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Abstract

The virtual reality (VR) cartoon is a format of VR contents that leverage the characteristics of webtoons that provides the
simple story line and graphical storytelling tools to strategically surmount limitations of VR contents design. The VR cartoon
enables people to experience the imaginary three-dimensional space in the webtoon as a real space by the transformation of
webtoon contents through VR prototyping. The VR cartoon successfully presents focused environment where people can readily
pay attention to the contents without notable motion sickness. People have been familiar with the storytelling strategy in the
context of published cartoons and webtoons, likely we’ve understood the narrative of a movie through the continuous scenes
projected in the screen. Indeed, it has been recognized as a popular toolset of communication, where visual images are sequentially
delivered by replacing multiple planar spaces to tell a story narrative. While there are discrete panels with the time and space
resolution in the graphical cartoons, people can distill a commit closure based on their past experiences. This is a typical
"grammar" of the cartoon, which can be extrapolated to the VR cartoon that provides a seminal storytelling strategy. In this
article, we review how the storytelling strategy in webtoons has been transformed into that in VR cartoons, and analyze the key
components of VR cartoons. We envision that our research can potentially create keystones to produce variety of new VR contents
by reflecting various narrative media including cartoon as a 'sequential art'.
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Fig. 1. VR as a progression of the narrative mediums
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