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Abstract
Storytelling has one of the longest histories of
human art and culture. Artists, painters, writers
all tell their unique story by the means of
different art forms and medium. Nowadays,
people explore the form of virtual reality film in
the fields of education, experimental cinema,
porn, property sale, etc. However, what kind of
story is the most suitably told by this immersive,
360-degree art form? This question is seldom
discussed and studied before. [1][2] In aesthetic
understanding, we know that creative content
and aesthetic form cannot be separated.
Immersion and interactivity, and vision and
body movement following the direction of
Dolby surround sound are the necessary
conditions of what VR films have. We need to
explore the unlimited possibility of what stories
can be told by it perfectly and it may challenge
our conventional concept and form of what a
story should be like. To answer this essential
question, | undertook extensive research,
viewing lots of archive, updating information,
conducting interviews, researching case studies
with both pioneers, innovators and VR
filmmakers in many locations, including the
Virtual Reality Village at Bucheon International
Fantastic Film Festival, the Australia Centre of
the Moving Image (ACMI) in Federation
Square, Melbourne, and Hong Kong Baptist
University. | tried to compare, digest and
combine the pros and cons of Virtual Reality
film from East and West cultures and the
moving image aesthetics and form of Virtual
Reality. In this research, the possible bridge
between the emerging world of VR technology

and the traditional art form of classical
storytelling will be examined from the angle of
structure, generic convention, the
transformative function of story told in virtual
immersive, and the interactive spaces of the
medium. | will try to elucidate a paradigmatic
concept and framework of what Virtual Reality
Story may be for future implication and
application. It may be quite different from the
canonized traditional story from our long-rooted
cinema history.
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