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Subject's general information

Subject name INTERACTIVE NARRATIVE

Code 101990

Semester 1st Q(SEMESTER) CONTINUED EVALUATION

Typology Degree Course Character Modality

Bachelor's Degree in Audiovisual
Communication and Journalism

3 OPTIONAL
Attendance-
based

Course number of
credits (ECTS)

6

Type of activity, credits,
and groups

Activity
type

PRAULA TEORIA

Number of
credits

3 3

Number of
groups

1 1

Coordination GÓMEZ MORALES, BEATRIZ MARIA

Department CATALAN STUDIES AND COMMUNICATION

Important information
on data processing

Consult this link for more information.

Language Catalan
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Teaching staff E-mail addresses
Credits
taught by
teacher

Office and hour of attention

GÓMEZ MORALES, BEATRIZ
MARIA

beatrizgomez@filcat.udl.cat 6

2.31
Monday - Tuesday
12:00-14:00
15:00-17:00

Learning objectives

a. To introduce the student into the narrative forms of digital and interactive media.

b. To establish the similarities and differences between classic narrative and interactive narrative.

c. To provide the student with the different tools and structures for the construction of interactive narratives.

d. To identify the particularities of the different classic narrative instances (characters, time, space, narrator, etc.)
in the interactive narrative, mainly in the video game.

e. To introduce the student in the principles of the creation of an interactive script and equip it with the necessary
tools for its elaboration.

Competences

Basic

CB2. To apply their knowledge to their work or vocation in a professional way and possess the skills that are
usually demonstrated through the elaboration and defense of arguments and problem solving within their area of
study.

General

CG2. To develop organizational and planning skills.

CG3. To apply theoretical knowledge in practical activity.

CG6. To develop creativity, innovation and competitiveness.

Specific

CE10. To identify contemporary traditions in the creation of informative and non-informative discourses.

CE13. To identify and apply the theoretical and practical foundations of audiovisual communication and the
internet.

CE14. To identify and apply the narrative logic and specific narrative and expositive skills of the audiovisual and
interactive contents of an informative and non-informative nature.

CE15. To develop creative abilities in the audiovisual, multimedia and interactive realization of the different genres.

Transversal

CT4. Acquire basic knowledge of entrepreneurship and professional environments.

Subject contents

1. Introduction to the concept of interactivity: features and characteristics.
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2. Interactivity and narration: relationships, advantages and disadvantages.

3. Interactive architecture: possible narrative structures for an interactive text and another genres.

4. The narrative in the video game: possibilities and characteristics.

5. Narrator and other existing narrators in the interactive narrative and video game.

6. Focalization and point of view.

7. Space.

8. Time.

9. Characters. Avatar and players representation. 

10. Process of creating an interactive text: structure of the interactive script.

Methodology

Lecture classes. Oral exposition of the course content by the teacher.

Colloquiums/Class debate. Activities of exchange of opinions between the students under the direction of the
teacher.

Conferences. Public exhibition on a subject carried out by an expert.

Group work. Learning activity that has to be done through collaboration among the members of a group.

Cases studies. Method used to study an individual, an institution, a problem, etc. in a contextual and detailed
manner.

Simulation. Activity in which each student or each group has assigned a specific role or character, according to
which it has to intervene in the development of the situation.

Practical work. It allows to apply and configure, at a practical level, theoretical knowledge in a concrete context.

Development plan

Formative activity
Hours allocated to the
training activity

Percentage of
attendance

Directed
activities
 

Master class 112,5 100

Scientific and/or informative events 19,5 100

Seminars, debates, presentations /
exhibitions, activities related to case
analysis and problem solving

19,5 100

Supervised
activities
 

Works (follow-up) 7,5 100

Guided discussion forums 7,5 100

Personalized attention (tutorials) 7,5 100

Autonomous
activities

Work and study 260 0

Autonomous discussion forums 10 0

Evaluation
activities

Evaluation activities 6 100
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Evaluation

Exam (40%). There will be an exam concerning the whole of the content of the course. It is compulsory to pass it
in order to count the grade of the paper and the rest.

Papers (40%). 

Attendance (20%): includes attendance to lecture classes, participation and class activities.
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