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Ag we rely more and more and ag probleme require we need to effectively to enable people to make
on data to understand our world, global golutiong, communicate that data informed decigions.
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Vicualizations can be effective in showing deta, but a gingle picture alone may not be

R able to explain nor to engage an How do we engage an
Rdind sk audience in decoding a meseage. audience?
] Houw do we break
| down complexity?
How do we guide
gmﬂﬂﬁ the audience?
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There are many ways of Although comice are Thie comic presente our
data-driven storytelling: One of them being familiar to everyone, they viewpoint on data comics
comnicg. are vactly underexplored for | [EREACEITRIY VSV RV
= data-driven storytelling. to tell stories with data.
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Comice are an old art, An art to tell etorieg in One that worke by estab- many of which are At the eame time,
familiar to many. engaging ways. liched elemente and ruleg, well studied. comicg allow for great

expreseive freedom.
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Progress:
Definition
Guidelines

Examples

Conwergation
QueryMarvel ‘ .
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Four E ssential Components of Data Comics To explore that
degiﬁn gpace and

to characterize data |
Vigualization Flow Narration Words and Pictures comics, we diccuse
four egeential
components of

data comics.

yas
Our goal will
be to epot

..in the ocean
of storytelling.

We believe it is timely fo start thig journey now. We ctart
exploring different angles, trying to describe what makes
data comice epecial and chow their potential
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Data comice are ingpired by other vicual forme concerned with the presentation of change and sequence:

We call this component visualization, ranging from iconic realistic pictures to abstract and conceptual visualizations.
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While all of thege pictures
are vigualizationg, not all of
them chow data.
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Data vigualizatione provide a
vigual form to something
otherwige invisible.

In fact, data does not
actually have to exiet,

nor can we be gure the
repregentation ig true.

Data comicg can vary in
etyle and detail to cupport a

or uge alfernative representa-

tiong to highlight a different

meggage point.
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[¥e going Thig ie One central  Many missing
up! unctable! node. connections.

A chogen vieualization mugt fit
the data, but
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most importantly, it muet be
understood by reader,

even thoge who have never
geen 4 vieualization.
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eventually will |

be ghown to
the audience.




[ storytelling, it ie imporant
that people understand the
presented content eagily,

especially when data
and vieualizations are
complex.

Yet, comicg offer a 1’ !
faccinating and imple way: | one || meseage | per | | panel.
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No reading order requires
readers to explore by them-
celues.

Comice can explain complex
procesgeg by gplitting them
into lees complex unite.

Linear order provides guid-
ance and aidg argumentation.

Thig requires transition.
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However, sequential vicual-
izationg do not yet make a
good gtory nor explanation.
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A good story hag a rhythm,

it drawse readerg in, it
immergeg.

But mogt imporant, it hac a
meggage to the world.

We call this component narration, ranging from factual arrays of visualizations to richly narrated graphic novels.
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Data never comeg alone, data alwayg hag a context. Context creates story which ~ wante to be narrated
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A good narration requires
balance.

[t can uge different types of
narratorg:

Visualization

[t makeg uge of trangitiong
between panele
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and ceparates

the important

the detail.
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But storytelling is an old art
and learning from the magters

Climax
Riging

[ntroduction ~ Denouement

.. can help to create truly

dramatic walkthroughs.
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Bictures can be congidered
the nonverbal:

Wordzg can be congidered

The narrative power of
the realm of the verbal:

coricg comeg from

pictures and words

the logical the factual

the cequential the parallel

I

the abetract the conerete

the learned the perceived

in symbiogis. the fact

the glow

We call thie component Word and Picture, ranging from almost entirely verbal, to nonverbal and vicual.

Verbal /"——Er Words and Pictures :> Nonverbal
— = =1
= =W =lh

[n data comice, pictures are
mostly vigualizationg that
how evidence in data.

Bictures can be mere
reference to the logic
in the wordg
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or can gtand alone where no
worde are required to
convey the intention.”

g |

|

* Understanding can come from context,
but more text may be better than lece.

Words can help understand
a picture, explaining and
telling ug what to look at.

income

countrieg
ABC

Can you figure out which
countries are shown?

Data comice embrace both
worde and pictures fo create
a better understanding.

aceociating paragraphe
with pictures
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A combination can mean
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or integrating text into
pictureg,

or pictureg into text.

We can show an increage

or any other pattern in temporal
data Ma~" . Others showed
soceer games E‘: ,or the
amount of change in data s
changeg in networke = |

and emallmape Ti.
[16-20]

Eventually, text can become
mere annotations,

=~

leaving more gpace for the vieualization

and for the obgervers to explore.
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Thig comic™ and our 4 componente We wanted to etart the digcuggion, diccuseing the benefite and limi- doing the regearch, fueling the
are only be the beginning of the ag we believe there ie potential in tationg, the ecenariog, infentiong, diecuggion, and exploring the
Journey. pursuing thi journey, space.

~

We believe data comice can lead to by exploring || inventing adaptingto || and blending
engaging vicual and narrative artifacte vigual etyles, || narrative the audience, || comice with
patterng, other genre.

by combining verbal and visual content, leveraging
each one’e etrength ag well ag their eynergy;

Ea s

( [) explicit guided tour for the obgerver;
F: by leveraging the richness of data visualizations to
provide visual evidence for facte; and

=9 by allowing factual visualizationg to blend with other
styles and types of picturee and narrative,
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5 Design

Patterng

Discourse

Editor
= Tools 2

and design

and very important: creation support.
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Integration
creativity,
storytellers —
visual * _ you!
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Vigualization
Literacy

Angwering these
questiong and framing
the emergent genre of
data comice requires

practice,

designer
vigualization
! designers po}
. clepists o
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* Thig ie not a data comic, ag it doeg not tell a story about data. [+ ie an homage to Scott MeCloud [6). www.datacomice.net
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