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Comice are an old art, An art to tell etories in One that worke by estab- | many of whichare At the came time,
familiar to many, engaging waye. liched elemente and rules, | well ctudied. comice allow for great
T expreseive freedom,
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Here, we explore daia_c%rgics to convey information tell a story, and communicate

a8 anew genre, Inspired oy in data, through vicualizations.

how comice function,

Story Visualizations

Data Comies

Early examples of data
comice paved the way.
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|
ﬁour Essential Components of Data Comics To explore that
deign epace and |
to characterize data
Visualization Narration Words and Pictures comicg, we diccuse
four eggential
T componente of
data comice.

...in the ocean
of storytelling.

We believe it ie timely to ctart thie journey now. We ctart
exploring different angleg, trying to describe what makeg
data comice epecial and chow their potential.
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Data comies are ingpired by other vieual forme concerned with the presentation of change and sequence:
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We call thic component visualization, ranging from iconic realistie pictures to abetract and conceptual visualizatione.
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While all of these pictures
are visualizationg, not all of
them chow data.
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Data vicualizatione provide a
vieual form to something
otherwige invigible.

In fact, data doeg not
actually have to exiat,

nor can we be eure the
repregentation ie true.

Data comice can vary in
efyle and detail to eupport a
meegage
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One central
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A chogen vieualization mugt fit
the data, but

mogt importantly, it must be
understood by readers,

even thoge who have never
geen a vieualization.
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which
eventually will
be ghown to
the audience.
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[n etorytelling, it ic imporant egpecially when data Yet, comice offer a ! ' |. I1
that people underetand the and vieualizatione are faccinating and eimple way: one | | meseage | per | | panel.
pregented content eagily, complex.
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No reading order requires Comice can explain complex Linear order provides guid- | — o
readers to explore by them- processes by splitting them ance and aide argumentation. Thic requires transftion.
celuee, info lees complex units.
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Houever, cequential vicual- A good story ha a rhythm, | | it drawe readers in, it But mogt imporant, it has a
meggage to the world,

izationg do not yet make a immerges.
good etory nor explanation.

We call thie component narration, ranging from faetual arraye of visualizatione to richly narrated graphic novele.
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Data never comeg alone, Context creates story L m’mc’n wante to be narrated.
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dramatic walkthroughs.

But gtorytelling ie an old art
and learning from the macters
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The narrative power of Words can be concidered Pictures can be congidered
comice comeg from the realm of the verbal: the nonverbal:

o the logical the factual '
ul — the cequential the parallel I
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I_ | — the abetract | the concrete |
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pictures and words in symbiogie.
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the learned the perceived
the: dlow the fact

We call thie component Word and Pieture, ranging from almozt entirely verbal, to nonverbal and vicual.
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[n data comics, picturee are Picturee can be mere or can stand alone whereno | | Words ean help understand
mogtly vieualizationg that reference to the logic worde are required fo a picture, explaining and
chouw evidence in data. in the worde convey the intention.” telling ue what to look at.
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* Understanding can come from context,
but more text may be better than legs.

countries are shown?

Data comice embrace both A combination can mean or integrating text into or pictureg into fext.
worde and pictures to create ageociating paragraphe pictureg,
a befter underetanding. with pictureg
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We wanted to start the discugsion,
ag we believe there ie potential in
pursuing thie journey,

Thiz comic™ and cur 4 eomponente
are only be the beginning of the

Journey.

diccuseing the henefite and limi-
tationg, the eeenariog, intentions,

doing the research, fueling the
discugeion, and exploring the
gpace.
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We believe data comice can lead to
engaging vicual and narrative artifacte

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

by leveraging the richnece of data visualizations fo
provide vicual evidence for facte; and

__ by allowing factual vigualizatione to blend with other
2 styles and types of picturee and narrativeg,
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loring || inventing adapting to || and blending
ws.u al styleg, || narrative the audience, || comice with
patterng, other genreg.

‘ There are many open questione in exploring thie epace:
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Ancwering thece
questione and framing s
the emergent genre of
data comice requires

storytellers

designer
vicualization
designers

combined efforte,

practice,

* Thie i not a data comic, ag it does not tell a story about data. It ie an homage to Seott MeCloud [6).
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