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many of which are At the came time,
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expresaive freedom.

Comice are an old art, An art to fell stories in One that works by ectab-
familiar to many. engaging waye. liched elemente and rules,

Panels | [ ] | Context
ﬁ_“ 0 0 5%

AL
ik __
l} &? i\

Ezl&{[

Langauge ) Word+Picture

;L_ 65 |

w * fd ngbols Characters Visual
e\ h '@ Flow — Notation
Hege;wijxpii? cl!:faicgzrr}ljics to convey information tell a gtory, and communicate
4.8 netw genre, iaprec oy in data, through vicualizatione.
how eomice funetion,
_(_\_Tf__l e 1 o I o
a [uh = MII
' Story Vigualizations

Data Comice

Early examplee of data

Progrese:
comice paved the way..

Definifion [T
Guideinee T
Examples m
TR 0 Convereation .
Toole [ ([ o

10 DAYS LATER

L o [’ | e i

Four Esgential Components of Data Com(cs

. but the vact field ia mostly empty.
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Data comics are inepired by other vieual forme concerned with the precentation of change and cequence:
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We call thic component visualization, ranging from iconic realistie pictures to abstraet and conceptual vicudlizations.
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[n gtorytelling, it ig imporant
that people underctand the
precented content eagily,

especially when data
and vieualizationg are
complex.
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However, sequential vicual-
izatione do not yet make a
good story nor explanation,

A good story hae a rhythm,

it drawe readere in, it
imrmergeg.

But moet imporant, it hac
mesgage to the world,

We call thic component narration, ranging from factual arraye of vicualizations 1o richly narrated graphic novele,
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The narrative pouer of
comice comeg from

W

pictures and words
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Data comice embrace both
worde and pictures to create
a better underctanding.

A combination can mean
aggociating paragraphe
with pictureg

or integrating text into
pictureg,
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We wanted fo start the diecussion,
ag we helieve there ie potential in
pureuing thig journey,

Thiz comic™ and cur <+ componente
are oy be the begineing of the

Journey,

digcuseing the benefite and limi-

doing the research, fueling the
tatione, the eenariog, intertiong,

diccuseion, and exploring the
apace,
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We behew dafa comiee can lead to
engaging vicual and narrative artifacte

by combining verbal and visual content, leveraging
each one’s strength ag well ag their synergy;

by delivering one message at time and creating an
explieit guided tour for the cheerver;

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

by allowing factual visualizatione to blend with other
styles and types of picturee and narratives,
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* Thie ic not 4 data cormie, ag it does not tell 4 story about data. It ie an homage to Seott MeCloud [6].
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