
Summer 2016 
	  

NARRATIVE AND TECHNOLOGY             K. Banazek  

PAGES FOR WEEK ONE 
DUE END-OF-DAY ON SATURDAY MAY 21 

 
* Please create a Box folder, title it using your name and this convention: “K-Banazek-NT-private” then share it with me. Each 
week, put one .pdf in it – include your first initial, last name, and the week number in file titles (e.g. kbanazek-week-1.pdf).  
  
These weekly assignments are meant to encourage you to expand and reflect on the week’s in-class 
composition experiments and our homework. Three pages (neatly designed) is all that’s necessary. Longer is 
okay, but focus on quality rather than quantity. Proofread texts made of words. Edit images (if only 
lightly) so their colors are decent, graphics are clear. Make sure your spacing and font make sense.  
 
THIS WEEK, EVERYONE’S PAGES SHOULD INCLUDE:  
 
☐  Drafts of two square “postcards” that represent themes related to the portrayal of technology in 

various forms of media. We’ll work on these in class on Wednesday. In your pages, you should caption 
each ‘card’ with a paragraph that represents a little original thought and a little research; you should 
describe, link to, or embed a piece of media that deploys your chosen theme. You might want to include 
photos of your thumbnail sketches and/or to describe other ideas you had for illustrations.  

 
EVERY WEEK, EVERYONE’S PAGES SHOULD ALSO INCLUDE:  

 
☐  A brief written reflection on the week’s work. Where did it take you? What did it make you think 

of? What kinds of questions did it prepare you to ask about future encounters? These written 
segments shouldn’t just repeat things we all said in class---rather they should add to discussions. Include 
things you thought of after class, didn’t get a chance to say, or were thinking in response to homework 
tasks or supplemental resources that we didn’t get to in our time together. About 500 words is 
appropriate here. You might write this all in one block at the end, but you might also intersperse 
paragraphs with your various images and experiments.    
 

This week, you might write about:  A working definition of the word technology that you like; 
A working definition of the word narrative that you like; 
 --- any words in these definitions that stand out to you as not-quite- 

right words, and/or as particularly important/interesting; 
Design, collection, and/or curating as exercises in “critical thinking;”  
The relationship between language, lines, colors, and space in Here; 
Past experiences with particular words, images, forms, or tools we used;    
Decisions you made in creating your graphics; 
How various activities and readings relate to each other; 
How class-so-far relates to the expectations you had coming in.   

 
THIS WEEK, YOUR PAGES MIGHT ALSO INCLUDE:  

 
☐  A revised sketch of the “interface” for your future autobiography with an extended 

reflection; perhaps including callouts that describe features; perhaps using this example to 
meditate on other questions (e.g. how do notions of technology, form, medium, and audience all 
relate to the concept of the interface…) 

	  
☐  A Here-style comic and a reflection on your experience “writing” it. Especially one that imagines 

technology and/or “windows” in a new or peculiar way.   
 
☐  A curated collection of screen shots or links to time-based media and a reflection on how this 

collection relates to the ideas of the class (or your understanding of “technology” more generally). 
Perhaps shots that relate to your chosen themes.  



Summer 2016 
	  

NARRATIVE AND TECHNOLOGY             K. Banazek  

PAGES FOR WEEK TWO 
DUE END-OF-DAY ON SATURDAY MAY 28 

 
* Turned in via Box; please include your first initial, last name, and the week number in file titles (e.g. kbanazek-week-1.pdf).  
These weekly assignments are meant to encourage you to expand and reflect on the week’s in-class 
composition experiments and our homework. Focus on quality rather than quantity. Proofread texts made 
of words. Edit images (if only lightly) so their colors are decent, graphics are clear. Make sure your 
spacing and fonts make sense.  
 
THIS WEEK, EVERYONE’S PAGES SHOULD INCLUDE:  
 
☐  A one-page inventory or glossary of technologies included in the book Free Fall.  
 - Include page numbers (or % from Kindle) that tell where this tech appears. 

- EITHER analyze the nature of each piece of tech, including its relation to a world outside the book, 
and its impact on the main characters and events in the book OR draw a schematic (by hand or digitally) 
of what it might look like based on details from the book, calling out features (you might choose to draw 
multiple versions of something, showing off where the book is ambiguous) OR create some kind of 
comic/graphic system for “describing” technologies.  
 

☐  Annotations for four cards from the Android: Netrunner card game, including an identity.  
- Describe at least one image in extreme detail. Make it feel excessive. Be subjective. 
- For at least one card: comment on references you notice; refer to the sci-fi encyclopedia’s list of themes 
for inspiration; write about how this card plays into something larger than the game. 
- For at least one card: write about the game mechanics that it invokes---what’s it good for? If you don’t 
feel like you know, peak at Amazon reviews and comments on decks that use it (via netrunnerdb.com).  
- For at least one card: react to the italicized quote it features; discuss at least one word choice in detail; 
think of it as if it came from a critical moment in an important piece of literature…  

  
EVERY WEEK, EVERYONE’S PAGES SHOULD ALSO INCLUDE:  

 
☐  A brief written reflection on the week’s work. Where did it take you? What did it make you think 

of? What kinds of questions did it prepare you to ask about future encounters? These written 
segments shouldn’t just repeat things we all said in class---rather they should add to discussions. Include 
things you thought of after class, didn’t get a chance to say, or were thinking in response to homework 
tasks or supplemental resources that we didn’t get to in our time together. 500+ words is appropriate.  
 

This week, you might write about:  Genre, medium, and technology: how are these things distinct from 
 one another? How do they work together to influence stories? 
Can a genre be a technology?  
A particular (short) passage in the book Free Fall; 
Rule systems---how they work in “traditional fiction” vs. games; 
Schematics or instructions as ways of organizing knowledge (vs. story); 
How (or if) having access to both the game and the book changed your 

relationship to the Android universe;   
Decisions you made while working on your annotations; 
How this week’s activities and materials relate to last week’s and/or 

experiences you’ve had outside class. 
 
THIS WEEK, YOUR PAGES MIGHT ALSO INCLUDE:  
☐  Plot maps, character sketches, and other in-class experiments that compliment your reactions. 
☐  Reviews of Netrunner that compare it to other activities (in text or graphic form).  
☐  A detailed introduction to some other card-based game or system and a discussion of its 

relevance to the themes of the class.  



Summer 2016 
	  

NARRATIVE AND TECHNOLOGY             K. Banazek  

PAGES FOR WEEK THREE 
DUE END-OF-DAY ON SATURDAY JUNE 4 

 
* Turned in via Box; please include your first initial, last name, and the week number in file titles (e.g. kbanazek-week-1.pdf).  
Proofread texts made of words. Edit images (if only lightly) so their colors are decent, graphics are 
clear. Make sure your spacing and fonts make sense.  
 
 
THIS WEEK, EVERYONE’S PAGES SHOULD INCLUDE:  
 
☐  Six new, designed-by-you Android: Netrunner cards.  
 - At least one card should be an identity card. 

- Choose one faction to focus on, runner or corporation. [2/6 cards may be neutral or out-of-faction.]  
- Imagine these cards are part of a data pack or an expansion pack; give that pack a name.  
- Include either art created in a medium you’re comfortable with or detailed descriptions of hypothetical art 
(you might link to the online portfolio of an artist who you’d commission to create your art in a dream 
world). Rough sketches (analog or digital) are okay.   
- Include italicized quotes not directly related to game play on at least three cards.  
- Look at real cards to try and plan relevant mechanics---how much is it reasonable for a card to cost? 
How might your cards work together (e.g. one might make it easy to give the runner a tag, and one might 
only have an impact if the runner is tagged…)? You can “borrow” mechanics from existing cards, 
modifying them only lightly. If your mechanics are a little off, that’s okay---but try anyway! 
- If you get stuck, consider “stealing” events/characters/resources mentioned in Free Fall. And/or 
borrowing from mythology and/or other sci-fi franchises.  

 
+ I’ll put some “frame” images on Box that everyone is invited to use.  
+ We’ll spend the last 45ish minutes of Wednesday’s class workshopping your card ideas; if you’ve 
started work before class, you may get more out of this.  

 
☐  A short fictional “sketch” of a scene that teaches readers something about the character or corp 

presented on the identity card you designed.  200-400 words is appropriate. 
- Consider including dialogue. What can we learn from how a character talks?  
- Consider objects and setting features that might add to the world as they illustrate the character/corp. 
- Consider these tips from established writers. (Hint: not all “professional” advice is good advice.) 
  https://www.theguardian.com/books/2010/feb/20/ten-rules-for-writing-fiction-part-one  

  
☐  A brief written reflection on the week’s work. Where did it take you? What did it make you think 

of? What kinds of questions did it prepare you to ask about future encounters? As usual, you’re 
invited to include things you thought of after class, didn’t get a chance to say, or were thinking in 
response to homework tasks or supplemental resources that we didn’t get to in our time together. 500+ 
words is appropriate.  

 
This week, I encourage everyone to use this space to reflect on the process of creation. What went well in 
creating your cards? What did you want to do but not have the time (or skills or understanding of the 
game) to do well? What was harder than expected? When you got stuck, how did you get unstuck? Did 
you learn anything from designing these cards that might be useful in more “traditional” writing 
situations? If you were giving advice to someone about to start this project, what might you tell them?  
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NARRATIVE AND TECHNOLOGY             K. Banazek  

PAGES FOR WEEK FOUR 
DUE END-OF-DAY ON SATURDAY JUNE 11 

 
* Turned in via Box; please include your first initial, last name, and the week number in file titles (e.g. kbanazek-week-1.pdf).  
These weekly assignments are meant to encourage you to expand and reflect on the week’s in-class 
composition experiments and our homework. Focus on quality rather than quantity. Proofread texts made 
of words. Edit images (if only lightly) so their colors are decent, graphics are clear. Make sure your 
spacing and fonts make sense.  
 
THIS WEEK, EVERYONE’S PAGES SHOULD INCLUDE:  
 
☐  A final project proposal.  
 - See separate guidelines on the back of this page.   

 
☐  An image of a either a graph-paper game level or  a map that tells some kind of personal story.   

- This should occupy a full page. It need not be a standard 8.5X11 page.  
- You should engage thoughtfully with the questions:  
    How much detail is enough? How much is too much?  
- If you miss class, get stuck, or want to start over, consider these resources:   

http://qz.com/429862/the-original-super-mario-game-was-designed-on-graph-paper/  
http://www.archdaily.com/783657/the-sheets-of-graph-paper-they-used-to-design-super-mario-bros  
http://www.projectpixelpress.com/floors/  

  
AS USUAL, YOUR PAGES SHOULD ALSO INCLUDE:  

 
☐  A brief written reflection on the week’s work. Where did it take you? What did it make you think 

of? What kinds of questions did it prepare you to ask about future encounters? These segments 
shouldn’t just repeat things we all said in class---rather they should add to discussions. Include things you 
thought of after class, didn’t get a chance to say, or were thinking in response to homework tasks or 
supplemental resources that we didn’t get to in our time together. 500+ words is still appropriate.  
 

This week, you might write about:  The idea of environmental media and its relation to time/space;  
The nature of absence and/or omission;   
Animation---as a practice or as a descriptor/metaphor; 
The experience of collaborative storytelling; 
Maps as stories, narratives, or ways of organizing knowledge; 
Decisions you made while working on your animations or maps; 
How this week’s activities and materials relate to last week’s and/or 

experiences you’ve had outside class. 
 
THIS WEEK, YOUR PAGES MIGHT ALSO INCLUDE:  
☐  Additional maps, sketches, and/or creative experiments that compliment your reactions. 
☐  Environmental objects created using tools introduced in class and notes about your experience.  
☐  A detailed introduction to some other mapping, 3D-modeling, or specialty photography tool.  
	   	  



NARRATIVE AND TECHNOLOGY          FINAL PROJECT PROPOSAL 

 
THESE ARE MEANT AS A STARTING PLACE FOR CONVERSATION, NOT AS A CONTRACT. YOU CAN AND 
PROBABLY SHOULD CHANGE DIRECTIONS AS YOU WORK. It almost doesn’t make sense for me to list 
guidelines for this final project, since I hope you will all conceive of projects that are meaningful to you and 
then let those projects lead the way. That said, I want to be clear about my expectations. 

 
☐  The final project is an opportunity for you to create one composition (engaging the themes of narrative 

and technology) that you’re proud of as a polished, finished product. 
 
☐  Your final project should stand on its own. That is, it should be something that someone not in this class 

could pick up (or visit online) and enjoy without having done our work or heard our conversations.  
 
☐  The form of this project is up to you. Don’t try to imagine it in terms of length at first (we can negotiate 

that). Do imagine that it should take at least twice as long outside class as a really good set of weekly 
pages. If you’re creating a booklet of some sort, you might imagine at least 12 well designed 5”x7” pages. 
Your project might need a brief introduction or epilogue. You’re welcome to work in audio, video, or 
online formats and to write scripts to collect info.   

 
☐  I’ll bring more examples Wednesday to show before we workshop your ideas. You might also expand any 

of the experiments we’ve done thus far. So, things open to anyone at this point include:  
- A prototype for the storytelling interface you imagined on the first day of class.  
- A collection of Grids&Gestures-style experiments with an introduction.  
- A single story or idea sketched out then told in three ways (e.g. print text, audio essay, and image-based 

essay or a photo essay, a comic, and a map ). 
- A fully realized Netrunner expansion pack (20 cards with thoughtful mockups).  
- A game (card, board, dice, video, etc.) designed by you and produced as a prototype. 
- A miniature “atlas” with different kinds of creative mapping experiments included in it.  
- A short but thoughtfully composed stop-motion film. 
- A longer, more polished video project that uses game footage  (via in-class exercises coming week five).  
- A chapbook (potentially illustrated) including many kinds of descriptions of a single technical object. 
- A collection of experiments that combine words and images in novel ways to help people understand 

technical subjects. e.g. Jason Permenter’s physics: http://work.jasonpermenter.com/Fundamental-Forces .  
- A 12 to 15 page academic essay that analyzes a specific object and pays keen attention to the way in 

which one or more technologies influenced that object’s content, publication, reception, etc.  
- An essay on one or more of the ideas of the class for a smart but general audience (potentially including 

more figures than typical academic essays and also more detailed captions).   
- Something entirely other that you imagine being useful to have in your professional portfolio (new 

graphics and descriptions for projects you’ve worked on, etc.—feel free to run ideas by me.) 
 

 
THE PROPOSAL ITSELF: 

☐  200-300 informal words (or less but with lots of diagrams). Be ambitious and imaginative 
here – it is often easier to scale back than it is to expand. If you’re not sure what you want 
to do yet, you may bring shorter, more tentative proposals for 2-3 different ideas.  

☐  Bring THREE hardcopies to Wednesday’s class.  
☐  Describe: what you imagine doing AND how you imagine doing it.  
☐  List: materials you will need – what tools will/might you use (analog or digital)? What kinds 

of research will you do (in the field or the library or online)? How long will you spend 
working on the various parts of this project?  

☐  List: technologies that are somehow implicated in your project.   
☐  List: potential problems that you imagine encountering.  
☐  List: at least THREE questions you have about formatting and procedures. 
☐  List: at least TWO philosophical or content-based questions relevant to your project. 



NARRATIVE AND TECHNOLOGY       GAME PLAY - DUE JUNE 13 

 
 

☐  EVERYONE should play an “atmospheric” game for at least an hour, paying special 
attention to the game’s environment, the rules of its world, and the ways in which that world 
invites interaction. Pause at least twice to take down notes, record questions, and 
make rough sketches of the spaces you’ve encountered.  

 
☐  After playing for an hour, you may choose to:  

 (A) Continue playing for another hour.  
 (B) Spend an hour watching play throughs and trailers for the game you chose.  

Hint: search “Let’s Play” and the game title on YouTube or try 
searching on < https://www.twitch.tv/ >. 

 
☐  After two hours, you may choose to  

(A) Continue playing the same game for another hour. 
(B) Try playing a different game.  
(C) Spend an(other) hour watching play throughs and trailers. 
 (D) Spend an hour reading written reviews and/or source material relevant   

        to the content of the game(s) that you’ve been playing   
Hint: there are game development blogs for many of these games.  

 
** EVERYONE should come to Monday’s class with at least two pages (handwritten) or one page 

(typed) of notes you’re willing to let others see. **  
 
☐  At some point during play, practice using something like open broadcaster software to capture some 

video of yourself engaging with the game < https://obsproject.com/ >.  This will help prepare you for next 
week’s trailer/video art production project.  
 

Quicktime also has built-in screen recording capabilities (go to file > new screen recording; consider 
clicking the settings arrow to turn the mic on). Some games also feature the ability to record in-game.  
 
Note: while you should mess around with this, even a pretty good computer may labor hard to both 
run a game and record at the same time; you don’t need to capture everything you do.     

 
 
NOTES ON CHOOSING A GAME. 
 
☐  Before choosing a game, you may want to at look reviews and descriptions for several possibilities. There 

are ten lightly recommended options on the back of this page. I’ve included a few games that engage with 
music in interesting ways because I know some of you have backgrounds in this area. I’ve also included a 
few games (e.g. Firewatch) that only people with recent computers and good graphics cards (or PS4) will 
really be able to choose and a couple games that are PC only.  

 
☐    You MAY choose a game not on this list. Either okay it with me before purchase, or choose one that is: 

(1) A walking simulator. AND 
  (2) Features a location/several locations that are based on real, Earth locations.  
 
☐    Before paying for a game, check that your system can run it. If you’re nervous, ask me for help in the lab.  

A tool like < http://www.systemrequirementslab.com > might help, too.  
 
☐  I encourage you to sign up for an account with the digital game distribution platform Steam < 

http://store.steampowered.com/ >. Steam is installed in the English lab, so you can access it in class.  



 
 
 
 
 
 
 
** Dear Esther  

http://store.steampowered.com/app/203810/?snr=1_7_7_151_150_5 
> FYI. We’ll play some of this together in class on Monday. If you don’t like encountering new 

things in front of others, you may want to choose this game. From 2012 and available for PC and 
Mac, it walks the line between having “good,” recent graphics and not requiring a cutting edge 
machine to run. You can read a little about it and download a Steam-free version here, if you want 
to: http://dear-esther.com/  

 
* Firewatch  
> FYI. We’ll definitely look at some footage from this game, some concept art, and some of the 

technologies it invokes. It’s a little too greedy graphics-wise for our lab, so we won’t play in class. 
http://store.steampowered.com/app/383870/ 

 
Eidolon 

http://store.steampowered.com/app/286140/?snr=1_7_7_151_150_5 
 
Year Walk 

http://store.steampowered.com/app/269050/?snr=1_7_7_151_150_4 
 
realMyst 

http://store.steampowered.com/app/244430/?snr=1_7_7_151_150_3 
 
Proteus 

http://store.steampowered.com/app/219680/?snr=1_5_9__300  
 
Panoramical 

http://store.steampowered.com/app/284260/?snr=1_7_7_151_150_2 
 
Refunct (PC) 

http://store.steampowered.com/app/406150/?snr=1_5_9__300  
 
Cylne (PC) 

http://store.steampowered.com/app/346550/?snr=1_5_9__300 
 
Into Blue Valley 

http://store.steampowered.com/app/334980/?snr=1_7_7_151_150_1 
 
 

 
	   	  



NARRATIVE AND TECHNOLOGY       STOP MOTION EXPERIMENT 

 
You should be in a group that includes at least four people and no more than five. As a group, you 
have access to an iPad mini with Stop Motion Studio installed and my Lego collection. Your task is 
to imagine a story together and then capture some little units of storytelling (scenes).  You 
don’t need to be an expert with the technology to use it. Stick with the preset frame rate (5FPS). Tap 
the < ? > to see descriptions of what all the tools do. I’ll be around to help.  

 
☐  Each group should begin by building a “movie” set. As you build your set, task someone with 

documenting the build. This will be your first stop-motion film.  
 

☐  Avoid having humans in your shots. The camera person may have to ask the builders to pause, 
move, or re-do things.  

☐  Start thinking about camera angles and tactics for keeping the iPad steady.  
☐  Only change camera placement/shot type if you have a reason for doing so (e.g. your model has 

grown in size and no longer fits in the frame, something cool that can only be seen from a 
different angle has just been added, etc.)  

 
☐  Once you’ve built a set, consider little details that might make it seem lively. Some film scholars 

imagine that what really differentiates a person who loves movies from a person who just makes or 
watches movies is attention to little details---the way the corner of the frame (away from the main action) 
captures something like the fluttering leaves of a tree, the motion of people in a background crowd, or a 
windmill in the distance.  

  
☐  Create at least two compositions (1-3 seconds each) that can be looped to give this effect.  

Your tiny motion might be a palm tree bending in the wind, a car zooming by in the background, 
or things passing by a window (if your set has a window). If you have water in your frame, you 
might think about how to move blue and white bricks around to imitate waves.    

☐  When you post these files to Box, post them as GIFs (not MOV files), to take advantage of the 
looping effect.  

 
☐  Now that your set is ready to go, compose three narrative scenes (10-20 seconds each).  
  

☐  Your “movie” will be silent, so think about what kind of interactions and conflicts can be 
conveyed without the use of words.  

 
☐  Each scene should use at least two different types of shots. (A shot list is posted on Box for 

reference). Think about where close ups, over the shoulder shots, or medium shots (that can 
capture two people in a frame together) might be best deployed. Where might you need a long 
shot to show the bigger picture?  

 
☐  Consider perspectival shots. For instance, if a human gets eaten by an alligator in your scene, what 

might that scene look like from the alligator’s perspective? You obviously can’t get a camera inside 
its mouth, but you can imagine what the world looks like from its perspective and arrange objects 
and actors accordingly.  

 
☐  At least one scene should incorporate an overhead view at some point. Think about where 

overhead shots can do unique work. We often see them at the beginning or end of sequence. Why 
might you want one in the middle of sequence? Perhaps a moment of mayhem or tension 
deserves one?   

 
☐  If you have time, give each scene a title. Imagine it playing before the scene.  

 

By 3pm: email your compositions to a group member, and upload them all to Box.  
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NARRATIVE AND TECHNOLOGY             K. Banazek  

“PAGES” FOR WEEK FIVE 
DUE END-OF-DAY ON SATURDAY JUNE 18 

 
* Turned in via Box; please include your first initial, last name, and the week number in file titles (e.g. kbanazek-week-1.pdf).  
  This week, you’ll upload two files. A video file and a PDF of your game notes/reflection on the process of creation.  
 
THIS WEEK, EVERYONE’S “PAGES” SHOULD INCLUDE:  
 
☐  A piece of video art created using game footage.  

- More than 30 seconds, less than 90 seconds, carefully edited.  
- Exported as either an MP4 or MOV file.  
- Your video should feature a soundtrack; this may be a piece selected from the official game 
soundtrack OR something you find online that has a creative commons license OR something you 
compose/have composed in the past.   
- Footage should be carefully selected. You should source a lot of scenes you don’t use.  
- You may try to mimic Andy Kelly’s Other Places videos, but you don’t have to. Consider where your 
game footage takes you---are there little aesthetic details that can be isolated? That can be used to create 
patterns? That can be re-contextualized in ways that are surprising or go against the grain of the game? 
(e.g. the movement of animals in Year Walk caught my attention and became the shared sample.) 
- Your video should not be combat based. It cannot be a supercut of your best kills. 
- Your video should not be dialogue based, but it can feature bits of dialogue---aim to repurpose them, 
perhaps thinking about the tradition of the William S. Burroughs cut-up technique.  
- I strongly encourage you to stick with footage from a single game, but if you have a great idea for 
something that works comparatively (featuring footage from two games or mixing footage from another 
source like advertisements or a movie the game is based on), that’s okay too.  
- You should come close to finishing this in class Wednesday. If it gets to be 2:00 or 3:00 and you’re 
made a sincere attempt but are still really struggling with video, talk to me about the option of composing 
a photo essay based on screenshots instead.  
 

☐  A copy of at least one full page of notes on your experience of the game you played last weekend. 
If you took notes by hand and not digitally, a scan is fine---don’t worry about typing them up or adding 
new info to them. 

  
AS USUAL, YOUR PAGES SHOULD ALSO INCLUDE:  

 
☐  A brief written reflection on the week’s work. Where did it take you? What did it make you think 

of? What kinds of questions did it prepare you to ask about future encounters?  
 
This week, I encourage everyone to use this space to reflect on the process of creation. What went well in 
creating your video project? What did you want to do but not have the time (or skills or understanding of 
the game) to do well? What was harder than expected? When you got stuck, how did you get unstuck? 
Did you learn anything from designing this video that might be useful in more “traditional” writing 
situations? If you were giving advice to someone about to start this project, what might you tell them?  

 
THIS WEEK, YOUR PAGES MIGHT ALSO INCLUDE:  
☐  Additional reflections, storyboard ideas, questions about your final project, or pieces or final-

projects-in-progress that you would like me to see early (the later can’t take the place of game-
based-work; this is just an easy way to make sure I get them in a timely manner).  

	   	  



NARRATIVE AND TECHNOLOGY      2 TAKES ON INTERACTIVITY 

 
 
 
 

Marie-Laure Ryan  
 

“A genuinely interactive system involves not only choice---dolls, 
trucks, and ergodic print texts also lend themselves to multiple 
uses--but also a two-sided effort that creates a feedback loop. The two 
sides can be two human minds, as in conversation or oral storytelling; they can be, more 
metaphorically, an agent and the world as a whole, because the world “kicks back” when the 
agent performs an action; or they can be a human and a programmable machine, because 
such a machine can simulate a mind or a dynamic environment.”  
 
 
 
So, can interactivity be put to use in the service of storytelling? How elusive is this goal? It 
depends what we mean by “interactivity,” or how close we are to the center of what Ryan 
call’s the “interactive onion.” Here’s how she breaks the layers of the onion down: 

 
Level 1. Peripheral Interactivity. The story is framed by an interactive interface, but 

neither the story itself nor the order of its presentation is impacted by this 
interactivity.  

 
Level 2. Interactivity Affecting Narrative, Discourse, and the Presentation of the 

Story. The materials that constitute the story are still fully predetermined, but 
thanks to the text’s interactive mechanisms, their presentation to the user is highly 
variable.  

 
Level 3. Interactivity Creating Variations in a Predefined Story. The user plays the role 

of a member of the storyworld, and the system grants him some freedom of 
action, but the purpose of the user’s agency is to progress along a fixed storyline, 
and the system remains in firm control of the narrative trajectory. (Typical of 
computer games.)   

 
Level 4. Real-Time Story Generation. Stories are not predetermined but rather generated 

on the fly from data that comes in pat from the system and in part from the user. 
Every run of the program should result in a different story.  

 
Level 5. Meta-Interactivity. On this level, the interactor is not consuming the onion but 

thinking up new ways to cook it for other users…(writing code and patching up 
the source).  

 
* The inner layers are harder to conquer than the outer layers, but we should not confuse 
problem-solving difficulty with aesthetic value.    

 
 
  



 
 
 
 
 

 
Brian Upton 
 
“A game is an engine for generating interesting situations.”  
 
This definition says nothing about rules, mechanics, feedback loops, or interaction. Those 
are all tools; they make it easier to create interesting situations, but they aren’t necessary in 
order for something to be considered a game. So, what might make a game-as-situation 
interes t ing? 

 
Choice. Are there multiple ways for this situation to unfold?  
Consequence. Does the choice affect future opportunities? 
Predictability. Are we able to anticipate correctly? 
Uncertainty. Do we feel as though our expectations may be overturned? 
Satisfaction. Can we imagine a satisfactory resolution?  

 
 

The Anticipatory Play Experience.  - A pause in the action; 
- A flurry of interpretive moves; 
- Convergence on a satisfying new understanding; 
- That is disrupted as the game continues. 
 

Designing for Anticipatory Play.  - Interpretive moves take time. 
      - Anticipation is shaped by player knowledge. 

- Interaction is the validation of anticipation. 
 
 

Meaningful Play.  - Meaning is the residue of interpretive play. 
- It’s the final position of the pieces on the interpretive board.   
- Is not  a transfer of information.  
- Is not  a coded message.  

 
  



NARRATIVE AND TECHNOLOGY      PLAY OBSERVATION NOTES 

 
 
CHOSE A TERM/PHRASE FROM UPTON OR RYAN TO RELATE TO THE SCENE       
 
 
 
 
 
 
 
 
 
KEY PHRASES FROM VOICEOVER  KEY IMAGES 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



NARRATIVE AND TECHNOLOGY      PLAY OBSERVATION NOTES 

 
MUSIC CHOICE AND SOUND EFFECTS 
 
 
 
 
 
 
 
 
 
 COLOR PALETTE AND LIGHTING EFFECTS 
 
 
 
 
 
 
 
 
 
 MECHANICS AND GAME PHYSICS 
 
 
 
 
 
 
 
 
 
BOTANY, GEOLOGY, ARCHITECTURE, & ADDITIONAL NOTEWORTHY THINGS 
 
 
 
 
 
 
 
 



NARRATIVE AND TECHNOLOGY           VIDEO WORKSHOP REMINDERS 

 
 
SOURCING ASSETS.  
 

ClipConverter. http://www.clipconverter.cc/  
Download online clips in a variety of file formats, audio and video.  
(e.g. you may want to steal Let’s Plays and music from an official game score off Youtube) 

 
Three places to find music for use or remixing: 

ccMixter. http://www.ccmixter.org 
Jamendo. https://www.jamendo.com/en       
Free Music Archive. http://freemusicarchive.org 

 
 
 
FIRST STEP.  
Open Premiere. Click on “New Project.”  A menu window will appear. The general presets are fine 
for what we’ll be doing, but you should give your project a name and save it (via “Location”) in the 
same place that you’ve saved your collected source video. Keeping all these files together is 
important because Premiere projects link to video files rather than actually incorporating them. So, if 
you try to open your Premiere project on a different computer but don’t bring the source video with 
you, it won’t work. 
  
2. Import your source files: go to File/Import in the top menu and select the files you want.  
3. Create a sequence: in the top menu, go to File/New/Sequence. 
4. Select pieces of your source file to bring into the timeline. Use the buttons that look like squiggly 

brackets – { and } – to set the in point (beginning) and out point (end) for your chosen clip. 
Then click insert to move that clip into your timeline. 

5. In the timeline itself, edit and arrange your clips. Use the razor tool to cut clips into smaller pieces 
and the slide tool to rearrange them – both tools are located in the tool menu. For Cut, Copy, and 
Paste, you can use the edit menu (Edit/…) or the keyboard shortcuts that correspond to these 
functions on your operating system. 

6. If you want to find out how to make other editing moves, try typing them into “Help” in the top 
menu, googling “premiere cs5 tutorial [x],” or ask one of us to help you.   

 
Some things you might need/want to do:  
 

Unlink audio and video within a clip      Change the opacity of clips and layer them 
Insert a title          Change the position of clips for split screen effects 
Insert a transition         Add video effects (color filters, graininess) 
Change the speed of a clip (or reverse it)      Add audio effects (fade out, synthesizer) 

  
LAST STEP.  
When you’re done editing, you’ll need to export your project in order to create a file playable on 
other computers. Go to File/Export/Media. You’ll want to choose File Format “H.264,” which 
exports as an .mp4 file, and name your project under “Output Name.” When you enter a name, 
you’ll also have the opportunity to choose a location for your exported file. Then click “Export.” 
 
 
 
 



Summer 2016 
	  

NARRATIVE AND TECHNOLOGY             K. Banazek  

FINAL PROJECT REMINDERS 
DUE VIA BOX ON SATURDAY, JUNE 25 

 
* NO EXTENSIONS. IF IT LOOKS LIKE THERE WAS A FILE SUBMISSION ERROR,       
I WILL EMAIL YOU ON SUNDAY OR MONDAY. CHECK EMAIL BOTH DAYS.   

 
HERE’S A RECOUNT of my basic project expectations: 

 
☐  The final project is an opportunity for you to create one composition (using words and images) that 

you’re proud of as a polished, finished product.  
 
☐  Your final project should stand on its own. That is, it should be something that someone not in this class 

could pick up (or visit online) and enjoy without having done our work or heard our conversations.  
 
☐  The form of this project is up to you. Imagine that it should take at least twice as long outside class as a 

really good set of weekly pages. If you’re writing a paper, it should involve independent scholarly research 
and be 12-15 pages, formatted using MLA style. If you’re creating a creative booklet of some sort, you 
might imagine at least 12 well designed 5”x7” pages. Your project might need a brief introduction or 
epilogue (contextualizing it for a general reader, setting the mood, telling a little about yourself, etc.). 
You’re welcome to work in audio, video, or online formats.  

 
YOU SHOULD TURN IN A FINAL DEBRIEF/REFLECTIVE LETTER ALONGSIDE YOUR PROJECT. 

 
☐  You’re invited to imagine your final debrief either as a letter addressed directly to me or as an essay 

with our class as its primary audience. I will read this before grading, so it is a chance for you to teach 
me how to engage your work well. It is also a chance for you to direct my attention.  

 
☐  Reflect on both your final project and your experience in the class as a whole. Some of you 

may find it worthwhile to contextualize our work within your broader studies or your life.  
 
☐  However you imagine it, this piece of writing should be taken seriously; it should be clear 

and thoughtful and say something about your experiences writing/composing this term and 
why those experiences matter (or why you think they don’t). 

 
☐  500-700 carefully edited words would be appropriate. You’re invited to include diagrams or illustrations.  
 
☐  I appreciate honesty more than flattery. I appreciate specificity most of all. If you say, 

“I learned x in this class,” point to a specific place where your work shows you making use 
of idea/skill x. Quote from yourself. Look back at assignment sheets from early in the 
semester, the goals offered on your syllabus, our readings, and early drafts of your own 
work. Consider referencing specific moments from these documents in your letter. 	  

 
☐  Consider also useful experiences that you had during workshops or class discussions. What did you 

learn from the people around you during this term?  
 
☐  What is going to stick with you from this class? This could be a bulleted list of things not to do. It 

could be a list of things you now know that you don’t know---things that you want to spend more 
time with in the future. Are there open questions from class that you’re excited to continue working 
with/thinking about (the nature of the condensed class makes me hope there might be at least one 
question like this)?  

 
 



NARRATIVE AND TECHNOLOGY          AUDIO WORKSHOP GUIDELINES 

 
 
 
* You should be in a group of 3-4 and listen to at least two other people’s rough cuts. Everyone’s first listen 
should focus on just the sonic landscape that is created, effects used, etc. When you’re acting as someone’s 
second listener, you’re invited to pay more attention to linguistic content/how sentences come together, etc. 
Third listeners can decide for themselves where to focus.  
 

 
1.  As you’re listening. List here the different kinds of things that you hear -  

don’t report on linguistic content in this space (if the essay is predominantly 
composed of people talking, consider things like laughs, breaths, the levels of 
different voices, how clips are cut or faded into/out of, etc.)   

 

1b.  After Listening. Go back and annotate the list you just made. For one item on 
the above list, say something about how it influences the composition. What 
did it do for you, as a particular listener? What would have been lost (or 
gained) if it hadn’t been included?     

 

1c.  After Listening. List some sonic elements that aren’t currently included in this 
essay that could be added. Where would they go? What would be important to 
think about in order to make them work well? Are there places where the 
editing could be smoother and tips you can give for how to make that happen?  

 
2.  As you’re listening. Make some notes about linguistic or thematic content. 

Note favorite quotes and/or quotes that seem out of place or like they could 
use a little more context, moments in a voiceover that strike you for whatever 
reason, etc.  

 

2b.  After Listening. Go back and annotate the list you just made. Identify why you 
put things on this list.   

 

2c.  After Listening. Using just a couple sentences, try to describe what you heard. 
What’s the take away? Is it an idea or a question or a feeling?   

 
 

2d.  After Listening. Offer some questions, research tips, thoughts of your own 
about the content that you think might be useful for the composer to think 
about (whether or not he/she puts them in the final product).    

 
  



NARRATIVE AND TECHNOLOGY             TEXT WORKSHOP GUIDELINES 

 
 
 
 
 
 

As the writer, before you hand your paper/outline/notes over to a reader: 
 
(1) Write a question at the top of your first page. Ask the reader to pay special attention to 
something specific as s/he reads.    
 

(1a) Optional: note things that you know need fixing but that you’re comfortable fixing 
yourself later; give readers permission to ignore them for now.  

 
(2) Write a question at the end of your last page. Ask the reader something specific about his/her 
experience reading your work.     
 
(3) Using dashed lines - - - circle:  

(a) Two words you think are perfectly chosen; 
 (b) Two sentences you’re particularly proud of. 
 
(4) Using solid lines _______  circle:  

(a) Two word that aren’t quite the right words for what you’re saying; 
 (b) Two sentences that convey ideas you don’t want to lose but which 
        aren’t perfectly structured. 
(c) One sentence that you don’t actually need.  

 
 

 
As the reader, before you start talking to the writer out loud: 

 
(1) Write a short paragraph on the back of the last page. Address both of the writer’s questions from 
part one directly. Whether or not the writer asked about this, make some notes on how he/she used 
outside sources. 
 
(2) For each of the sentences the writer circled in response to 4.b above, try your hand at re-writing. 
Give at least two alternates for each one.  
 
Consider:  Breaking one sentence into two smaller, sharper sentences. 

Adding a qualifying clause that makes the point clearer.  
Trimming a very long sentence by 50%. 
Swapping out one set of terms for another that might be audience appropriate.  

  
 

 


