds a bridge between current academic trends 
investigating and formalizing computer games, and developments towards the experience-based 
design of human-media interaction in general. In Darmstadt, a first national workshop on Digital 
Storytelling was organized by ZGDV e.V. in 2000, which at that time gave an impression about the 
breadth of this new research field for computer graphics (DISTEL 2000). An international follow-up 
was planned: the 1st International Conference on Technologies for Interactive Digital Storytelling 
and Entertainment (TIDSE 2003). Taking place in March 2003, it showed a more focussed range 
of research specifically on concepts and first pro- types for automated storytelling and autonomous 
characters, including modelling of emotions and the user experience. At TIDSE 2004, an established 
and still-growing community of researchers ga- ered together to exchange results and visions. This 
confirms the construction of a series of European conferences on the topic – together with the 
International Conf- ence on Virtual Storytelling, ICVS (conducted in 2001 and 2003 in France) – which 
will be further cultivated.

Interactive Storytelling

This book constitutes the refereed proceedings of the 11th International Conference on Interactive 
Digital Storytelling, ICIDS 2018, held in Dublin, Ireland, in December 2018. The 20 revised full papers 
and 16 short papers presented together with 17 posters, 11 demos, and 4 workshops were carefully 
reviewed and selected from 56, respectively 29, submissions. The papers are organized in the following 
topical sections: the future of the discipline; theory and analysis; practices and games; virtual reality; 
theater and performance; generative and assistive tools and techniques; development and analysis of 
authoring tools; and impact in culture and society.

Interactive Storytelling

This book constitutes the refereed proceedings of the Third International Conference on Interactive 
Digital Storytelling, ICIDS 2010, held in Edinburgh, UK, in November 2010. The book includes 3 
keynotes, 25 full and short papers, 11 posters, 4 demonstration papers, 6 workshop papers, and 1 
tutorial. The full and short papers have been organized into the following topical sections: characters 
and decision making; story evaluation and analysis; story generation; arts and humanities; narrative 
theories and modelling; systems; and applications.

Interactive Storytelling

This two-volume set LNCS 14383 and LNCS 14384 constitutes the refereed proceedings of the 16th 
International Conference on Interactive Digital Storytelling, ICIDS 2023, held in Kobe, Japan, during 
November 11–15, 2023. The 30 full papers presented in this book together with 11 short papers were 



carefully reviewed and selected from 101 submissions. Additionally, the proceedings includes 22 Late 
Breaking Works. The papers focus on topics such as: theory, history and foundations; social and cultural 
contexts; tools and systems; interactive narrative design; virtual worlds, performance, games and play; 
applications and case studies; and late breaking works.

Interactive Storytelling

This book constitutes the refereed proceedings of the 13th International Conference on Interactive 
Digital Storytelling, ICIDS 2020, held in Bournemouth, UK, in November 2020. The 15 full papers 
and 8 short papers presented together with 5 posters, were carefully reviewed and selected from 70 
submissions. The conference offers topics in game narrative and interactive storytelling, including the 
theoretical, technological, and applied design practices, narrative systems, storytelling technology, and 
humanities-inspired theoretical inquiry, empirical research and artistic expression.

Interactive Storytelling

This book constitutes the refereed proceedings of the 7th International Conference on Interactive 
Storytelling, ICIDS 2014, Singapore, Singapore, November 2014. The 20 revised full papers presented 
together with 8 short papers 7 posters, and 5 demonstration papers were carefully reviewed and 
selected from 67 submissions. The papers are organized in topical sections on story generation, 
authoring, evaluation and analysis, theory, retrospectives, and user experience.

Technologies for Interactive Digital Storytelling and Entertainment

This book constitutes the refereed proceedings of the Third International Conference on Technologies 
for Interactive Digital Storytelling and Entertainment, TIDSE 2006, held in Darmstadt, Germany in 
December 2006. It contains 37 papers that cover a broad spectrum, from conceptual ideas, theories, 
and technological questions, to best practice examples in the different storytelling application domains, 
with a focus on entertainment and games.

Interactive Storytelling

This book constitutes the refereed proceedings of the 10th International Conference on Interactive 
Digital Storytelling, ICIDS 2017, held in Funchal, Madeira, Portugal, in November 2017. The 16 revised 
full papers and 4 short papers presented were carefully reviewed and selected from 65 submissions. 
The papers are organized in topical sections on story design, location and generation, history and 
learning, games, emotion and personality, posters and demos.

Interactive Storytelling

This book constitutes the refereed proceedings of the 15th International Conference on Interactive 
Digital Storytelling, ICIDS 2022, held in Santa Cruz, CA, USA, in December 2022. The 30 full papers 
and 10 short papers, presented together with 17 posters and demos, were carefully reviewed and 
selected from 79 submissions.

Interactive Storytelling

This volume contains scientific papers and case studies presented at Interactive Sto- telling ’08: 
The First Joint International Conference on Interactive Digital Storytelling (ICIDS), held November 
26–29, 2008, in Erfurt, Germany. Interactive Digital Storytelling (IDS) is a cross-disciplinary topic, which 
explores new uses of interactive technologies for creating and experiencing narratives. IDS is also a 
huge step forward in games and learning. This can be seen through its ability to enrich virtual characters 
with intelligent behavior, to allow collaboration of humans and machines in the creative process, and 
to combine narrative knowledge and user activity in interactive artifacts. IDS involves concepts from 
many aspects of Computer Science, above all from Artificial Intelligence, with topics such as narrative 
intelligence, automatic dialogue and drama management, and smart graphics. In order to process 
stories in real time, traditional storytelling needs to be formalized into computable models by drawing 
from narratological studies. As it is currently hardly accessible for creators and e- users, there is a need 
for new authoring concepts and tools supporting the creation of such dynamic stories, allowing for rich 
and meaningful interaction with the content.

Interactive Storytelling



This book constitutes the refereed proceedings of the 12th International Conference on Interactive 
Digital Storytelling, ICIDS 2019, held in Little Cottonwood Canyon, UT, USA, in November 2019. The 
14 revised full papers and 10 short papers presented together with 19 posters, 1 demo, and 3 doctoral 
consortiums were carefully reviewed and selected from 66 submissions. The papers are organized in 
the following topical sections: Creating the Discipline: Interactive Digital Narrative Studies, Impacting 
Culture and Society, Interactive Digital Narrative Practices and Applications, Theoretical Foundations, 
Technologies, Human Factors, Doctoral Consortium, and Demonstrations.

Technologies for Interactive Digital Storytelling and Entertainment

This book constitutes the refereed proceedings of the Third International Conference on Technologies 
for Interactive Digital Storytelling and Entertainment, TIDSE 2006, held in Darmstadt, Germany in 
December 2006. It contains 37 papers that cover a broad spectrum, from conceptual ideas, theories, 
and technological questions, to best practice examples in the different storytelling application domains, 
with a focus on entertainment and games.

Interactive Storytelling

This book constitutes the refereed proceedings of the 4th International Conference on Interactive Digital 
Storytelling, ICIDS 2011, held in Vancouver, Canada, in November/December 2011. The 17 full papers, 
14 short papers and 16 poster papers were carefully reviewed and selected from 72 paper and poster 
submissions. In addition, the volume includes 6 workshops descriptions. The full and short papers have 
been organized into the following topical sections: interactive storytelling theory, new authoring modes, 
virtual characters and agents, story generation and drama managment, narratives in digital games, 
evaluation and user experience reports, tools for interactive storytelling.

Proceeding of the Technologies for Interactive Digital Storytelling and Entertainment (TIDSE) Con-
ference, 2003

This book constitutes the refereed proceedings of the 9th International Conference on Interactive Digital 
Storytelling, ICIDS 2016, held in Los Angeles, CA, USA, in November 2016. The 26 revised full papers 
and 8 short papers presented together with 9 posters, 4 workshop, and 3 demonstration papers were 
carefully reviewed and selected from 88 submissions. The papers are organized in topical sections 
on analyses and evaluation systems; brave new ideas; intelligent narrative technologies; theoretical 
foundations; and usage scenarios and applications.

Interactive Storytelling

This book constitutes the refereed proceedings of the 14th International Conference on Interactive 
Digital Storytelling, ICIDS 2021, held in Tallinn, Estonia, in December 2021. The 18 full papers and 17 
short papers, presented together with 17 posters and demos, were carefully reviewed and selected 
from 99 submissions. The papers are categorized into the following topical sub-headings: Narrative 
Systems; Interactive Narrative Theory; Interactive Narrative Impact and Application; and the Interactive 
Narrative Research Discipline and Contemporary Practice.

Interactive Storytelling

The rich programme of ICIDS 2009, comprising invited talks, technical pres- tations and posters, 
demonstrations, and co-located post-conference workshops clearly underscores the event’s status as 
premier international meeting in the domain. It thereby con?rms the decision taken by the Constituting 
Committee of the conference series to take the step forward: out of the national cocoons of its 
precursors, ICVS and TIDSE, and towards an itinerant platform re?ecting its global constituency. This 
move re?ects the desire and the will to take on the challenge to stay on the lookout, critically re?ect upon 
and integrate views and ideas,?ndingsandexperiences,andtopromoteinterdisciplinaryexchange,while 
ensuring overall coherence and maintaining a sense of direction. This is a signi?cant enterprise: 
The challenges sought are multifarious and must be addressed consistently at all levels. The desire 
to involve all research communitiesandstakeholdersmustbematchedbyacknowledgingthedi?erences in 
established practises and by providing suitable means of guidance and int- duction, exposition and 
direct interaction at the event itself and of lasting (and increasingly:living) documentation, of which the 
present proceedings are but an important part.



Interactive Storytelling

This book constitutes the refereed proceedings of the Second International Conference on E-learning 
and Games, Edutainment 2007, held in Hong Kong, China, in June 2007. It covers virtual and 
augmented reality in game and education, virtual characters in games and education, e-learning 
platforms and tools, geometry in games and virtual reality, vision, imaging and video technology, as 
well as collaborative and distributed environments.

Technologies for E-Learning and Digital Entertainment

This Festschrift volume is published in Honor of Yaacov Choueka on the occasion of this 75th birthday. 
The present three-volumes liber amicorum, several years in gestation, honours this outstanding Israeli 
computer scientist and is dedicated to him and to his scientific endeavours. Yaacov's research has had 
a major impact not only within the walls of academia, but also in the daily life of lay users of such 
technology that originated from his research. An especially amazing aspect of the temporal span of 
his scholarly work is that half a century after his influential research from the early 1960s, a project 
in which he is currently involved is proving to be a sensation, as will become apparent from what 
follows. Yaacov Choueka began his research career in the theory of computer science, dealing with 
basic questions regarding the relation between mathematical logic and automata theory. From formal 
languages, Yaacov moved to natural languages. He was a founder of natural-language processing in 
Israel, developing numerous tools for Hebrew. He is best known for his primary role, together with 
Aviezri Fraenkel, in the development of the Responsa Project, one of the earliest fulltext retrieval 
systems in the world. More recently, he has headed the Friedberg Genizah Project, which is bringing 
the treasures of the Cairo Genizah into the Digital Age. This second part of the three-volume set covers 
a range of topics related to the application of information technology in humanities, law, and narratives. 
The papers are grouped in topical sections on: humanities computing; narratives and their formal 
representation; history of ideas: the numerate disciplines; law, computer law, and legal computing.

Language, Culture, Computation: Computing for the Humanities, Law, and Narratives

ED-L2L, Learning to Live in the Knowledge Society, is one of the co-located conferences of the 
20th World Computer Congress (WCC2008). The event is organized under the auspices of IFIP 
(International Federation for Information Processing) and is to be held in Milan from 7th to 10th 
September 2008. ED-L2L is devoted to themes related to ICT for education in the knowledge society. 
It provides an international forum for professionals from all continents to discuss research and practice 
in ICT and education. The event brings together educators, researchers, policy makers, curriculum 
designers, teacher educators, members of academia, teachers and content producers. ED-L2L is 
organised by the IFIP Technical Committee 3, Education, with the support of the Institute for Educational 
Technology, part of the National Research Council of Italy. The Institute is devoted to the study of 
educational innovation brought about through the use of ICT. Submissions to ED-L2L are published 
in this conference book. The published papers are devoted to the published conference themes: 
Developing digital literacy for the knowledge society: information problem solving, creating, capturing 
and transferring knowledge, commitment to lifelong learning Teaching and learning in the knowledge 
society, playful and fun learning at home and in the school New models, processes and systems 
for formal and informal learning environments and organisations Developing a collective intelligence, 
learning together and sharing knowledge ICT issues in education - ethics, equality, inclusion and 
parental role Educating ICT professionals for the global knowledge society Managing the transition 
to the knowledge society

Learning to Live in the Knowledge Society

This book constitutes the refereed proceedings of the 5th International Conference on Interactive Digital 
Storytelling, ICIDS 2012, San Sebastián, Spain, November 2012. The 14 revised full papers presented 
together with 6 short papers were carefully reviewed and selected from 48 submissions. The papers 
are organized in topical sections on theory and aesthetics; authoring tools and applications; evaluation 
and user experience reports; virtual characters and agents; new storytelling modes; workshops.

Interactive Storytelling

This two-volume set LNCS 14383 and LNCS 14384 constitutes the refereed proceedings of the 16th 
International Conference on Interactive Digital Storytelling, ICIDS 2023, held in Kobe, Japan, during 



November 11–15, 2023. The 30 full papers presented in this book together with 11 short papers were 
carefully reviewed and selected from 101 submissions. Additionally, the proceedings includes 22 Late 
Breaking Works. The papers focus on topics such as: theory, history and foundations; social and cultural 
contexts; tools and systems; interactive narrative design; virtual worlds, performance, games and play; 
applications and case studies; and late breaking works.

Interactive Storytelling

This book constitutes the refereed proceedings of the 8th InternationalConference on Interactive Digital 
Storytelling, ICIDS 2015, held in Copenhagen, Denmark, in November/December 2015. The 18 revised 
full papers and 13 short papers presented together with 9posters, 9 workshop descriptions, and 3 
demonstration papers were carefully reviewed and selected from 80 submissions. The papers are 
organized in topical sections ontheoretical and design foundations, technical advances, analyses and 
evaluation systems, and current and future usage scenarios and applications.

Interactive Storytelling

This book constitutes the refereed proceedings of the First Joint International Conference on Interactive 
Digital Storytelling, ICIDS 2008, held in Erfurt, Germany, in November 2008. The 19 revised full 
papers, 5 revised short papers, and 5 poster papers presented together with 3 invited lectures and 
8 demo papers were carefully reviewed and selected from 62 submission. The papers are organized 
in topical sections on future perspectives on interactive digital storytelling, interactive storytelling 
applications, virtual characters and agents, user experience and dramatic immersion, architectures 
for story generation, models for drama management and interacting with stories, as well as authoring 
and creation of interactive narrative.

Interactive Storytelling

With the prevalence of social media, businesses and other organizations have a growing need to 
utilize various online media platforms and sites to engage and interact with their potential consumer 
base. Virtual communities and social networking can provide an effective escape route from the 
limits imposed by traditional media. Using optimal strategies can lead to more successful outcomes 
when using these platforms. Modern Perspectives on Virtual Communications and Social Networking 
provides innovative insights into connection and conversation through internet media that foster trust, 
commitment, and transparency in business. The content within this publication represents the potential 
to create virtual bonds with consumers through the observation of buying behavior, social media best 
practices, and digital marketing strategies. It is designed for business professionals, academicians, 
consultants, managers, marketers, and researchers and covers topics centered on the use of online 
media as a method of reaching a wider population.

Modern Perspectives on Virtual Communications and Social Networking

This two-volume set LNCS 11590 and 11591 constitutes the refereed proceedings of the 6th Interna-
tional Conference on Learning and Collaboration Technologies, LCT 2019, held as part of the 21st 
International Conference on Human-Computer Interaction, HCII 2019, in Orlando, FL, USA in July 
2019. The 1274 full papers 209 posters presented at the HCII 2019 conferences were carefully reviewed 
and selected from 5029 submissions. The papers cover the entire field of human-computer interaction, 
addressing major advances in knowledge and effective use of computers in a variety of applications 
areas. The papers in this volume are organized in the following topical sections: mobile and ubiquitous 
learning; virtual reality and augmented reality systems for learning; and collaborative technology.

Learning and Collaboration Technologies. Ubiquitous and Virtual Environments for Learning and 
Collaboration

This book constitutes the refereed proceedings of the 6th International Conference on Interactive 
Storytelling, ICIDS 2013, Istanbul, Turkey, November 2013. The 14 revised full papers presented 
together with 10 short papers were carefully reviewed and selected from 51 submissions. The papers 
are organized in topical sections on theory and aesthetics; authoring tools and applications; evaluation 
and user experience reports; virtual characters and agents; new storytelling modes; workshops.

Interactive Storytelling



This book provides an overview of computer techniques and tools — especially from artificial intelli-
gence (AI) — for handling legal evidence, police intelligence, crime analysis or detection, and forensic 
testing, with a sustained discussion of methods for the modelling of reasoning and forming an opinion 
about the evidence, methods for the modelling of argumentation, and computational approaches to 
dealing with legal, or any, narratives. By the 2000s, the modelling of reasoning on legal evidence has 
emerged as a significant area within the well-established field of AI & Law. An overview such as this 
one has never been attempted before. It offers a panoramic view of topics, techniques and tools. It is 
more than a survey, as topic after topic, the reader can get a closer view of approaches and techniques. 
One aim is to introduce practitioners of AI to the modelling legal evidence. Another aim is to introduce 
legal professionals, as well as the more technically oriented among law enforcement professionals, 
or researchers in police science, to information technology resources from which their own respective 
field stands to benefit. Computer scientists must not blunder into design choices resulting in tools 
objectionable for legal professionals, so it is important to be aware of ongoing controversies. A survey 
is provided of argumentation tools or methods for reasoning about the evidence. Another class of tools 
considered here is intended to assist in organisational aspects of managing of the evidence. Moreover, 
tools appropriate for crime detection, intelligence, and investigation include tools based on link analysis 
and data mining. Concepts and techniques are introduced, along with case studies. So are areas in 
the forensic sciences. Special chapters are devoted to VIRTOPSY (a procedure for legal medicine) and 
FLINTS (a tool for the police). This is both an introductory book (possibly a textbook), and a reference 
for specialists from various quarters.

Computer Applications for Handling Legal Evidence, Police Investigation and Case Argumentation

HANDBOOK ON INTERACTIVE STORYTELLING Discover the latest research on crafting compelling 
narratives in interactive entertainment Electronic games are no longer considered “mere fluff” alongside 
the “real” forms of entertainment, like film, music, and television. Instead, many games have evolved 
into an art form in their own right, including carefully constructed stories and engaging narratives 
enjoyed by millions of people around the world. In Handbook on Interactive Storytelling, readers will 
find a comprehensive discussion of the latest research covering the creation of interactive narratives 
that allow users to experience a dramatically compelling story that responds directly to their actions 
and choices. Systematically organized, with extensive bibliographies and academic exercises included 
in each chapter, the book offers readers new perspectives on existing research and fresh avenues 
ripe for further study. In-depth case studies explore the challenges involved in crafting a narrative that 
comprises one of the main features of the gaming experience, regardless of the technical aspects of a 
game’s production. Readers will also enjoy: A thorough introduction to interactive storytelling, including 
discussions of narrative, plot, story, interaction, and a history of the phenomenon, from improvisational 
theory to role-playing games A rigorous discussion of the background of storytelling, from Aristotle’s 
Poetics to Joseph Campbell and the hero’s journey Compelling explorations of different perspectives in 
the interactive storytelling space, including different platforms, designers, and interactors, as well as an 
explanation of storyworlds Perfect for game designers, developers, game and narrative researchers, 
academics, undergraduate and graduate students studying storytelling, game design, gamification, 
and multimedia systems, Handbook on Interactive Storytelling is an indispensable resource for anyone 
interested in the deployment of compelling narratives in an interactive context.

Handbook on Interactive Storytelling

These proceedings of the World Congress 2006, the fourteenth conference in this series, offer a strong 
scientific program covering a wide range of issues and challenges which are currently present in 
Medical physics and Biomedical Engineering. About 2,500 peer reviewed contributions are presented 
in a six volume book, comprising 25 tracks, joint conferences and symposia, and including invited 
contributions from well known researchers in this field.

World Congress of Medical Physics and Biomedical Engineering 2006

Storytelling for Virtual Reality serves as a bridge between students of new media and professionals 
working between the emerging world of VR technology and the art form of classical storytelling. Rather 
than examining purely the technical, the text focuses on the narrative and how stories can best be 
structured, created, and then told in virtual immersive spaces. Author John Bucher examines the 
timeless principles of storytelling and how they are being applied, transformed, and transcended in 
Virtual Reality. Interviews, conversations, and case studies with both pioneers and innovators in VR 



storytelling are featured, including industry leaders at LucasFilm, 20th Century Fox, Oculus, Insomniac 
Games, and Google. For more information about story, Virtual Reality, this book, and its author, please 
visit StorytellingforVR.com

Storytelling for Virtual Reality

Encyclopedia of Computer Graphics and Games (ECGG) is a unique reference resource tailored to 
meet the needs of research and applications for industry professionals and academic communities 
worldwide. The ECGG covers the history, technologies, and trends of computer graphics and games. 
Editor Newton Lee, Institute for Education, Research, and Scholarships, Los Angeles, CA, USA 
Academic Co-Chairs Shlomo Dubnov, Department of Music and Computer Science and Engineering, 
University of California San Diego, San Diego, CA, USA Patrick C. K. Hung, University of Ontario 
Institute of Technology, Oshawa, ON, Canada Jaci Lee Lederman, Vincennes University, Vincennes, 
IN, USA Industry Co-Chairs Shuichi Kurabayashi, Cygames, Inc. & Keio University, Kanagawa, Japan 
Xiaomao Wu, Gritworld GmbH, Frankfurt am Main, Hessen, Germany Editorial Board Members 
Leigh Achterbosch, School of Science, Engineering, IT and Physical Sciences, Federation University 
Australia Mt Helen, Ballarat, VIC, Australia Ramazan S. Aygun, Department of Computer Science, 
Kennesaw State University, Marietta, GA, USA Barbaros Bostan, BUG Game Lab, Bahçe_ehir University 
(BAU), Istanbul, Turkey Anthony L. Brooks, Aalborg University, Aalborg, Denmark Guven Catak, BUG 
Game Lab, Bahçe_ehir University (BAU), Istanbul, Turkey Alvin Kok Chuen Chan, Cambridge Corporate 
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UK Sai-Keung Wong, National Chiao Tung University, Hsinchu, Taiwan Editorial Board Intern Sam 
Romershausen, Vincennes University, Vincennes, IN, USA

Encyclopedia of Computer Graphics and Games

https://chilis.com.pe | Page 9 of 9


