Beyond the Novelty:

Creating Digital Fiction for Mainstream Audiences 1
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The Quest

Practice-led Research: From Print to Digital Novel

g
Aims: y
|. Write print novel '-
2. Adapt to digital novel

3. Offer model for future authors & publishers é

Obijectives:

|. Finished print novel

2. Adapted, finished digital novel

3. Dissertation covering process, research, and analysis of

ﬁztl,novels‘*“I C . L P c{l




‘ The Mysterious Stranger
O
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€ What is digital fiction!? b %

; A storytelling genre that uses digital technology — '.
3/, video, audio, text, hypertext, games, and other
‘| interactive elements

F
‘ Example: Interactive Alice
-
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Impending Doom

p
Why adapt digital fiction? g

= Iransitioning Technology = Transitioning Audience

|

* 2003 MSU study: Games in 80% of American '-
homes (Greenberg)

|+ 2007 FICCI-PwC study: Games = 48% of all B
l_: entertainment & media spending ($690B in a
;‘ 2006..$1.1T expected in 201 1)

* 2006 Nielson survey: internet growth 3.7%, 1
‘ online games |6% from 2005-06
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Impending Doom

Why adapt digital fiction?

Why not?




The Challenge:

L
) 4

How to adapt digital fiction!?
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The Challenge:

“\
= How to adapt digital fiction?

Building the Novel for a Digital World
* Characters

g
y
'
* Setting 5
* Plot -
* Storyline

* Game Elements
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The Challenge:
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How to adapt digital fiction!?

; Offering What the Reader Wants
* Immersion vs Engagement (Douglas 2000)

g
Y
* |nteraction
* Community *

* Ongoing Story World
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<. How to adapt digital fiction?

g
y
; Creating the Digital Story "
* Storyboard for Foundation
* Integrating Software — How to Build, How to
Deliver *
* Targeting the Market
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What's the future for digital fiction?

Toward Publication
* Penguin's "We Tell Stories”
* Eastgate Systems




The Crystal Ball

What's the future for digital fiction?




. The Crystal Ball
!:.

What's the future for digital fiction?

- Congratulations! It's a Genre

I}




On a More Personal Note...

What's the future for my research?

- y

= * Print Novel —Traditional Publication

-~ * Digital Novel — "Extra Features" available '-

f packaged with print novel, or separately r
I

«! « Dissertation — Model for process, adaptation, and
H reader-response
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For more information on this project, please visit
http://lyleskains.com/Blog/Blog.html
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http://www.eastgate.com/
http://www.inanimate/

	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15
	Slide 16

