Storytelling




Machine Translated by Google

Spatial Storytelling is a way of telling a story using technology
and techniques that create a three-dimensional experience.
Objects appear to have depth and the user can hear

sounds coming from different directions.

Spatial Storytelling in cinema, video games or

It can be used in a variety of contexts, such as interactive presentations.

spatial _ . -

p The user can explore the environment, interact with objects and
Story characters, and follow an engaging story. In the case of a
Explanation presentation, it is possible to move between elements of the

presentation and see details from different angles.

Spatial Storytelling requires the use of advanced technologies
such as computer graphics, virtual reality or augmented
reality to create a three-dimensional effect.
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Yy The main players in the education sector are five:

Spatial CoSpaces,
Main platforms for minecraft,
Storyte”ing Mozilla Hubs,
Second Life

Spatial.




Machine Translated by Google

common feature

- They can only be used with a good internet connection.

- They offer simplified visual tools for creating 3D virtual environments
for storytelling.

- All except Mozilla Hubs provide the opportunity to program
the behavior of the environment or objects through code.

- They all offer a free service level with more or less restrictive limitations,
as well as one or more paid service levels with additional features.
However, it should be noted that the free level of service offered by
CoSpaces and Minecraft does not allow for the creation of educational
experiences of any utilities.

y - An effective 3D experience requires high-quality 3D content. It's important

for teachers to understand that creating engaging experiences and narratives
cannot be separated from creating 3D characters and

objects using external tools like Blender. Large 3D object collections such as
Sketchfab may occasionally offer a solution through their free materials,



Machine Translated by Google

y Before attempting to create a spatial narrative, the teacher must ask

need himself a fundamental question: "Do | really need to use this tool to tell

Spatlal my story in the best way possible?"

Storytelling?

y The answer depends largely on the mix of objectives, the nature of the
audience, the context of consumption and the equipment available for both

production and consumption
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Storytelling can be

used
when one of the

following
situations

y 1. Branching narratives

y 2.Spatial sound

y 3. Environmental storytelling

y 4. Embodied interactions

y 5. Non-linear narratives

y 6. Social VR



Machine Translated by Google

. This technique allows viewers to make choices that will

BranChing directly affect the outcome of the story. Branching
: narratives provide a sense of interactivity by allowing
narratives viewers to revisit the story multiple times to

explore different paths and endings.
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y Another important technique in Spatial Storytelling is
- spatial audio, which involves using sound to create a
spatial sound o
realistic and immersive 3D soundscape.
Spatial audio increases the sense of presence, directional

perception and emotional impact in virtual reality
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y Environmental storytelling is a technique in Spatial
Storytelling that uses elements of the virtual environment
to convey the story rather than relying on dialogue,
narration, or text. This technique encourages
immersion, exploration and discovery as viewers interact
with objects, characters and environments in virtual reality

Environmental s
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It is a technique that uses viewers' physical

em b()d |ed movements and gestures in its narrative to interact with the
VR world and story. This technique creates a sense

of authenticity, agency, and embodiment as viewers
in’[e raction S feel their physical presence and active participation in the
virtual reality world.

as If
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y This technique allows the audience to see the story world differently.

It creates a sense of complexity, enigma and unpredictability

N O n - as it encounters angles, timelines and realities.
I - Non-linear narratives also encourage audiences to piece
In ear together the story, inviting them to interpret and construct

narratlves their own meaning from the narrative.
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y Social VR, shared and collaborative VR
It is a Spatial Storytelling technique that uses
multiplayer and social features to facilitate gaming

SOC|a| VR experiences. This technique creates a sense of community,
connection and co-presence as viewers interact with real

or virtual people in the VR environment.
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y The process of creating a Spatial Story includes the following
macro stages:

a spatial one

y 1. Preparation of the plot of the story

y 2. Choosing the narrative technique

Tips for
creating stories

y 3. Choosing the narrative style

y 4. Creating characters

y 5. Creating the environment
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y At the end of this training, you will be equipped with basic digital skills.
The teacher will be able to create a simple but effective educational
experience with Mozilla Hubs. Students will be able to access the
Mozilla Hubs experience through a VR headset, personal computer, or
a sufficiently powerful mobile device.

y To achieve what is shown in this presentation, the teacher must be able to use simple

H OW to digital tools: - 3D graphics; - video editing; - illustration; - script writing

create a VR
training experien

y Many different digital applications that are difficult for a single person to master

Because it requires a basic level of proficiency, working in a group
is highly recommended to develop a VR training experience.
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y Creating a VR training experience only makes sense if it requires

at least one of the following features:

Is VR experience

y - Branching narratives
y - Spatial audio —

rea”y the ¥ Environmental storytelling
”g ht ChOice? y - Embodied interactions

y - Non-linear narratives

y - Social VR
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y The Mozilla Foundation defines Hubs as a virtual platform
that delivers 3D immersive experiences for educators,
teams, and organizations. Mozilla Hubs is a web application
that can be used from your phone, computer, or headset.
There is no need to download software. The online service allows

: : you to choose from pre-made environments and avatars or create
Wh at Is M QYA I Ia your own for an easy start. Users can have a social VR experience by

H b o) simply connecting to its URL with their browser.
u S | |

Spoke, a simplified 3D editor, provides customized
Can be used for those who need to create environments and are

not satisfied with one of the many templates available
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solutions for
creating

Immersive
experiences suitable
for the world of ed

y 1. Mozilla Hubs

y 2. CoSpaces

y 3. Spatial

y 4. Minecraft

y 5. Second Life
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y Each has strengths and weaknesses. There is no ideal solution
for all contexts, and the right choice depends largely on
objectives and economic viability. We use Mozilla Hubs for

Why both ethical and practical reasons. The ethical motivation
Is that Hubs ensures not to use the platform to collect user
MOdZi”a data and profile them for advertising purposes. Among the
five platforms listed, Mozilla Hubs is the only platform that
H U bS7 offers a free version with enough functionality to create

simple and limited but effective experiences.
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y Before we start building a simple learning experience together

in Mozilla Hubs, it's important to become familiar with the

Gettmg started with environment. The easiest way to do this is to visit the

I\/IoziIIa HUbS demo environment: go to https://hubs.mozilla.com and click
Try Our Demo.
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_ y To perform the experience demonstrated in this tutorial, it is

necessary to activate a free account for Mozilla Hubs. The

: procedure is simple and fast. You can use your GMail
AC'“Vate account, Apple account or any email account. Below we show
you how to proceed in the second case. In all cases, the
registration procedure is activated by clicking the Go to
Dashboard button in the upper right corner of the https://

Mozilla
H u bS aCCO u nt hubs.mozilla.com home page.
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y This is the main part of the training. We'll show you step by step
how we created a simple VR experience called "Coach and

Win" with Mozilla Hubs. We will explain not only how we did it,
_ but in many cases why we made certain choices.

y The following slides cover the following topics:

Creating a
simple

y - Entrance to Khoja and Kazan

y - How to access the experience

VR
experience from s

y - Designing the experience

y - Creating the virtual scene

y - Creation of content
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_ y This training explains how to create the VR experience called

"Nasreddin Hodja and his Cauldron". Before starting
your training journey, it may be helpful to experience the
entire experience to get an idea of the end result. To do
this, simply connect to https://337b63d651.myhubs.net/

How to access link/Krgpy8c from a browser
: installed on your computer, mobile device or VR headset
VR experience?
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Designing

the experience

Yy What goal do we want to achieve with our VR experience?

Yy The aim is to discuss a typical Nasreddin Hodja conversation among a group of students.
to create moments of reflection and real-time discussion about the classic
structure and narrative features of the story.

y Being together during reflection is a way to practice the experience.
Is a very important requirement when choosing a social VR solution. If
we wanted to invite the student to think about a story on his own,
other solutions, such as reading a text or watching a video, would be
much faster and more effective

Yy When choosing a social VR solution to implement the experience
Being together while thinking is a very important necessity. Curiosity
aroused by an unfamiliar environment is for good reason

y Of course, the necessity of being together is a fascinating way to meet.
It will be accomplished naturally by discussing the subject in class, without
resorting to technologies. So why social virtual reality?
If moving around a space adds value to the learning process, it makes
sense to use virtual reality
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The “tunnel” configuration shown

in the image allows for a sense

of progression and discovery.

It also helps to

psychologically separate the
different stages of analysis,
reinforcing the perception that the
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_ y The first constraint is economic: for many schools
It is difficult to allocate funds to pay subscription fees for the
platforms' services, and unfortunately the free versions are

extremely limited in functionality.

y Another important economic issue relates to the quality of the
content. It is possible to find free textures or 3D
objects on the Internet, but often the quality is lacking or not
enough to meet all needs. This is a recurring problem with
human characters:. Buying 3D objects or worse yet, having
them made by professionals is very expensive.

Limitations
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Spectacular characters or
breathtaking scenarios observed in
games or VR demos are the result
of highly complex professional
resource optimization work. In the absence
of high skill and economic resources for
this optimization process, it is
necessary to make do with using
very simple models and textures so
that their experience can work smoothly.
As a reference parameter, consider that
a single high-quality human

figure can easily contain more than
500,000 polygons

Polygon Count:
Wae recomenend your scane use no more than 50,000 triangles for mobile devices

Materials:
We recomenend using no more than 25 unique materials in your scene to reduce
draw Calls on molbnle devces

Textures: H
We recommend your textures use no more than 256ME of video RAM for mobile
devices. ' We also recommend aganst using textures larger than 2048 « 2048

Lights:
While dynamic lights are not enabiled on mobsle devices, we recommend wusing no
mare than 3 lights in your scene [excluding ambient and hemisphere lights) for your

scane to run on low and PCs

File Size:
We recommend a firal file size of no more than 16MB for low bandwidth
connectiors. Reducing the file size will reduce the time it takces to download youwr

were
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Design the

experience.

y A-Experience, corresponding to the four key moments of the narrative,

We structure it in a "tunnel" that allows progression through
four stages of experience:

y 1-The teacher says that the winner is dead and he has nothing to return. In
response to the neighbor's objections to this incredible story, Hodja
emphasizes that the story is no more incredible than what is accepted when the

neighbor benefits from it.
y 2-Hodja borrows the cauldron from his neighbor.

y 3-Hodja returns the cauldron with another small cauldron and

It tells the incredible story of its birth. The neighbor pretends to
believe the story for his personal gain.

y 4-Hodja asks to borrow the cauldron again
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B-The teacher first makes the connection and
welcomes the students into what appears to be just a room
with an illustration of the story on one wall.
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C-. It introduces the experience and explains: _ _ _ _
P P D-After the discussion, the teacher explains that they are not in a

The image is actually a video that can be started by _ - : .
command simple room, but that it is possible to go through the screen and continue

exploring the story

The teacher shows the video to the students and they
discuss it together
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Y+ The first step is to create the scene that will host the video content.

IS to create.

y Return to the Dashboard and click Scene in the upper right corner.

It's time to choose your editor.

Creating

the virtual scene
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The Projects screen will appear where you can select an
existing project or create a New Project to edit.

You'll do the latter and then recreate the environment by
following the plans in the slides below.
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y Recreate the objects described in the plans
Before starting, it is necessary to become familiar with Spoke's commands.

'y Spoke, https://hubs.mozilla.com/spoke/ projects/tutorial
It is a highly simplified 3D editor that can be mastered in less than 1 hour,

starting from the interactive tutorial at

y Going deeper into using Spoke is the purpose of this training.
It goes beyond. The Hubs YouTube channel (http://
www.youtube.com/@MozillaHubs) is the best place for those

who want to delve into this topic: it contains resources of various levels

of complexity
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The following slides are from Mozilla Hubs "Nasreddin Hodja and
Contains blueprints for the "Cauldron" experience

THERE ARE SLIDES FROM PAGES 23 TO 38
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