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Professional Certificate in Literature Education and Training

Literature in the Digital Age

Literature in the Digital Age encompasses a broad range of concepts and practices that have emerged as a
result of the integration of technology with traditional literary forms. This transformation has had a
profound impact on how literature is created, consumed, and studied. In this module, we will explore key
terms and vocabulary related to Literature in the Digital Age, providing a comprehensive understanding of
this evolving field.

Digital Literature: **Digital literature** refers to literary works that are created specifically for digital
platforms. These works often incorporate multimedia elements such as images, videos, and interactive
features. Digital literature can take many forms, including hypertext fiction, interactive poetry, and electronic
literature.

Hypertext Fiction: **Hypertext fiction** is a form of digital literature in which the reader can navigate
through the text by clicking on hyperlinks. This non-linear narrative structure allows readers to explore
different paths through the story, creating a more interactive and immersive reading experience. Examples
of hypertext fiction include Michael Joyce's "Afternoon, a story" and Shelley Jackson's "Patchwork Girl."

Electronic Literature: **Electronic literature** encompasses a wide range of digital literary works that are
created using electronic platforms. This genre includes interactive fiction, digital poetry, and text-based
games. Electronic literature often blurs the boundaries between literature and other art forms, challenging
traditional notions of storytelling and authorship.

Transmedia Storytelling: **Transmedia storytelling** is a narrative technique that involves telling a single
story across multiple media platforms. This approach allows for a more immersive and engaging storytelling
experience, as audiences can interact with the story in different ways. Transmedia storytelling is often used
in digital literature to create a cohesive narrative that spans across websites, social media, and other digital
platforms.

Augmented Reality Literature: **Augmented reality literature** is a form of digital literature that combines
elements of the physical world with digital enhancements. Through the use of augmented reality
technology, readers can interact with digital content overlaid onto the real world, creating a unique reading
experience. Examples of augmented reality literature include "The Silent History" by Eli Horowitz and
"Ingress" by Niantic.

Book Apps: **Book apps** are digital applications that offer interactive and multimedia features to enhance
the reading experience. These apps may include animations, sound effects, and interactive elements that
engage readers in new ways. Book apps can be used to adapt traditional literary works for digital platforms
or to create original digital literature. Examples of book apps include "The Fantastic Flying Books of Mr.
Morris Lessmore" and "Alice for the iPad."

Crowdsourced Literature: **Crowdsourced literature** is a collaborative form of storytelling in which
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multiple authors contribute to a single work. This approach allows for diverse perspectives and voices to
come together to create a cohesive narrative. Crowdsourced literature can take many forms, from
collaborative writing projects to interactive storytelling platforms. Examples of crowdsourced literature
include "The Johnny Cash Project" and "A Million Penguins."

Digital Poetry: **Digital poetry** is a genre of literature that combines traditional poetic forms with digital
technology. Digital poets use multimedia elements such as sound, animation, and interactivity to create
innovative and immersive poetic experiences. Digital poetry challenges traditional notions of poetry by
exploring new modes of expression and communication. Examples of digital poetry include Stephanie
Strickland's "True North" and Jason Nelson's "This is How You Will Die."

Interactive Fiction: **Interactive fiction** is a form of digital literature that allows readers to actively
participate in the story by making choices that affect the narrative. Interactive fiction often takes the form of
text-based games in which players navigate through a series of choices to determine the outcome of the
story. Interactive fiction challenges readers to engage with the text in a more active and immersive way.
Examples of interactive fiction include "Zork" and "The Hitchhiker's Guide to the Galaxy Game."

Digital Humanities: **Digital humanities** is an interdisciplinary field that combines the study of literature
with digital technology. Digital humanities scholars use computational tools and methods to analyze and
interpret literary texts, uncovering new insights and perspectives. This approach allows researchers to
engage with literature in innovative ways, opening up new avenues for exploration and discovery. Examples
of digital humanities projects include the Text Encoding Initiative and the Digital Public Library of America.

Text Mining: **Text mining** is a digital humanities method that involves using computational tools to
analyze large collections of text. Text mining techniques can be used to identify patterns, trends, and
themes within literary texts, providing valuable insights into the structure and meaning of the works. Text
mining is often used in digital literature studies to uncover hidden connections and relationships between
texts. Examples of text mining tools include Voyant Tools and AntConc.

Digital Archives: **Digital archives** are online repositories that store and preserve digital literary texts and
related materials. Digital archives provide access to a wide range of literary works, allowing researchers and
readers to explore texts in new ways. Digital archives often include digitized manuscripts, correspondence,
and other materials that offer insights into the creative process and reception of literary works. Examples of
digital archives include the Walt Whitman Archive and the Emily Dickinson Archive.

Open Access Publishing: **Open access publishing** is a model of publishing that makes research and
literary works freely available to the public online. Open access publishing allows for greater dissemination
of knowledge and access to literary texts, eliminating barriers to information and promoting scholarly
communication. Open access publishing is an important component of the digital literature landscape,
enabling authors to reach a wider audience and engage with readers in new ways. Examples of open access
publishing platforms include Project Gutenberg and JSTOR.

Digital Storytelling: **Digital storytelling** is a narrative form that uses digital tools and platforms to tell
stories in innovative and interactive ways. Digital storytelling can take many forms, including podcasts,
videos, and social media posts. Digital storytelling allows for greater audience engagement and
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participation, creating a more immersive and dynamic storytelling experience. Examples of digital
storytelling projects include The Moth and StoryCorps.

Challenges of Literature in the Digital Age: While Literature in the Digital Age offers many opportunities for
innovation and creativity, it also presents challenges and complexities. One of the key challenges is the
preservation and curation of digital literary works, as digital formats can be fragile and susceptible to
obsolescence. Another challenge is the issue of access and equity, as not all readers may have access to
digital literary resources. Additionally, the rapid pace of technological change can make it difficult to keep
up with new developments in digital literature. Despite these challenges, Literature in the Digital Age
continues to evolve and expand, offering exciting possibilities for the future of literature.

In conclusion, Literature in the Digital Age is a dynamic and evolving field that blends traditional literary
forms with digital technology. By exploring key terms and concepts related to digital literature, we can gain
a deeper understanding of the ways in which technology is shaping the future of storytelling and literary
expression. From hypertext fiction to digital archives, digital literature offers a rich and diverse landscape for
exploration and creativity. As we navigate the challenges and opportunities of Literature in the Digital Age,
we can continue to push the boundaries of literary expression and engage with readers in new and exciting
ways.
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