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Abstract. The theoretical understanding of interactive digital narrative must 
evolve in order to accommodate recent trends and development in the practice 
of this constantly evolving form of human expression. This edition of our 
workshop series at ICIDS concentrates on artifacts produced or released in the 
last two years. In addition, it broadens the perspective by asking participants to 
present examples of their own choosing to the workshop in order to ensure as 
much breadth in the understanding of current works as possible. The presented 
artifacts will then be analyzed and classified with a cutting-edge theoretical 
perspective based on our continued research into a combined universal 
theoretical perspective for interactive digital narrative. 

Keywords: Interactive Digital Storytelling Theory and Practice, Classification 
System, Artifacts, Digital Media. 

1 Overview 

Interactive Digital Narrative (IDN) is a constantly evolving form of human 
expression. While researchers from humanist-derived viewpoints work hard to 
develop theoretical perspectives and matching analytical methodologies for IDN, 
practitioners continue to push the envelope of interactive narrative forms. Our 
workshop bridges this gap by bringing together current examples of IDN with cutting-
edge theoretical perspectives and analytical understanding. In previous editions of this 
workshop [1,2,3] we explored several frontiers of IDN theory – from the need of a 
shared vocabulary, to a common theoretical framework, the mapping of outer fringes 
of IDN and, finally, an identification of analytical categories to add to our practical 
toolbox. This year, we will analyze and discuss current trends and evolutions of IDN. 
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We believe that effective analytical methodologies need not only to be based on 
historical examples, but also to be strongly grounded on the latest pieces and 
developments. Our perspective is that analytical methods need to prove their value in 
particular through application to the most recent productions and by contributing to 
the development of the field. We invite a high degree of audience participation in this 
workshop by asking participants to present one digital work of their choosing from 
within the last two years. It is not required to offer a full theoretical analysis of the 
work, but the presentation should relate it to IDN. To help position the works, we will 
provide short examples from previous workshops, as well as diagrams and papers. 

Over the previous editions of ICIDS, our workshop series on theoretical aspects of 
IDN research has quickly gained broader recognition by the IDS community. We 
expect the size of the audience to keep growing and thereby help consolidate and 
extend our approach towards an inclusive and universal theory for IDN. This 
workshop edition will be the next important part in our continuing endeavor and we 
plan to make the results available on a website and in an upcoming article. 

2 Workshop Format 

The full day workshop will engage participants right from the start. After a short 
welcome, each participant will present their IDN candidate, which will then be 
subjected to analysis by the group.  Participants will collectively brainstorm about the 
most effective strategies to study and describe the selected examples. Special attention 
will be devoted to identify general descriptive categories that could be applied to 
several artifacts. In the second part of the workshop, selected aspects of the organizers’ 
research and that of others in the community will be presented to extend the previous 
brainstorming sessions. Participants will be asked for feedback on current theoretical 
efforts, which the organizers will contextualize for future research directions.  

The examples and contributions offered throughout the workshop will be 
consolidated with the theories discussed so far to finally sketch a shared analysis of 
relevant and current IDN works. 

Temporary conclusions will be presented to a wrap-up panel of experts that will 
summarize and comment on the results of the workshop. Finally the organizers will 
wrap up the workshop. 
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