CRITICAL PRACTICE &
EXPLORATION

1666 : The Burning City

GREAT FIRE OF
LONDON

A\




AGENDA

N PROJECT OBJECTIVE 03
Nl FLAMES OF 1666 : A PATHWAY MAP 04
N STRUCTURE 05
N WORKING PROGRESS 08
N USER RESEARCH 14
N 180° VIDEO SHOWREEL 15




PROJECT
OBJECTIVE

"666: The Burning City" is an immersive, in-production experience that blends modern-day

London with the historical Great Fire of 1666. Using stereo 180° video, it offers a contemporary

view of the city, allowing users to compare the modern landscape with its appearance during

the fire. The VR portion lets users step into the chaos of 1666, experiencing the fire’s

destruction firsthand. This project merges historical education with immersive technology to
INTRODUCTION create a powerful and engaging experience.
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Start Provide an immersive geographical
context for the audience, making the Set the stage for the story, establishing
connection between modern London the culture and historical importance of
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Set the stage for the story, establishing
the culture and historical importance of
London in 1666.

X

Pudding
Lane (Past)

NIGHT / 1666 LONDON

Depict the start of the fire to give
viewers an understanding of how
quickly and unexpectedly the fire
began. This section sets up the
unfolding disaster.
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The research on studying the Great Fire The comparisons between 1666 London The compliation of the historic timeline
and morden London’s layout



»f 980-1,250%C.

Great Fire Of London Script

(Ceagad leaq™ s elring

1666: The Burning City

Fade Ou

9. OUT (180° FILM). Morden S5t. Paul's Cathedral - Day

{Optiaonal)
Fade Out

(Harrator V.0.)






VISUALS










e today, how familiar are y e User Research Questionnaire: Exploring
A I've never heard of it PEI’CEptIDnS Df 36‘0{, VIdED End VR fD!'
") B. ve heard of it, but don’ 5 Stﬂ'ryteuing

C. Tknow a little about it This guestionnaire ex

c storytell Your feedback s
! 0. | know quite a fot

E tudied it In depth

Basic

C. Moderately interested
D. Very inter

mely Inte

r learned about history through immersive media befo G i
55 or older

'Z:._:I Prefer not to say




HOW INTERESTED ARE YOU IN LEARNING ABOUT
HISTORICAL EVENTS ?

B. Slightly interested
13.3%

D. Very interested
33.3%

A. Not interested

B. Slightly interested C. Moderately interested

C. Moderately interested 26.7%

D. Very interested
E. Extremely interested

USER RESEARCH QUESTION. B
26.7%



'USER RESEARCH QUESTION.
HAVE YOU USED A VR HEADSET BEFORE ?




DO YOU PREFER TO OBSERVE A STORY OR BE PART
OF IT WHEN ENGAGING WITH MEDIA ?

D. ’m not sure
13.3%

B. | like to be involved and immersed
40%

C. Depends on the content
20%

A. | prefer to just watch

26.7% USER RESEARCH QUESTION.



DO YOU HAVE ANY ADDITIONAL THOUGHTS OR FEEDBACK REGARDING
THE IDEA OF USING VR AND 360° VIDEO FOR STORYTELLING?




USER RESEARCH

Feedback & Results:
e Majority aged 18-34
e Most were first-time or occasional VR users

Key Findings:
e Most users showed a strong interest in the 180-degree video view, while they

events of London.
¢ 180° video acted as a smooth onboarding stage into more immersive VR storyt

o Users preferred passive or lightweight interactions over fully active control.

e VR increased emotional connection and improved memory retention compared to t
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