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“I fell victim to the temptation of every autobiographer, to the illusion that since the 
past exists only in one's memories and the words which strive vainly to encapsulate 
them, it is possible to create past events simply by saying they occurred.” 

 - Salman Rushdie, Midnight's Children
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The project aims at retelling the story of Salman Rushdie’s 
Midnight’s Children in an interactive medium by remediating the 
events described in the book into spaces. The intention was to 
immerse the reader in the life of Saleem, the protagonist, such 
that the story could evoke empathy and nostalgia. Thus Virtual 
Reality was chosen as the form. A mansion was designed that 
is an abstraction of Saleem’s mind. Each room in it is an event 
or a memory that shaped his life. Artefacts from the book were 
recognised that connect these events/rooms with each other. 
The user experiences the VR mansion from Saleem’s perspective and 
travels from one room to another using these artefacts as teleporting 
devices.

Abstract
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INtroduction

Storytelling has been practised in various forms throughout history. 
Right form cave paintings to religious texts and scriptures, stories 
have been used as methods of documentation, preservation of his-
tory, entertainment, and conveying messages and meanings. In the 
current scenario literature and cinema have been some of the most 
dominant and wide reaching forms of storytelling. With the advent of 
the internet and personal computers, interactivity has taken a front 
seat in engaging people with stories in more immersive ways.
The aim of the project is to replicate a popular work of literary 
fiction into an interactive medium. The idea is to convey the story 
through new media such that the essence and the message remains 
intact, but the form changes in order to add to the interactivity. The 
process is called remediation[9] where a story changes in order to 
adjust to a new medium.
Virtual reality is chosen as the medium here as it is known for its 
high empathy quotient and immersion.

Initial Objectives
•	 Parsing the literature to map the culture and experience of 

Mumbai. 
•	 Arriving at interesting insights through data visualisation, break-

ing the linearity of the books, and other methods.
•	 Using the above to enrich the reader's experience of the city. 

The project is also intended for people who have not read these 
books, so that they too can get the gist of the book.

Current Objectives
•	 Parsing the literature to map the events taking place in the book 

across the Indian Subcontinent, mapping the frequency and im-
portance of the characters, etc.

•	 Arriving at interesting insights by breaking the linearity of the 
books, finding common threads linking the chapters, using the 
above to enrich the reader's experience of the novel.

•	 Attempting to provide a template for similar kind of analysis for 
other works of fiction.

•	 Literature has always fascinated me. I have always been smitten 
by the power of the written word. However, films and theater 
have been the only other media to relive the written stories.

•	 I took this project in order to explore storytelling in an alternate 
medium.  I wished to learn the intricacies of storytelling and 
how the story changes with media. 

1



Motivation
Midnight’s Children is an immensely popular work of fiction from 
the last century. While a lot of people have read the book, it also 
features in the bucket-list of of a lot of readers who have not.  The 
book excited me because the plot is heavily driven by the protago-
nist’s own opinions on the world and his surroundings. It lists down 
his angst, anxieties, confusions and identity crisis. Also, it is discussed 
across academia mainly in terms of its political undertone and frag-
mented writing style. Hardly anyone has discussed it with respect to 
its themes of recurrence and memories.
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Selection Criteria
1.	 Should have a story
2.	 Should have a lot of characters
3.	 Should have a lot of spaces
4.	 Should be descriptive
5.	 Should be popular
6.	 Should be short

Why Midnight’s Children?
Midnight’s Children by Salman Rushdie fulfills most of the above 
criteria except that it is very long (533 pages). Also, it is high on 
imagery, making it rich with ideas for visualisation. 
Midnight’s Children was the winner of the Booker prize in 1981, and 
the Best of the Bookers prize twice in the years 1993 and 2008. With 
its universal popularity and literary honors, it seemed relevant to 
take it up for retelling. 
Interesting Features of the Book
The timeline of the book is nonlinear with a lot of incidental jumps 
into the past and the future events. 
It has a vast stretch of locations strewn throughout the map.
It also long list of characters across five generations and across the 
vast mass of the Indian subcontinent.
Also, a good amount of tangible and intangible artefacts not only 
make the narrative richer and complex, but also put ‘recurrence’ as 

Available Material
The Guardian released its list of “most popular books based in Mum-
bai” in the year 2012. It features the following books:
1.	 The Moor’s Last Sigh, Salman Rushdie, 1995
2.	 Shantaram, Gregory David Roberts, 2003
3.	 Family Matters, Rohinton Mistry, 2002
4.	 Breathless in Bombay, Murzban F Shroff, 2009
5.	 Maximum City: Bombay Lost & Found, Suketu Mehta, 2004
6.	 Bombay Meri Jaan, Jerry Pinto & Naresh Fernandes, 2003
7.	 Love & Longing in Bombay, Vikram Chandra, 1997
8.	 Zero Point Bombay: In and Around Horniman Circle, Kamala 

Ganesh, Usha Thakkar, Gita Chadha,2008
9.	 Ravan & Eddie, Kiran Nagarkar, 1994
10.	 Midnight’s Children, Salman Rushdie, 1981
The idea is to choose one novel from the above list and visualize its 
content. The intention is also to see if the template for visualisation 
works for other books in the list.

Method
1.	 Reading excerpts
2.	 Reading commentaries and essays
3.	 Talking to other readers
4.	 Reading two books

Deciding on a Book



an important theme to play with.
Apart from the story’s timeline, it has a parallel timeline of actual 
historical events that have a strong correlation with the events hap-
pening in the protagonist’s life. 
The book is high on nostalgia and reminiscing. 
The complicacies give a scope for simplification, and hence make 
visualisation more relevant. [1]
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Design Discussions

Approach
Plotting locations of the story on the map.
Creating an interconnection of all the chapters since they are not just 
connected linearly.
Visualizing the occurrences of characters through the chapters.
Plotting the locations of the other Midnight’s children
Plotting a simplified timeline of the story and the historical timeline 
parallel with it.
Narrating the story from the perspectives of certain recurring arte-
facts.

Methods
Parsing the data in an excel sheet, suggesting various parameters to 
work upon.
Creating a priority list of characters that drive the plot.
Reading essays and commentaries on the book from various sources. 
[4]
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Midnight’s Children- The Synopsis

The protagonist, Saleem Sinai, was born on the stroke of the mid-
night hour right when India achieved independence on 15th August, 
1947. His life gets mirrored in the events taking place in his country. 
He also discovers his telepathic connection with a thousand other 
kids that were born in the first hour of India’s independence. 
The story starts in Kashmir and meanders through Amritsar, Agra, 
Delhi, Mumbai, Karachi, Rawalpindi, Dacca and runs through five 
generations, spanning across six decades. Saleem struggles with his 
identity, as to who are his parents. He also struggles with the ideas of 
love and its loss. And just like every hero, he even identifies his arch 
rival.
The book is about fate, identities, and how destiny can play more 
magic than magic itself.
The genre of the novel is magical realism. It is a literary genre or 
style that incorporates fantastic or mythical elements into otherwise 
realistic fiction [7].





23

PROJECT 3 | Interactive Retelling of Midnight’s Children 

The Data Collection

The data for the project was parsed on an excel sheet with respect to 
the fields mentioned in the sheet screenshot above.



The Timeline
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The Historical Parallel Timeline



The Family Tree
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The story takes place through three countries and across numerous 
cities, beginning from sriNagar in Kashmir in the year 1915. 
It then goes through Amritsar, Agra, Delhi, Mumbai (then Bombay), 
Rawalpindi, Karachi, Dacca, and Banaras. Most of the book takes 
place in Mumbai.

The Locations



Card Sorting
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My Personal Takeaway from the Book

Midnight’s Children, for me, was a story of objects and the memo-
ries associated with them. The way the protagonist Saleem, associates 
the same old objects to the subsequent years of his life’s events much 
till his later years was the highlight of the book for me. 
The recurrence of an object such as the perforated sheet, an artefact 
mentioned in the first chapter, till the last chapter- sixty years later, 
gets one more immersed in the story. This is because one can feel the 
passage of time and the baggage of memories and events that affected 
Saleem’s life. 
In fact, objects such as the silver spittoon and the memory such as 
that of the Pioneer Cafe, are pivotal to the advancement of the plot. 
The recurrence of artefacts such as the painting of the Fisherman’s 
Pointed Finger, or Nehru’s Letter to Saleem on his birth, are criti-
cal in suggesting the philosophical aspects of the events that unfold 
through his life.
In this project, I have intended to retell the story of Midnight’s 
Children through these artefacts. In doing so, the realisation of its 
nonlinearity became starker. The story does not necessarily need a 
timeline if it has to be told through these objects. In fact, the journey 
of all the major characters can be traced through these artefacts. The 
project aims at this very approach.
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Artefacts

The book is strewn with recurring objects and memories through-
out. However, there are a few prominent ones which drive the narra-
tive. They are enlisted as under:

The Physical Objects:
•	 The Perforated Sheet
•	 The Silver Spittoon
•	 Nehru’s letter on Saleem’s Birthday
•	 Fisherman’s Pointing Finger
•	 Washing Chest
•	 Tin Globe

The Metaphors:
•	 Snakes
•	 Pickles
•	 Diamonds and Rubies
•	 Mercurochrome

Memory:
•	 Pioneer Cafe





33

PROJECT 3 | Interactive Retelling of Midnight’s Children 

Stories as Data: Secondary Research

Understanding Settings
The setting of a story can play a pivotal role in unfolding the narra-
tive. The space described by the writer can have various forms, such 
as:
•	 Are they real, imagined or transformed?
•	 Are they replaceable?
•	 Do they have a specific activity or phenomenon taking place?
What a setting does is that it contributes to the development of the 
characters, offers multi-sensory experience for the reader and, thus, 
becomes integral to the narrative.
The space, per se, can be of many kinds, such as:
•	 Fragmentary
•	 With vague boundaries
•	 It could be really minuscule with respect to the city
•	 The place might have changed in the present time
•	 The place could be fantastical
•	 The author can transform or remodel the space. [2]

Distant Reading and Literary Cartography
Parsing literature through maps has always been a way to look at the 
text from afar. It helps in eliminating excess details and provide a 
sharper sense of the interconnections between characters and spaces. 
Literary maps help in simplifying the text for analysis by providing a 
better sense of space and geography.[3]

Depicting places and routes on maps to indicate the trajectory of 
movement of characters is often an effective way of visualising the 
text. A text such as the Midnight’s Children is rich with places and 
locations that play a pivotal role in the narrative.



Data Visualisation of Literature
Literary Data is visualised through various forms. Graphs, trees, 
maps, etc are some ways of depicting the data in simple ways. These 
projects have been considered for study as they are an alternate way 
to retell a story. Also, data visualisation of narrative structures help 
understand abstraction of the story into very basic visuals such that 
one can capture subtexts and read between the lines.
Visualization of Narrative Structure
The image depicts character relations of the book ‘Kafka on the 
Shore’ by Haruki Murakami. It is a dynamic visualisation of how the 
characters are appearing with respect to each other through various 
chapters. A color-coded sentiment plot shows the emotional strength 
and valence of each sentence. The text of the original sentences is 
revealed by hovering over the sentence bars below. Clicking on the 
character names in the graph reveals the emotional path of each 
character through the book. This highlights the corresponding sen-
tences in the sentiment plot where that character appears. [5]
The project was implemented on two more books, namely: the Hob-
bit by JRR Tolkien and The Glass Menagerie by Tennessee Williams.
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Writing Without Words
Stefanie Posavec’s project on Jack Kerouac's bestseller ‘On the Road’ 
depicts text as a ‘literary organism’. 
Each chapter is broken down into paragraphs, paragraphs into sen-
tences, sentences into words. Each of these individual entities have 
been assigned a color according to the mood. 
The image shows a portion of the diagram thus formed. It looks like 
a plant and the designer, thus, calls the outcome a ‘literary organ-
ism’. [6]
The method to gather the data for the project was manual, where 
Stephanie counted words and sentences and used highlighters and 
markers, all by hand. The graphics were also created manually on 
Adobe Illustrator instead of an information visualization softwares.



Dear Data
Dear Data is a project by Stefanie Posavec, an American designer in 
London and Giogia Lupi, an Italian designer in New York. The two 
women exchanged postcards containing weekly data visualization 
made in hand of everyday things such as their laughter patterns, their 
decision making patterns, the things they purchased, their phone 
addiction, etc. They carried this on for 52 weeks, noting routine 
phenomenon through data viz in postcards. [8]
Quantifying the subtle and mundane information meticulously, and 
creating interesting visuals got these postcards a permanent position 
in the MOMA New York collection.
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Immersive and Interactive Storytelling:  

Secondary Research

Imago: A Virtual Reality Short film
Imago is a 9 minute VR short film from the perspective of a wheel-
chair bound man called Sam who used to be a dancer before he con-
tracted the Locked In Syndrome. The project aims to evoke empathy 
towards people like Sam. However, the perspective of such a person 
makes the viewer bound to inactivity, which syncs with the inability 
of the VR live action storytelling for interactivity.
The narrative, however, explores the emotional journey through live 
action dance sequences, Sam’s house and his family members,. The 
movie culminates into a surreal space with white backgrounds and 
butterflies.
The film explores the unacknowledged life of Sam, with some char-
acters looking him in the eye while others ignoring him.
The final act that has abstract dots around the viewer, tries to evoke 
a sense of calm. In a situation like this, acknowledgement does not 
matter. The dots transform into butterflies in a rather surrealistic 
manner. The viewers were found to report a feeling of calmness in 
this act [10]
 
 



A Virtual reality Retelling of Madame Bovary
The project is a retelling Madame Bovary, a 19th century French 
classic by Gustave Flaubert. The reason for choosing this book is 
because the protagonist, Emma bovary is so engrossed in the books 
she reads that they seem to appear to her as reality. VR as a medium, 
can help retell the story as it can help blur the boundaries between 
real and fiction.
The project, however, intends to explore the possibility of retelling a 
story in completely immersive medium. The novel acts as a baseline 
narrative. [11]
In a particular scene, where a married Emma asks her lover Rudol-
phe to run away with her, the latter responds in negative expressing 
concern, anger, disdain, fear of judgement. The user gets these op-
tions for response, all of which would trigger feelings in Emma that 
drives the plot further. The user must, therefore, be familiar with the 
baseline plot and dialogues before engaging with the medium.
The image shows the preconditioning, and possible reactions of 
Emma.
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Inspiration

The Narrative of Max Payne
The private eye monologue of Max Payne was the first virtual world 
story that ever impressed me as a child. The narrative is driven for-
ward by the Film Noir[12] kind of narration that is taking place in 
Max’s head. The narration also gives cues to the player as to how to 
proceed with the gameplay. 

“The past is a gaping hole. You try to run from it, but the more you run, the 
deeper, more terrible it grows behind you, its edges yawning at your heels. Your 
only chance is to turn around and face it. But it’s like looking down into the 
grave of your love, or kissing the mouth of a gun, a bullet trembling in its 
dark nest, ready to blow your head off ”
 
The abovementioned quote is the kind of narration that goes in 
Max’s head and gets the player more immersed in the game. The 
player tends to empathise with his character and that makes Max 
Payne a popular game with respect to narrative style and empa-
thy factor. Also, the game gives choice to the player like killing the 
wounded enemy or not[13]. This kind of choice making render the 
game more immersive as the player not only get their emotions in-
voked but also determine the gameplay through these choices. 
Through the voices in his head, the player also gets the cues to move 
in the correct direct with respect to the gameplay. It is better than 
direct instructions like “move right” or move” forward”.



Recreation of van Gogh’s painting in Virtual Reality
In january 2017, I got the chance to view Vincent van Gogh’s paint-
ing in virtual reality at an event conducted at the Bombay Art Society 
in Bandra.
The project was a rendition by animator Mackenzie Cauley who 
extrapolated van Gogh’s painting The Night Cafe into a three dimen-
sional VR environment. The viewer could experience the painting 
in 360 degree and can walk through the cafe that is rendered in van 
Gogh’s signature painting style.
The animator has, however, softened the perspectives in the film so 
as to avoid irritation in the head of the viewer. A lot of extra shots 
like the piano player have been added to the scene in order to detail 
out spaces beyond the visible painting.
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Ideation

Idea 1
The board is divided 30 squares representing 30 chapters. 
The snakes represent the setback while the ladders represent the 
happy events. 
The interconnections are represented through the way in which the 
snakes and ladders link between squares.
Each square further leads one to the chapter details which contain 
more artefacts, characters depicted, locations, timeline, historical 
facts, etc.



Idea 2
Saleem, in the last chapter, is shown to be working in a pickle fac-
tory. He is also writing his story and makes a pickle jar out of each 
chapter.
The idea is to depict each chapter through a pickle bottle with its 
constituent as the character appearing,
The spillage is in the shape of the map of the city in which the chap-
ter occur,
The color would symbolizes the mood and dominant emotion.



43

PROJECT 3 | Interactive Retelling of Midnight’s Children 

Idea 3
The idea is to represent each chapter in the form of plans or sections 
of a house. 
It is an abstraction of each chapter, depicted in the form of rooms 
that represent the characters appearing in the chapter. 
The trees represent the characters mentioned, while the shape of the 
plan is roughly the map of the city in which the chapter takes place.
The furniture and objects are the artefacts that recur throughout the 
book. These are the portals that lead you to other chapters that have 
these same artefacts. One completes the whole book by using these 
portals as time jumps.
There is a newspaper lying in each space that reveals the news clip-
ping of the real incidents happening in India at that point in time. 
Thus, it provides one with the historical timeline suggested in the 
book.
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Why Representation through Spaces?

Midnight’s children is a story of people and objects, and the associ-
ations of the former with latter. To represent this through spaces is 
conducive because a space is where people and objects come togeth-
er and interact. Not in memories, not in words, not in a box, but in 
spaces.
The concept was to tell the story of Midnight’s Children through ar-
tefacts. Most of these artefacts were objects of daily life for Saleem. 
He was surrounded by them in his home. Thus, to recreate a house 
in order to abstract Saleem’s state of mind at every stage in his life 
seemed like a reasonable option.
The images show chapter plans and the artefacts that they mention. 
These are the 1st and 8th chapters and have two common artefacts, 
namely the perforated sheet and Nehru’s letter. Clicking on either of 
them in chapter one would lead you to chapter 8.
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Why Virtual Reality?

Virtual reality is an immersive medium which has a scope of inter-
activity as well. With advent of gears ike HTC vive, the length of the 
VR experience can be extended beyond a few minutes. 
The book is based on the identity crisis of the protagonist and his 
memories associated with events, objects and places. VR gives a 
scope of immersion in ways that can incorporate abstract ideas and 
surreal imagery. 
There is a scene in my rendition where Saleem has lost his memo-
ry and is lost in the forest. I have chosen this scene to free the user 
(who is viewing everything from Saleem’s perspective) from the 
looping story of memories and events. The user can choose to stay 
in the virtual mansion that i have created for as long as they want, 
or they can make an exit by discovering a way out in that space that 
has the forest. The more time the user spends in the dense forest, 
the more the forest begins to clear. By the time it is more than five 
minutes, the forest is scanty enough to reveal a door that is an exit 
from the mansion.
The action of exiting is symbolic of Saleem’s freedom from his men-
tal turmoil and breaking the pattern of going back to the same old 
memories. The artefacts serve as the portals to those memories.
The place where the user enters after exiting from the mansion is 
the space of calmness and respite. Here a surrealistic and beautiful 
imagery can bring the user to rest.
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Final Idea

Approach
Most of the novel is about what goes on inside Saleem’s head. Be 
it the voices of the Midnight Children or his personal opinions on 
people and events. To depict all this in an immersive way, I took the 
approach of depicting events and objects inside his headspace.

Concept
I created a mansion that has various events that took place in Sal-
eem’s life depicted through individual rooms and spaces. These 
events are defined by certain objects or artefacts that are a common 
thread to the entire narrative of thirty chapters.
The mansion is essentially a collection of Saleem’s memories. The 
defining events are taking place inside various rooms and the objects 
that trigger those memories are the portals that help help the user 
traverse from one room to another.
The user is viewing everything from Saleem’s perspective and the 
intention is to make them go through the same confusions, emotions 
and conflicts that were experienced by Saleem.



The list of artefacts and their corresponding associations with peo-
ple, memory and Saleem. They also encapsulate the essence of each 
space designed in VR.
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The Beginning
The journey begins from the courtyard which is surrounded by all 
the spaces where Saleem’s life events took place. The user can choose 
to enter any of the rooms to begin their exploration. Everything 
is from Saleem’s perspective and the themes of the spaces evoke 
certain emotions which saleem went through during the particular 
event. 
From the rooms the user can traverse across other spaces by inter-
acting with the artefacts that feature in the rooms. Most artefacts are 
common to more than two events. The shared artefacts connect two 
events. All the events are connected to each other through at least 
one of the artefacts.



Scene X
Most of the novel is about what goes on inside Saleem’s head. Be it 
the voices of the Midnight Children or his personal experiences with 
respect to the events happening nationwide.
One event is when Saleem discovers that his mother Amina Sinai 
sneakily goes to the pioneer Cafe where communists and extras in 
films gather. He discovers by hiding in the trunk of the car and fol-
lows her to the cafe to discover that she used to meet her ex husband 
Qasim who earlier used to be called Nadir Khan.
Saleem witnesses the meeting by peeping in through a window. The 
user here is supposed to witness the cafe area through one of the 
windows. The cafe is empty in the virtual space but is enough to 
evoke the memory of the actual event. As the user circumvents the 
cafe exterior to have a look through the windows, s/he falls down to 
the basement where Qasim and Amina (who were then called Nadir 
and Mumtaz respectively) lived as a couple in hiding while in Agra. 
the underground basement has the silver spittoon, the artefact that 
could then transport the user to another space that shares the spit-
toon as one of the artefacts.
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Scene Y
The scene is of Saleem’s childhood bedroom in methwold estate, 
Bombay. It has all the artefacts of his childhood. The washing chest 
where he discovered his telepathic powers, the painting of fisher-
man’s Pointed Finger, the perforated Sheet and the letter sent by 
jawaharlal Nehru on his birth at the stroke of midnight on 15th 
august 1947.
The user can move around this room and interact with the various 
artefacts of the protagonist’s childhood. Each of them can lead him 
to events that share that particular artefact. 
The space is supposed to evoke emotions of calmness and nostalgia. 
The background music is Mary’s lullaby which she sang to Saleem. 
The lullaby too is a recurring theme. 
If say, for example, the user interacts with the washing chest, s/he 
could be transported to the event called the pioneer cafe that has 
been described in scene X.
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Evaluation Method

Did you get reminded of anything from your own personal 
experience while in a particular space? This question is asked 
in order to understand if the design evoked empathy. The book revels 
in nostalgia and if the design could bring out the same in the user, it 
would be a success for the designer.

What aspect of the book did you feel was missing in the 
experience? This question is asked in order to understand the 
user’s takeaway from the book and how different was it from the de-
signer’s. Reading fiction is a subjective affair in terms the emotional 
journey. The intention is also to understand what objective detail the 
user found to be missing so as to enhance the project in future.

The design is expected to be evaluated on DDS on people who have 
read the book. Questions that would be asked after the experience 
are as follows:
 
Did you manage to get through all the rooms? This question 
is asked in order to test the navigation design of the experience. A 
good experience would be when a user can easily traverse through 
all the spaces.

Were you able to recognise all the rooms? This question in-
tends to figure out if the representation was clear enough.

Did you manage to get out of the mansion? This question is 
asked as it is the personal intention of the designer to give an alter-
nate ending to the story. Saleem is caught in the loop of his mem-
ories in the book. This rendition can help Saleem liberate from the 
journey and start afresh.

Did you feel stuck in a particular room? For how long? This 
question is asked in order to understand the engagement level of the 
user with a particular space. It can also reflect the possible flaws in 
designing the experience. 
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Scope for future

The design has a lot of scope for enhancement in future. Some ideas 
are:
Telling the user about the amount of time  spent experiencing a 
particular emotion, so that the user can get the idea of their own 
involvement with the book. A data visualisation of the time spent in 
each space could reveal patterns of user engagement.
The evaluation method would reveal missing plot lines. The future 
scope of work involves filling those blanks.
This method of representing stories in VR, ie. depiction of major 
events, can help visualise other works of fiction. Parsing data from 
books with respect to events and objects could be helpful in creating 
VR renditions of a lot of similar books.





61

PROJECT 3 | Interactive Retelling of Midnight’s Children 

References

https://www.brainpickings.org/2015/03/19/dear-data-giorgia-lu-
pi-stefanie-posavec/

[9] Bolter, J.D. and Grusin, X. Remediation: Understanding New 
Media. Cambridge: MIT Press, 1999.  

[10] Imago: Presence and Emotion in Virtual Reality by Jaehee Cho, 
Tsung-Han Lee, Joel Ogden, Amy Stewart, Tsung-Yu Tsai, Junwen 
Chen, and Ralph Vituccio Entertainment Technology Center, Carne-
gie Mellon University

[11] Madame Bovary on the Holodeck: Immersive Interactive Sto-
rytelling by Marc Cavazza,  Jean-Luc Lugrin, David Pizzi, Fred 
Charles, School of Computing University of Teesside Middlesbrough, 
TS1 3BA, UK

[12] https://en.wikipedia.org/wiki/Film_noir 

[13] https://www.theguardian.com/technology/gamesblog/2012/
may/18/max-payne-3-story-vs-action
`

[1] The New York Times- Book of the Times by John Leonard (pub-
lished Aril 23 1981)  http://www.nytimes.com/1981/04/23/
books/books-of-the-times-094591.html

[2] Mapping Literature: Visualisation of Spatial Uncertainty in Fiction 
by Anne-Kathrin Reuschel and Lorenz Hurni

[3] GRAPHS, MAPS, TREES Abstract Models for Literary Histo-
ry—2 :VII by Franco Moretti

[4] Midnight's Legacies: Two Epic Novels of Nation- The Indian En-
glish Novel by Priyamvada Gopala

[5] This visualization was created for Maneesh Agrawala's visualiza-
tion class at UC Berkeley. http://nbilenko.com/projects/narrative.
html

[6] Writing Without Words by Stephanie Posavec 
http://www.stefanieposavec.co.uk/writing-without-words/

[7] Merriam-Webster, definition of Magic Realism

[8] Dear Data 
http://www.dear-data.com/theproject


