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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
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[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.”
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* 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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Patterng

Discourse

Editor
= Tools 2

and design

and very important: creation support.
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dﬂfij\) Vigualization (

Integration
creativity,
storytellers —
visual * _ you!
3

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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