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Motivation Method
 Virtual events promise inclusive and engaging cultural » Research Question: What barriers and enablers exist in the

experiences that attract new audiences and generate adoption of virtual cultural events?

additional revenue for involved stakeholders [1, 2].

BUT » Data collection: 6 semi-structured focus groups with domain

. Audience, artists & event organizers show a high prevalence experts in performing arts & media (N = 17, ng=9)

of negative attitudes towards virtual cultural events [3]. *  Priming: VR-Demo-Session

« 2x3 parallel discussions (45 min. each), focusing on the

 Research on virtual cultural events is limited, with a need for perspectives of 1) audience, 2) artists & 3) event organizers

further investigation into the role of emerging technologies  Documentation: real-time note-taking & thematic clustering

within the cultural sector [1, 4].
- Data analysis: Conversation mapping
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