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Abstract. Portraying traditional cinematic narratives in virtual reality
(VR) is an emerging practice where often the methods normally associ-
ated with cinematic storytelling need to be adapted to the 360◦ format.
In this paper we investigates some proposed cinematic practices for nar-
rative storytelling in a cinematic VR film set in late 9th century Ireland
that follows the perilous journey young Celt as he evades being captured
by Viking raiders. From this we will analyze the fidelity of those practices
with results collected from YouTube Analytics.
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1 Introduction

In contrast to traditional cinema, where the viewer perceives the world through
a window i.e. the cinema screen, cinematic VR allows a person to be present
within the world by wearing a head-mounted display (HMD) [2]. This poses
a new challenge for filmmakers as it necessitates the expansion of cinematic
language to an immersive, border-less format. In this paper, we introduce a case
study in cinematic VR storytelling and production for the VR film Faoladh [1].
We investigate some proposed cinematic practices for narrative storytelling in
a cinematic VR film set in late 9th century Ireland that follows the perilous
journey young Celt as he evades being captured by Viking raiders.

2 Adapting Cinematic Storytelling to VR

Four techniques that have traditionally formed the ‘tools’ that filmmakers rely
on to tell their stories are: cinematography, sound, editing and mise-en-scene [3].
The expansion of these tools into VR, however, requires each to be re-evaluated.
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