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ative <-> Hypermedia

y
‘Contradiction in terms!
Narrative:

storyline with beginning, middle and
end

m Hypermedia:
collection of linked fragments,
no required boundary




fypertext community

Experiments with stories '80s onwards
® Michael Joyce: Afternoon, a Story 1990

® Stuart Moulthrop: Victory Garden 1992

® Shelley Jackson: Patchwork girl 1995

® M.D. Coverley: Califia 1999

® Loops/choice points or events from different
perspectives
® Amanda Goodenough: Inigo Gets Out 1987

® Author can maintain some control by making
new material accessible only after reader has
read all required passages
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H)}Ler‘mks In Film

| Different forms of hyperlinks:
® Choice points with different scenes

® Choice points with alternative storylines
Run Lola Run (Lola Rennt) 1998,
Sliding Doors 1998,
Groundhog Day 1993

® Different parallel perspectives
(TV movie on different channels)




Hy InNked comics

ott McCloud:

Understanding Comics (1993)
Reinventing Comics (2000)
Making Comics (2006)

Juxtaposition of frames “forces” reader to fill
In the gaps, thus developing a “narrative”

/rémporal flow

" m A story has a beginning, a middle and an end.

B The events being talked about also have a temporal
order — these do not have to be the same
Arundhati Roy, The God of Small Things

® When constructing a hypermedia narrative challenge
is even greater, since author has less control on what
the reader reads next

m Luesebrink explains different temporal layers in a
story: cognitive time and interface time

B Presentation itself also has time
Do You Have the Time? Composition and Linking in Time-based
Hypermedia, Hardman et al.,




N?( ew Media for a New Millenium)
Exploring the creation of interactive
narratives

Narrativity in ShapeShiftedTV ,
Maureen Thomas (Cambridge University)

Graph of choice points. Every time a choice
IS made, the remaining set of choices is
reduced.

an->machine

So far discussed stories/narratives created by
humans

What do we need to understand to allow a
computer to do this too?

® topic of the story

@ intended listener

® representation of discourse




course model components

A discourse model contains knowledge about:
® genre composition;
@ discourse structure building;
@ discourse structure population.

B genre: a distinctive type of literary composition that
defines characteristic attributes of this composition e.g.
a flow of discourse.

m discourse structure: identifies the flow of discourse by
specifying concepts and their order plus situation of
these concepts within sections and subsections.

m order: a meaningful order based on semantic relations
between items

B A generation process uses knowledge in the discourse
model to generate a final presentation

he Role of Genre

'm Genres differ in discourse flows

® Essay, biography: informative genres, oriented on
providing information

® Newspaper article: stronger narrative structure in
which climax is essential
m Different mechanisms are required to support
different genres

® Essay, biography: find a set of relevant concepts,
decide in what order they should be presented

® Newspaper article: identify climax, find relevant
concepts

Falkovych & Bocconi, Creating a Semantic-based Discourse
Model for Hypermedia Presentations: (Un)discovered Problems
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Why did they do what they did?
What do you think of the casualties among civilians?
What do you think of the Afghanistan war?

What are the consequences ofthe war?

What are the roots of the problem?

What do you think about the Anthrax?
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ﬁ clusions
B Hypermedia narrative is still an experimental art

form
Marc Bernstein
Online magazine Tekka

Online writing centre
m We can't (yet) generate rich hypermedia narratives

m We can make small steps from domain knowledge
to human-consumable information

m We can ad_d rich rhetorical information and
generate video sequences N
Re-use of visual material is “forgiving”
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