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Abstract

Reading Digital Fiction provides an extensive and structured exploration of digital fiction, adopting a
cognitive and empirical approach. Introducing the concept of "medial reading," it emphasizes the
importangeg of audience engagement with the medium of production and reception. The text
examinesﬂe generations of digital fiction, including hypertext fiction, hypermedia fiction, narrative
video games, app fiction, and virtual reality. It showcases diverse qualitative reader response research
methods specific to different mediums and platforms, ranging from screen-based interaction to
gallery installations. Through empirical studies, the book investigates aspects such as hyper textuality,
interactivity, immersion, and medium-specific narrative elements. By focusing on the reader's
experience, it contributes to the development and critique of cognitive, trans medial, and empirical
narratology and stylistics.
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Introduction

Digital media provides writers and programmers with interactive, multimodal tools for creating
narratives. These tools have special affordances in terms of material and aesthetics that impact the
processes of producing and reading. The experiences offered by hypertext and virtual reality stories
differ and reading in digital media is platform and materially-dependent. This book examines reading
as a cognitive, embedded, and embodied process in literary and digital fiction.

Main Text

This book begins in chapter 1 where it introduced Digital Fiction, Empirical Research, and Media
Reading. The cognitive processing of digital fictions—interactive, computer- generated stories that
blend many storytelling modalities—is examined in this chapter. The computing environment in which
they are created and consumed shapes digital fictions, which are experimental fictions. They may be
text-based or include spoken narrative with visual, aural, animated, or cinematic media. There are




several linear ways to read, play, or experience these stories, and readers frequently have a choice in
how they proceed through the text or story world.

Chapter 2 is discus?ﬂ about second-person narration in Ludic hypermedia fiction. A common
narrative element in digital fiction is the second-person pronoun “you,” which provides semantic and
referential uncertainly for creative storytelling. It can be employed to allude to a protagonist or to
speak directly to the reader or narrator. Nevertheless, depending on its medial and narrative
embedding, its semiotic and pragmatic flexibility goes beyond these two applications, producing other
meanings and aesthetic effects (Ensslin & Bell 2021). This chapter introduces a novel trans medial
technique that uses a Likert scale to extract qualitative information about writer' s processes in
response to their unique uses of "you." Digital fictions are available in different linear formats for
reading, gaming, and enjoyment.

chapter 3 explores hyperlinks in hypertext fiction. Hypertext fiction could be arranged by using
electronic hyperlinks, hypertext fictions and link discrete textual pieces, or lexias, with additional
content (Ensslin & Skains, 2017). These hyperlinks, which adhere to the third-generation electronic
literature standards, serve as important textual connectors between the units of a hypertextual
network. They give readers agency and narrative control so they may co-create the text and traverse
it, enabling them to make wise decisions and creative writers. By critically analyzing current hyperlink
typologies and synthesizing them into a new meta-typology that maps onto scalable degrees of
schema disruption and writerly play and experimentation, this chapter offers a new philosophy of
hypertextual reading. The new typology enables creative writers to create their own portfolios by
synthesizing the aesthetic decisions they make between emotive and narrative connections.

Chapter 4 explores immersion in literary games in the 3D-game WALLPAPER by examining textual
elements through the lens of cognitive poetics. It offers a fresh cognitive analysis framework for
immersion that is derived from the Immersion program under Department of Science &
Technology (DST) modified to take interaction and multimodality into account. Since the 1990s,
there has been an increase in interest in digital narrative media immersion, partly due to Murray's
(1997) suggestion that being immersed in a simulated environment might make one feel as though
they are in a different reality. The chapter makes the case that the most common type of immersion
is spatiotemporal immersion, which supports and enhances other types such as literary, ludic,
narrative, artistic, and spatial immersion.

The next chapter explores -application fiction and the ethics of ontological ambiguity. 21st- century
creative writing and digital-born fiction have been profoundly impacted by the proliferation of mobile
apps (Salter 2015). This chapter investigates the relationship between the ethics of fictional narratives
and interactive, participatory app fiction. The authors present a new, medium-conscious model of
ethical positioning that takes into account the ways in which authors and readers utilize reader
contributions to create a story world. In order to take reader reactions to interactive, participatory
storytelling into consideration, this model has been modified.

The last chapter is he orientation and empathy in VR Fiction. The chapter depicts the
phenomenological intricacies of Virtual Reality (VR), a storytelling medium that facilitates the creation
and exploration of universes in a manner that is highly immersive, spatialized, and embodied. Users
don head-mounted devices like Meta Quest, HTC Vive, and Valve Index to experience virtual reality
worlds that offer the sense of full, embodied presence. Readers must medially, ontologically, and
emotionally readjust themselves in order to engage with this new story medium. The author uses the
word "ambimediality" to describe the persistent way readers use allusions to other media to make
sense of their reading experience, and it emphasizes the significance of mediality and medium
specificity in narrative phenomenology.




This book uses empirical methods to investigate how digital-born fictions are processed cognitively. It
introduces newideas and techniques while modifying narrative and stylistic theories to the procedural
affordances of digital storytelling. The study advances stylistics, digital media scholarship, empirical
literary studies, and cognitive and trans medial narratology. It presents a novel theory of modern
reading called "medial reading," which reinterprets reading as a process that is both medially
contingent and mindful of the medium. The significance of readers' posture in digital fictions and the
orientational consequences of particular designs are emphasized in this study.

References

Ensslin, A., and Bell, A. (2021) Digital Fiction and the Unnatural: Transmedial Narrative Theory,
Method, and Analysis. Columbus, OH: Ohio State University Press.

Ensslin, A., and Skains, L. (2017) “Hypertext: Storyspace to Twine.” In The Bloomsbury Handbook of
Electronic Literature, edited by J. Tabbi. London: Bloomsbury, 295-310

Murray, J. H. (1997) Hamlet on the Holodeck: The Future of Narrative in Cyberspace. London: The
Free Press

Salter, A. (2015) “Convergent Devices, Dissonant Genres: Tracking the “Future” of Electronic
Literature on the iPad.” Electronic Book Review https://
electronichookreview.com/essay/convergent- devices-dissonant-genres-tracking-thefuture-of-
electronic-literature-on-the-ipad/




READING DIGITAL FICTION. NARRATIVE, COGNITION,
MEDIALITY

ORIGINALITY REPORT

14, 100 7« To

SIMILARITY INDEX INTERNET SOURCES PUBLICATIONS STUDENT PAPERS
PRIMARY SOURCES
www.whsmith.co.uk 5
Internet Source %
Kinanti Pangestu, Yopi Malagola, Inayatur 3(y
0

Robbaniyah. " Characteristics and Conditions
for Innovative Teachers: International
Perspectives, edited by Kay Livingston, Carrol
O’Sullivan, and Karl Attard, New York,
Routledge, July 31, 2023, 186 pp.,
£35.99(Paperback), ISBN: 9781032107608;
£130(Hardback), ISBN 9781032107578 ",
Education 3-13, 2023

Publication

e-journal.stkipsiliwangi.ac.id 2%

Internet Source

Anne Holm. "Chapter 2 Perspective: Presence 20/
and Distance Through Deictic Expressions"”, °
Springer Science and Business Media LLC,

2024

Publication

=

www.researchgate.net 14
0

Internet Source

o

Virginie Iché, Sandrine Sorlin. "The Rhetoric of 1
: S : %
Literary Communication - From Classical
English Novels to Contemporary Digital
Fiction", Routledge, 2022

Publication




Anne Holm. "Deixis in Digital Poetry:
Momentariness as Orientation in lan

Hatcher's Attentions", IntechOpen, 2025

Publication

1w

Exclude quotes On Exclude matches Off

Exclude bibliography  On



READING DIGITAL FICTION. NARRATIVE, COGNITION,
MEDIALITY

GRADEMARK REPORT

FINAL GRADE GENERAL COMMENTS

/100

PAGE 1

PAGE 2

PAGE 3

PAGE 4




