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Executive Summary

“The room is dark, and you can hear sirens in the distance then crouch behind a broken wall, rapid
breath comes, heart is pounding in your chest. In your hands is a device that could really help
someone. A voice you heard in your ear tells you to decide: act now and take a chance, or hold back
and watch the time slip away. This isn’t just a decision on a screen; it’s really up to you. You're not
just observing this—you’re living in it.”

Overview

This report proposes an examination of the intersection between storytelling and technology in VR
film, measuring the effects on engagement and transformation of industries. The research will thus
seek to highlight developments in VR filmmaking, study how interactivity increases user freedom &
emotional engagement, and observe cutting-edge technologies like real-time rendering, artificial
intelligence, and haptic feedback.

Problem Statement

Peoples are usually watching stories passively in the form of movies, TV shows, or even most VR
experiences. But these medium, do not let them truly step into someone else's shoes, make decisions,
or feel like they're part of the story anymore. There is a lack of immersive, very emotionally
powerful experience that could give the users agency along with delivering a deep, meaningful
narrative. But what if we could break the fourth wall and take the narrative reins? It could become a
reality a lot sooner than you might think'.

Proposed Solution

My project aims to solve this gap by shaping an experience that allows audiences to live, feel and
influence to a narrative on a personal level rather than merely watching it. I'm combining emotional
storytelling with the immersive power of VR to create something that's more relatable and
memorable than usual media.

Next Step

To bring this vision to life will be focused on prototyping and user testing of the core interactive
framework. This involves, Story Development & scripting, Technical Pipeline Setup(Unity),
Interaction & Embodiment, Prototype & PlayTesting, Collaboration & Talent Integration and
Ethical Consideration & Accessibility.

Timeline & Cost

Making the VR interactive film is expected to take about 11 months - 12 months and cost around
£75,000 - £150,000. This budget includes everything from planning and developing in Unity to 3D
animation, motion capture, and post-production work, plus marketing and distribution. To get back
the investment by selling the film on VR platforms like the Meta Quest Store, SteamVR, and as well
as some festival awards.
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Introduction

VR Interactive film champions a revolution in
storytelling, where viewers become active participants,
crafting a truly interactive film experience. This opens
the door to non-linear narratives that branch and evolve
based on individual choices and interactions. This level
of interactivity holds the potential to redefine genres like
interactive fiction, where stories morph and respond
uniquely to each viewer's journey”.

The development of dynamic storytelling in the VR
industry is progressing rapidly with projects like Human
Within. It is a branching narrative containing several
endings, implemented with live-action scenes along with
3D environments and interactive components. The
project has been contrasted with others such as Black
Mirror: Bandersnatch, Ajax all powerful, Gargoyle Doyle
and Wolves in the Walls that have different approaches to
interactive storytelling. Bandersnatch employs a decision-
tree structure; however, experiences like Human Within
thrive on fluid interactivity, wherein the user can
manipulate the environment and affect the story while
doing so. Such changes in story mechanics show that,
when implementing stories the medium can function as

(Source: Google Images)

deeply personalized and immersive narrative experiences.

With the advancement of VR filmmaking, there are emerging opportunities and obstacles in expanding the
market, making it accessible, and in technological development. As the promising trends in affordable VR
hardware become realized along with advances in rendering and artificial intelligence as well as haptics,
the immersive experience will become more advanced and accessible. However, hardware limitations,
motion sickness, and barriers to content distribution remain formidable challenges. It will be interesting to
see how this develops in both conditions, especially for mainstream audience reach, quality, interactivity,
and emotional engagement in the experience with this kind of storytelling.

Theoretical Background and Related Work

Research on the specific topic of cinematic narration in VR was rare until 2017. Since then, several studies
have been published. The issue of guiding the viewers’ attention has been examined in several studies. The
effects and effectiveness of diegetic and non-diegetic attentional cues in VR have been compared and
evaluated®*. Brillhart introduced Probabilistic Experiential Editing (PPE) as an editing concept for VR
film°. Reyes discussed a “Screenwriting Framework for an Interactive VR Film”, which provides the
dramatic structure of the hero’s journey in interactive VR and 360-degree films®.



Guidelines for Cinematic Narration in VR

. Guiding the Viewers’ Attention to the Relevant
Story Elements

. The Range of Viewer Roles. Active Participant or
Passive Observer?

. Placing the Action and Story Elements

. The Balance of Spatial and Temporal Story Density

. Rethinking Framing o

. Rethinking Editing

Fig 1: Extended staging for seated VR viewers’

Active experience/ “Lean Passive experience/“Lean
Forward” Back”

Interaction possible and . .
No interaction

expected
High involvement Lower involvement
High potential for a feeling Lower potential for a feeling
of presence of presence

The story might fade into

Table 1. Features of active and passive VR experiences’
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i lbmsiamerind mphasis on narrative s 2
Fig 2:Probabilistic experiential editing,according
: 7
More control for the viewer TG to J. Brillhart
storyteller

Human Within: An Experimental Interactive VR
Experience

Human Within is neither a film nor a video
game by traditional definitions. But it does
embrace and challenge these labels and, in
the process, deliver a one-of-a-kind
interactive narrative experience for fans of
both. Human Within aims to raise the bar
among interactive narrative, long-format,
VR experiences. It boasts a unique
integration of video game playability with a
thrilling branched storyline asking for real
user decisions leading to different endings'®. (Source: Road To VR®)




Where Human Within stands apart is in
the way it combines different elements
to tell its story. It puts the user into an
immersive VR experience, combining
2D film, 3D graphics, 360-degree
scenes, interactive elements, and Point
Cloud environments to show both what
Linh’s experience within the virtual
world is like and what’s happening in
the physical world. Users also guide the
narrative, making choices along the way
that can change how the story unfolds.
User influence leads to one of five
different endings for Linh, Nyla, and
the world-changing technology they’ve
created''.

(Source: duuroplays'?)

“VR Interactive storytelling is all about Emotional Engagement”

o Presence and Emotional Immersion

The psychological sense of “being there”—is a foundational element for
emotional engagement in VR. The more present a user feels, the more
emotionally responsive they are to events in the virtual environment?.

[ Embodiment and Empathy

Embodying another person’s body in VR, especially across gender or race
lines, can increase empathy and shift attitudes. Emotional engagement is
strengthened when users “become” a character, rather than merely observe
them'*.

L @ Affective Design in Immersive Storytelling
f‘> Affective design in games and interactive media, stressing that character

interaction, pacing, and user feedback are essential to building emotional
depth. These principles apply directly to VR storytelling'.

L l‘\ Narrative Transportation
@ Concept of narrative transportation—being “transported” into a story
world emotionally and cognitively—has been extended to VR by later
scholars. The more a user is transported, the more they emotionally engage
and reflectd's.



Step by Step Process to make a VR
Interactive Film"’

Concept
Development &
Research

It begins with where the core narrative and emotional theme are
established. Storyboards are created to map out visual scenes as well as
important interactive elements where the audience can make choices that
influence the direction of the plot.

ScriptWriting &
Branching
Narrative

This phase creates a non-linear screenplay that allows for player freedom
of choice and numerous outcomes. Each storyline branch is designed to
provide emotional triggers and significant outcomes.

Pre-production

Casting, digital environment design, motion capture planning (if
applicable), and the creation of an asset list comprising 3D models, audio,
dialogue, and user interface elements are the main priorities of the creative
team. The degree of realism, interaction, and technical resources needed are
determined by the method—360° live-action or VR Animation.

Production

After production starts, the group either uses specialized cameras to record
360° footage or uses programs like Blender, Unity, or Unreal Engine to
animate the narrative.

Post-
Production

After importing all of the assets like 3D models, animations, motion
capture data, audio, and environmental elements into Unity, the next step
is to start putting them together using the Timeline and Animator systems.
Unity’s Playable Director helps set up cinematic sequences and
interactions, and can use tools like the XR Interaction Toolkit or VR
Interaction Framework to enable users interaction through gaze, gestures,
or controllers. When it's all done, the Unity project gets turned into files
that work on specific platforms, like APKs for Android or EXEs for
Windows.

Distribution &
Marketing

This build is optimized for Meta-Quest and SteamVR platforms. A
promotion is key factor in attracting GenZ - Trailers, behind-the-scene
footage, campaigns on social media work to create interest. And also
submitting to immersive festivals for storytelling, like(Venice VR or tribeca
Immersive), is also a great way to reach niche audiences and gain
mainstream recognition.

(Source: Behind the scenes // AJAX ALL POWERFUL//Vimeo')



Gaming and watching videos in 360 degrees are
the key activities consumers are interested in. It
shows the importance for VR manufacturers to
focus on how VR can enhance the entertainment
angle of VR and make this a key pillar of

Market
Analysis

marketing strategies'®.

Gaming

Watching Video filmed in 360 degrees

Exercising

Viewing Historic Events

Watching live sports coverage with dynamic view
Watching video on virtual 2d cinema screen

0
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(Source: Kantar Profiles/Mintel, October 2024'%)

The global virtual reality (VR) market in gaming
size is estimated to grow by USD 34.94 billion
from 2025-2029, according to Technavio. The
market is estimated to grow at a CAGR of almost
32.5% during the forecast period. Increasing
adoption of VR in the
entertainment industry is driving market growth,
with a trend towards the growing popularity of
360-degree content'’.

interactive home

Mainstream audiences have taken to immersive
content due to the increasing popularity of VR
headsets, especially standalone devices such as the
Meta Quest series. This translates into demand for
interactive storytelling experiences, which have led
major studios and streaming platforms to explore
the realm of VR-exclusive movies.

Primary Target Group:
GenZ “The Feel Seekers”

Gaming ’
(GenZ)

(Source: Kantar Profiles/Mintel, October 2024'%)

About 63% of Gen Z is into VR gaming, which
opens up some great chances in the market.
Gaming and storytelling usually feel separate, but
VR interactive film sits right in between, blending
them together. Here, stories unfold based on
people decision,
responses. This overlap makes VR interactive film
isn’t just about entertainment - its an experiance
that really connects with Gen Z’s desires'®.

Embodiment and emotional

This chosen audiences are already immersed in VR
content and looking for new types of emotional,
story-driven experiences. This is a market gap:
much VR content is action-focused, but VR
interactive film can deliver on the empathy and
immersion side of VR storytelling.



Competitor Analysis

Sci-fi adventures. Star-crossed romances. Deep-sea

t jamescameronofficial &

documentaries. Fﬂmmaker and explorer James Fantasfic news... Announcing a comprehensive, multi-year partnership with to
. . rewolutionize ALL visual media, Recently, @t ik sheowed me some of Meta's advanoed
Cameron 1S Synonymous Wlth all these genres and tech, | was amaped by its translormational potential and poseer, and what it means for
. . . . content oreators globally.
more. A ploneer m the merglng Of Cuttlng_edge I'm conwvinced we're at a true, historic inflection point. Mavigating that future with Meta
will ensure ALL of us have the tools to create, experience and enjoy new and mind-

technology and blockbuster storytelling, Cameron

blowing forms of media

has been at the forefront of innovation within the
film industry for 40 years. And today, we’re thrilled

to announce a new partnership between his venture, OMeta Lal
Lightstorm Vision, and Meta, to scale the creation L]
of world-class 3D entertainment experiences .;q
spanning live sports and concerts, feature films, and .
TV series featuring big-name IP on Meta Quest—
which will be Lightstorm Vision’s exclusive MR \‘,
hardware platform®

__

(Source: Threads?)

Various companies and independent creators are creating new limits in VR interactive filmmaking. For
instance, Meta's Oculus Studios has led immersive storytelling experiences through The Under Presents, where
live performance interacts with VR storytelling. Baobab Studios has also significantly forged ahead with Crow:
The Legend, an animated VR film that illustrates, in turn, the enhancement of narrative depth via interactivity.
On the other hand, platforms like SteamVR and PlayStation VR provide the mainstay for distributing high-
quality VR content, thus gaining access to an ever-burgeoning consumer base?'.

Market Gap

However, critical gaps still exist in the market. The fact that many VR films do not go well with interactivity,
again mainly fall into non-interactive narrative forms, like passive 360-degree video. The same holds for
developing VR films and for hardware, being barriers to entry for small or independent studios even more
cuts into a budget. Moreover, since there is no standard structure that guides storytelling, each VR project
depends on its unique method of user interaction and engagement, resulting in different quality and pacing
across productions.

Another one is that mainstream distribution networks are yet to incorporate VR films considerably. While
VR experiences are included in some platforms like Meta Horizon or SteamVR, they are not yet available in
those common streaming giants such as Netflix or Disney+. The lack of a dedicated, widely accepted VR
streaming service further limits the possibilities of reaching the audience as well as monetizing content. The
industry, therefore, remains disintegrated in terms of content accessibility. Tackling these market gaps will
strongly feature as a future success factor for VR interactive films in terms of better funding opportunities,
cross-platform distribution, and enhancement of audience engagement strategies.



Strategic Innovation and Future Trends

Enhanced internet services, such as standalone 5G and Gigabit, will make VR experiences smoother
and more appealing, furthering its footprint. This will continue to feed steady, but unspectacular
growth into the market by 2029

Adoption of virtual reality interactive films should remain focused on optimization toward a critical
user experience such as reducing latency and improving motion tracking so that smoother user
interactions could be possible along with minimizing discomfort as well as motion sickness. Ergonomic
design, such as lightweight and easily controlled headsets, creates seamless immersion experience within
VR. In addition to creating environments more true-to-life and immersive, advanced haptic feedback
and complex spatial audio systems also factor into this undertaking and result in a more comfortable
and intuitive user interface, which is the key for extending the accessibility and usability of such
technology as VR storytelling®

It is crucial to expand distribution channels for VR interactive films to reach a wider viewership. Cloud-
based VR streaming services might potentially alleviate hardware constraints by allowing users with the
ability to view high-quality VR content without affording any expensive equipment. Social VR
platforms combine shared storytelling and collaborative experience with interactive narratives, where
users visit interactive stories collectively. By embedding VR films within existing ecosystems of digital
entertainment like gaming platforms and metaverse environments, filmmakers can access new
audiences and create more socially connected experiences®

Challenges

There are many challenges that VR filmmaking needs to confront to attain its full potential. The most
obvious of these issues would be technical constraints: hardware limitations, rendering complexities,
and motion sickness. High-quality VR content would need quite heavy computing requirements for
real-time rendering, which, in turn, makes for a rather expensive project that many independent
creators would find quite daunting. In addition, motion sickness continues to be a concern for many
users and is in general caused by latency and jittery movement synchronization. More efforts should be
spent on improving the comfort level of users while developing VR hardware and software®

Conclusion

This VR Interactive film project aims to change how stories are told by focusing on emotional
engagement and giving freedom to the user within immersive environments. Using tools like Unity and
motion capture, it aims to deliver a unique narrative speaks to Gen Z - a generation for participatory
media. With a solid plan for production and strong interest in the market, this project has the potential
to stand out both in terms of technology and culturally impactful. It’s an exciting step towards into the
future of immersive filmmaking.
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