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Course Description 

In this course, we set out to study what Espen Aarseth has called “the variable expression of the nonlinear text” in graphic novels, electronic literature, and digital games, contrasting it to conventional print texts that are at first sight almost as destabilized in narrative structure: postmodern novels by Italo Calvino and Paul Auster.  Relying on theories of narrative produced by the French structuralist Gérard Genette, as well as work by the primary theorist of digital narrative, Marie-Laure Ryan, we will analyze a conventional story, a postmodern print novel, and a postmodern graphic novel.  In one unit, I will ask students to mark-up a narrative using XML, the markup language of the future that forces one, as its proponents insist, to come up with the “grammar” of any textual form, thereby transforming content into “smart data” or data that knows itself.  In performing this markup task, students will have to ask, what is “the grammar” of narrative, the rules and laws governing its production, and what do narratives know about themselves?  In another unit, we will look at what Lev Manovich has called the “metarealism” that he claims structure digital games involving “periodic shifts between illusion and its suspension”: no longer a matter of identifying with a novelistic hero, “the user invests in the illusion precisely because she is given control over it.”  Throughout the semester, we’ll think about the effects of digital interactivity and code language on narrative structure and meaning.  By the end of it, you should be able to read a range of new media arts, from video games to graphic novels to avant-garde poetry, and to judge which among them will become part of the future canon of great literary works.

Required Work

You will contribute to the class Wiki:

1. Go to: http://wiki.lib.muohio.edu/literature

2. Click on your course number: ENG495

3. Contribute by taking notes or exploring a digital artifact once a week. You may link to any kinds of material you wish (that is respectful of others, of course). Be concerned primarily to define terms and describe the meaning of concepts that you will use in writing your final project. In your postings, think about what makes the cool site or object you found "art" (or not), what makes it cool (if it is), and why. Post the URLs for any digital objects you discuss. Comment on and revise the entries of your peers, working together to build up a kind of class glossary or dialect according to which we can discuss works together. 

Your Class Presentation: 

Working collaboratively with two or three classmates, find something on your own that we haven't seen to present to the whole class. Show us a web site, electronic literature, and/or some kind of digital media that illustrates one of the issues being debated in the section from First Person that we are reading for that class period.  Lead discussion of the section.  Present your site(s) as examples we can use to continue that debate.
Your Final Project

Find a web site, electronic literature, or some kind of digital media to discuss, something that you think at first (even if you change your mind later, while writing about it), that’s cool.  What game, Web site, or new media art strikes you as cool?  Write an essay about it (either with links or screen-captures) answering the following questions, quoting and citing the theories we read throughout the semester:

1. First, introduce your reader to the new field of digital humanities.  Why should he or she be interested in the field?  What are the questions dominating the field?

2. Analyze the narrative structure of the new media artifact you chose to work with, going describing it in concrete detail using the narrative terms we developed throughout the semester on the class Wiki. Don't presume that you are writing to people who know those terms. Reiterate and/or quote the definitions on the Wiki as a way of introducing each term you use. 

3. What features of your digital artifact make it literary, and why? What make it not literary, and why?

4. Is it good literature, and, if so, why exactly? what specific features make it good? (Define how you are using 'good' and 'bad,' quoting or citing some the theoretical texts that we read this semester.)

5. What kinds of subjectivity, what sense of what it means to be a human being, is conveyed by the work?

6. Is it cool, and if so, why exactly? What specific features make it cool? (Define how you are using the term 'cool,' again, relying on theory.) Is there a better term than 'cool' to describe the most captivating new media art? If so, use it and define it. 

7. Conclude your essay: what's the relationship between the literary and 'the cool,' or whatever other term you have mobilized to describe your digital object? 

Grades

	Contributions to the Class Wiki 
	30%

	Class Presentation
	15%

	Final Project 
	30%

	Class Participation and Written Assignments
	25%

	A+
	97-100
	 
	C
	73-76

	A
	93-96
	 
	C-
	70-72

	A-
	90-92
	 
	D+
	67-69

	B+
	87-89
	 
	D
	63-66

	B
	83-86
	 
	D-
	60-62

	B-
	80-82
	 
	F
	0-59

	C+
	77-79
	 
	 
	 


Attendance

Attendance is critical to your success in this course. Failure to come to class, and to come prepared, will not be looked upon with favor. Please do not expect me to sanction or otherwise tell you it is okay to miss class for anything other than documented illness or a real emergency. You are in college, and I expect you to make your own decisions about whether or not it is worth your while to attend a class for which you or someone else is paying tuition. Except in the case of sustained medical problems recognized as such by the university, more than three absences, even if some of them are excused, will lower your grade; after five absences, you will be asked to drop the class.

Books

(CR) Course Reader from Oxford Copy Shop, 10 S. Poplar Street: ENG 495.D A, "Narrative and Digital Media" 

Italo Calvino, If on a Winter's Night a Traveler
Paul Auster, Paul Karasik, David Mazzucchelli, City of Glass (the comic book) 

Scott McLoud, Understanding Comics
Eds. Noah Wardrip-Fruin, Pat Harrigan, First Person: New Media as Story, Performance, and Game
Optional:

John Berger, Ways of Seeing (excerpted in CR, “Artwork Reproduction”)

Marie-Laure Ryan, Narrative as Virtual Reality
Mark Stephen Meadows, Pause and Effect: The Art of Interactive Narrative
Interesting Sites
Born Magazine (free -- online): http://www.bornmagazine.org/
Electronic Book Review (free -- online): http://www.electronicbookreview.com/
Electronic Literature Organization (free): http://eliterature.org/
Facebook, MySpace
Second Life (free? – online): http://secondlife.com/
Incubation (free): http://secondlife.com/

Week 1:
Elements of Conventional Narrative
T 8/22


Introduction to the Course
R 8/24


(CR) Madison Smart Bell, “Linear Design”



(CR) Gérard Genette, Introduction from Narrative Discourse



(CR) Felluga, “Diegesis”; “Point of View”
Week 2:

T 8/29


(CR) Erving Goffman, “Primary Frameworks”



(CR) Garrison Keillor, “What Did We Do Wrong?”

R 8/31
NO CLASS MEETING – Read (CR) Wayne Booth, both
selections; (CR) Ring Lardner, “Haircut”
Assignment: Write three typed, double-spaced pages analyzing Lardner’s “Haircut” using terms gathered from the readings about narrative that you have done so far.  Please put your written assignment in my mailbox, 356 Bachelor Hall, or send your work in the body of an email to mandellc@muohio.edu.
Week 3:
Postmodern Narrative Forms
T 9/5


EXCHANGE DAY – NO CLASS MEETING

R 9/7


Italo Calvino, If on a Winter’s Night a Traveler, pp. 3-102
Week 4:

T 9/12


Calvino (cont’), pp. 103-198
R 9/14


Calvino (cont’), pp. 199-260
Week 5:

T 9/19


(CR) [Frederic Jameson], “Culture” from Postmodernism



Defining the Cool: Alan Liu, Thomas Frank (HO)
R 9/21


(CR) Jean Baudrillard, “The Precession of Simulacra”
Week 6:

T 9/26 


Scott McCloud, Understanding Comics, pp. 24-117
R 9/28


Scott McCloud, Understanding Comics, pp. 138-184
Week 7:

T 10/3


Paul Auster, et. al., City of Glass (comic book), pp. 1-42
Assignment: Write three typed, double-spaced pages using terms from McCloud to analyze City of Glass, the comic.  Bring to class to turn in.
R 10/5


Auster (cont’), 43-129ff. [to the end]



(CR) Roland Barthes, “The Death of the Author”



(CR) (optional) Laura Mandell, “The Original Author”
Week 8:
New Media
T 10/10
(CR) [John Berger, Ways of Seeing], “Artwork Reproduction”

Walter Benjamin, from “The Work of Art in the Age of 
Mechanical Reproduction” (HO)

R 10/12

Janet Murray, from Hamlet on the Holodeck (HO)
Week 9:

T 10/17

(CR) Marie-Laure Ryan, “Introduction” from Narrative Across 



Media
R 10/19

No Class Meeting: (CR) Ryan, “Cyberage Narratology”
Assignment: Write a three-page typed, double-spaced essay delineating differences between traditional and “cyberage” narrative forms, based on Ryan’s analysis.  Put your essay in the body of your email and send it to mandellc@muohio.edu.
Week 10:

T 10/24

(CR) Lev Manovich, “The Interface”



(CR) William Warner, “Compatible Culture”
R 10/26

Nick Montfort, Ad Verbum: http://nickm.com/if/adverbum.html
Class Visitor: John Fink will discuss the software used to create Ad Verbum, Inform 7: http://www.inform-fiction.org/I7/Inform%207.html
Week 11:

T 10/31 
Hans Aarsleff, Cybertext: Perspectives on Ergodic Literature, 
pp. 1-75

Assignment: Write a story about an event in your life; your story should have a beginning, a middle, and an end – though not necessarily in that order.  Bring your story to class today.
R 11/2


Aarseff, pp. 76-82; 90-96



XML Coding (HO)

Assignment: Code your story according to the instructions handed out in class last time.  Turn in your coded text in the body of an email, sending it to mandellc@muohio.edu before we meet.

Week 12:
Digital Art / Games


STUDENT PRESENTATIONS BEGIN
T 11/7 
Aarseff, pp. 97-128
R 11/9


Ed. Noah Wardrip-Fruin, First Person: I. Cyberdrama
Week 13:

T 11/14

First Person, II. Ludology 
R 11/16

First Person, III. Critical Simulation 
Week 14:

T 11/21

First Person, IV. Game Theories

R 11/23

THANKSGIVING -- NO CLASS MEETING
Week 15:

T 11/28

First Person, V. Hypertexts and Interactives
R 11/30

First Person, VI. The Pixel / The Line
Week 16:

T 12/5


First Person, VIII. New Readings
R 12/7


Course Wrap-Up
FINAL PROJECT DUE Thursday, December 14, by 5 p.m.  There is no final exam.
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