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PREREQUISITE COURSES:
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Basic Programming Knowledge
Narration: Theory and Practice
Interactive Design
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ERASMUS STUDENTS

COURSE WEBSITE (URL)

(2) LEARNING OUTCOMES

Learning outcomes

Consult Appendix A

European Higher Education Area

e Guidelines for writing Learning Outcomes

The course learning outcomes, specific knowledge, skills and competences of an appropriate level, which the students will acquire
with the successful completion of the course are described.

e Description of the level of learning outcomes for each qualifications cycle, according to the Qualifications Framework of the

e Descriptors for Levels 6, 7 & 8 of the European Qualifications Framework for Lifelong Learning and Appendix B

in contemporary culture

narratives

digital games

After completing the course students should be able to:

e Understand the basic forms and structures of interactive digital narratives
e Analyze examples from the field and discuss them critically, recognizing best practices.
e Demonstrate creativity in combining archival and new materials to convey cultural

e Demonstrate skills in designing and creating interactive scenarios

e Understand and define the concept of interactive digital narrative and its application fields

e Utilize methodological approaches for designing non-fictional scenarios for various types of
interactive storytelling such as interactive documentaries, interactive applications, and




e Use digital tools for the development of interactive digital narratives, understanding their
requirements and limitations as tools for communication and expression

e Understand the requirements at all stages leading to the selection, analysis, processing,
design, and presentation of cultural content in the form of storytelling

General Competences
Taking into consideration the general competences that the degree-holder must acquire (as these appear in the Diploma
Supplement and appear below), at which of the following does the course aim?

Search for, analysis and synthesis of data and information,
with the use of the necessary technology

Adapting to new situations

Decision-making

Working independently

Project planning and management

Respect for difference and multiculturalism

Respect for the natural environment

Showing social, professional and ethical responsibility and
sensitivity to gender issues

Team work Criticism and self-criticism

Working in an international environment Production of free, creative and inductive thinking
Working in an interdisciplinary environment ...

Production of new research ideas

e Working in an interdisciplinary environment

e  Production of free, creative and inductive thinking

e  Working independently

e Applying gained knowledge in practice

e  Practice Critical Thinking

e Production of free, creative, and inductive thinking

e Team work

e Respect for difference and multiculturalism

e Showing social, professional and ethical responsibility and sensitivity to gender issues
e  Criticism and self-criticism

(3) SYLLABUS

The memorable experiences we gain from contemporary interactive media, such as mobile
applications and extended reality, as well as digital games, share a common characteristic: a captivating
story or an engaging central message that is thought-provoking and sometimes calls for action. The
interdisciplinary field that systematically deals with the creation of digital narratives, a process which
the user as a participant can (co-)shape, is called Interactive Digital Narrative (IDN). The history of IDN
begins with the first attempts at interactive cinema and the early "text adventures" and culminates in
contemporary experimental forms of participatory storytelling and narrative games. The aim of this
course is to introduce the broader framework of IDN and critically discuss the current and
interdisciplinary issues that concern creators and researchers in this field, such as complexity,
participation, creative ownership, flow, identification, and more. It will then focus on the practical
aspects of the field through the study and discussion of contemporary examples from the broader area
of the Creative and Cultural Industries. Alongside the lectures, students will have the opportunity to
create their own interactive stories and/or narrative games using open-source tools such as Twine and
Bitsy.

Course Structure

Lectures Workshops

1. Introduction to Interactive Digital Narrative.
Presentation of course objectives and description

Introduction to the software that will be used in the
workshaops for project completion

2. A historical background of the field

Screening and analysis of early examples

3. Theory and topical issues of the field. The
concept of complexity in the development of
interactive narratives

From script idea to content research —
Familiarization with digital content repositories

4, Structures of Interactive Narrative

Collaborative analysis of narrative structures —
Presentations and discussion




5. Participatory Storytelling: Interactive Cinema

and Documentary

Screening  and of interactive

documentaries

analysis

6. Interactive Cultural Narrative I: Best practice

examples

Screening and analysis of interactive narratives
from the cultural heritage and museum collections
sector

7. Interactive Cultural
development

Narrative II:

Content | Introduction to Twine

8. Playful Narration,
Emergent Narration.

Narrative Games,

and | Twine Workshop — Creation of a short interactive

script

9. Virtual Worlds and Spatial Narration

Introduction to Bitsy

10. Character Development and Dialogue — The

Role of Artificial Intelligence

Bitsy Workshop — Creation of a short spatial
narrative script

11. Location-Based Storytelling in Extended

Reality Environments

In situ experiential location-based storytelling and
analysis

12. Narration and Social Interaction

Progress of final projects

13. Presentation of Final Projects

Peer evaluation and feedback

(4) TEACHING and LEARNING METHODS - EVALUATION

DELIVERY

Face-to-face, Distance learning, etc.

Face-to-face

USE OF INFORMATION AND
COMMUNICATIONS TECHNOLOGY

Use of ICT in teaching, laboratory education,
communication with students

Use of ICT in teaching, communication with students, using
open-source software like Twine and Bitsy

TEACHING METHODS

The manner and methods of teaching are
described in detail.

Lectures, seminars, laboratory  practice,
fieldwork, study and analysis of bibliography,
tutorials, placements, clinical practice, art
workshop, interactive teaching, educational
visits, project, essay writing, artistic creativity,
etc.

The student's study hours for each learning
activity are given as well as the hours of non-
directed study according to the principles of the
ECTS

Activity Semester workload
Lectures 13*2 H=26H
Study of lectures 13*3 H=39H
Workshops 13*2H=26H
Preparation projects 13*4 H=52H
Total 143 H

STUDENT PERFORMANCE
EVALUATION

Description of the evaluation procedure

Language of evaluation, methods of evaluation,
summative or conclusive, multiple choice
questionnaires, short-answer questions, open-
ended questions, problem solving, written work,
essay/report,  oral  examination,  public
presentation,  laboratory  work,  clinical
examination of patient, art interpretation, other

Specifically-defined evaluation criteria are given,
and if and where they are accessible to students.

The course is assessed in three ways with the following

weighting:

Class Participation (10%): Active engagement and
contribution during lectures and workshops.
Group/Individual Assignments (30%):

First Assignment (Group): Selection, presentation, and

written analysis of the structure of an interactive narrative.
Second and Third Assignments (Group): Short projects
involving the design and creation of an interactive story and
a spatial narrative game, respectively.

Final Individual Project (60%):

Final Project: Involves the design and development of an
interactive narrative using software of the student's choice,
accompanied by a written analysis.

Assignments will also count towards September exam period
but cannot be completed outside the academic semester. The
evaluation criteria are announced during the initial
introductory lecture and are posted on the course homepage
on the Open eClass platform.
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