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Introduction
Khasakkinte ithihasam is considered on the most important 
work of fiction in Malayalam literature. 
Written by O.V. VIjayan and published in 1969, the book 
has fascinated Malayali reader ever since. 
The novel is often categorized under the genre of Magical 
realism, and the novel is compared with ‘One Hundred 
Years of Solitude’ the Magnum Opus of one of the most 
famous proponent of Magical Realism, Gabriel Garcia 
Marquez. 
The novel is set in the fictional village of Khasak, where the 
protagonist in the novel, Ravi reaches to set up a single 
teacher school as part of a Govt. program.
Khasask is inspired from a small village named Thasrak in 
Palakkad district in Kerala.
Khasak’s world of ghosts, gods, myths and superstitions 
are in high contrast with Ravi’s outside world of modernity 
and rationalism. 



Initial Direction
Based on the initial explorations and research, the 
objective of the project was set as 

Visualize Khasak, the fictional village in which the novel 
Khasakkinte Ithihasam is set, to give a new experience of 
the novel to the Malayali reader. The design shall allow 
users to explore and analyze the space in literature with 
the real geography and get a better understanding of the 
fictional space.

Users: People who have read the novel at least once



Need
Why Visualize Khasak?

Visualization of space in literature can bring in different 
interpretations of the text.

Developments in geo-technologies and visualization 
techniques have opened up new opportunities to visualize 
and  interpret literature. But most of the work that has 
happened are related to western literature.

Help readers connect the literary space of Khasak with the 
real space. Looking at the novel from a spatial perspective 
can improve the understanding of the novel.



Research
● Secondary Research
● Field Visit
● Interview with Experts

● Interpretations and studies on the novel
● Literary Cartography 
● Spatial Narratives
● Literary Visualization and Analysis



Interpretations and studies on the novel

(ഖസാ�്  പഠനങ്ങൾ) 
Khasak Studies 

A collection of articles by literature scholars on the novel 
Khasakkinte Ithihasam.

16 articles discuss topics such as Vijayan’s writing style, the 
depiction of various themes in the novel, cultural and social 
life of Khasak, etc. 



Interpretations and studies on the novel

Khasakkinte Ithihasam play

Khasakkinte Ithihasam play by Deepan Sivaraman has 
visualized the novel  using theatre techniques. 

The director has used narrations through puppetry, video 
art, sculptures, dance, music, painting, and architecture to 
tell his interpretation of the novel.



Interpretations and studies on the novel

Documentaries about  O.V. Vijayan and the novel
● Ottakarimpana Kattu
● Khasakkile Sheshippukal

Talks by P.K. Rajashekharan
a well known critic who focuses on O.V. Vijayan’s works 
gave me valuable insights into Vijayan’s depiction of 
Khasak and the inner meanings in the novel



Interpretations and studies on the novel

Ithihasathinte Ithihasam by O.V. Vijayan



Interpretations and studies on the novel

Paintings and Sculptures at O.V. Vijayan Memorial

104 rock sculptures depicting characters, animals, plants, 
objects, etc. in the novel

10 paintings in Kerala mural painting style depicting 
different scenes in the novel



Literary Geography

Perspective 1 
( Virginia Woolf)

Perspective 2
(Joyce,M. Bradbury)

Study role of maps in creating 
worlds in fantasy literature

Study of analogies between 
the act of writing and the act 
of mapping

Study of maps as analytical 
tools for reading geographies 

of literature

Piatti, B., & Hurni, L. (2011). Cartographies of fictional worlds. Cartographic Journal, 48(4), 218-223
Luchetta, S. (2017). Exploring the literary map: An analytical review of online literary mapping projects. Geography Compass, 11(1), e12303.

Literary Cartography 



Piatti, B., & Hurni, L. (2011). Cartographies of fictional worlds. Cartographic Journal, 48(4), 218-223.

Cartography of Fictional 
Worlds

Mapping of a single text 
and its spatial elements

Mapping geography of a 
multiple texts

Literary Cartography  Projects



Alves, D., & Queiroz, A. I. (2013). Studying urban space and literary representations using GIS: Lisbon, Portugal, 1852-2009. Social Science History, 37(4), 457-481.

Literary Landscape of Lisbon

Filter by themes( human activities, cultural heritage, 
soil use, flora and fauna, landscape, etc.), books, 
author, geography



Spatial Narratives

Telling the story from the perspective of space; giving more 
importance to space over characters or events in the story. 
Spatial narratives restructure the information spatially, 
different from temporal narratives

Tools: 
Using maps  and GIS technologies to embed information 
from the story to the real geography.
GIS tech and Mapping services makes it easier to map
Using hyperlinks, on maps - more creative options

Tools such as Goggle Maps, Tour builder, Mapbox, ArchGIS, 
OpenStreetMaps, Storymap JS



Literary Analysis and Literary Visualization

Writing without words by Stefanie Posavec based on the 
novel ‘On The Road’



Literary Analysis and Literary Visualization



Research
● Secondary Research
● Field Visit
● Interview with Experts

● Exploring Thasrak
● Semi-structured Interviews



Field Visit

A field visit to Thasarak village in Palakkad district in Kerala 
was conducted on 16th May 2019. The objective of the trip 
was to understand the geography of the village and collect 
information related to the places mentioned in the novel. 
O.V. Vijayan Memorial at Thasarak was visited to collect 
information and artifacts related to the novel. Photographs 
were taken at important locations mentioned in the novel.



Research
● Secondary Research
● Field Visit
● Interview with Experts



Interview with Experts

● Semi-structured Interviews
 

● Dr. Krishnan Namboothiri, Dr. Achuthanunni, 
Mrs. Ranjini, Mr. Arun Aravind and Mr. 
Alamcode Leelakrishnan, who has worked on 
different aspects of Khasakkinte Ithihasam.

Notes transcribed from the audio recording of the interviews.

Interview with Dr. Achuthanunni and Arun Aravind



Insights



Insights

● Themes in the novel
○ Vazhiyambalam
○ Cartoon Novel
○ Philosophical novel

● Khasak and Thasrak
● Khasak’s connection to Thasrak
● Interpretations of the novel

○ Paintings
○ Sculptures 
○ Play

Paintings - various artists have interpreted the novel through 
paintings

● How to represent Khasak?
This is not the story of any village 

● Vijayan’s style or techniques
○ Foregrounding with words, character names etc.
○ Also with animals, plants 
○ Gives a unique ancient feel to the novel



Redefined Focus



Based on the findings from the research, it was clear that 
Khasak has to be viewed as a fictional village and Thasrak 
should be seen as an inspiration for visualizing the space 
of Khasak and not as the real geography in which the 
novel is set. This changed the focus of the project, from 
visualizing the fictional space of Khasak and mapping it to 
the real geography, to  visualizing the fictional space of 
Khasak as mentioned in the novel with Thasrak serving as 
an inspiration.

Goals: 
● Create a new experience of the novel Khasakkinte 

Ithihasam by looking at the novel from a spatial 
perspective.

Objectives:
● Visualize the space of Khasak, the fictional village in 

which the novel Khasakkinte Ithihasam is set, to let 
users experience the novel from a spatial 
perspective

● Create an interactive spatial narrative based on the 
novel, which helps users understand the space of 
Khasak

Users: 
● Malayali readers who have read the novel 

Khasakkinte Ithihasam at least once. Users are 
familiar with the main characters and plot. 



Explorations



Explorations
● Reading with Mapping Gaze
● Text Analysis
● Other Explorations
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Reading with 
mapping gaze

Places



Reading with 
mapping gaze

Different elements that 
defines Khasak



Reading with 
mapping gaze

Different elements that 
defines Khasak



Stories, beliefs in Khasak

Reading with 
mapping gaze



Explorations
● Reading with Mapping Gaze
● Text Analysis
● Other Explorations



Text Analysis of the Novel

Dispersion plot of two characters, Ravi and Maimoona, in 
the novel

Word count of different locations in the novel



Explorations
● Reading with Mapping Gaze
● Text Analysis
● Other Explorations
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Other Explorations

● Photographs
● 360 photographs
● Blog post about Khasak and Thasrak

Photographs captured during the visit to 
understand Thasrak villageBlog post about Khasak written on Medium.



Concepts



Concept 1
An interactive map of the fictional world of Khasak

Concept 2
A Bus tour to the magical world of Khasak
 
 

Concept 1

Concept 2
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Concept 3
An Interactive Spatial Narrative which focuses on the 
Ecology of Khasak. 

Concept 4
Visualizing Khasak’s knowledge

Concept 4

Concept 3



Concept 5
An interactive Data Visualization based on Khasak
 

 
 
 
 

26 
Concept 5



Final Concept:
An Interactive Spatial Narrative which focuses on the 
ecology of Khasak

Changing landscape and environmental concerns at 
Thasrak



Final Concept
An Interactive Spatial Narrative which focuses on the 
ecology of Khasak

Medium: 360 degree interactive illustrations

● Majority of the interpretations of the novel is in the 
form of paintings; creative freedom to represent the 
novel

● Perception of space in 360 degree images



Design
● Visualizing Khasak
● Creating a narrative
● Designing Interactions
● Designing the Experience



Visualizing Khasak

1. Finalizing locations from the text
Extracting text related to space and ecology of Khasak
Information about important settings as well as animals and 
plants were extracted from the novel. 

Based on these two filters, 10 settings were finalized where 
most of the animals and plants are present. 

Out of these, Njattupura is further split into an outside view, 
view inside first room and view from the second room, and 
Oathupalli, is split into an outside view and inside view 
taking the total number of settings to 13. 



Visualizing Khasak

2. Adding elements in the fictional geography
The fictional geography of Khasak was visualized by 
combining different elements from the real geography of 
Thasrak and the description about Khasak in the novel, as 
well as Ithihasathinte Ithihasam. 

This was done so that the visuals stay connected with the 
novel as well as the space which inspired the novel.

Important locations in Khasak were sketched out using 
photos taken at Tharsak and referencing old 
documentaries about Khasak. 

Settings that appeared less in the novel were omitted

A rough 2D map was then drawn using these.

The novel was then read again with the map to gain more 
clarity. 





Visualizing Khasak

3. 
Rough 3D Map was created based on the 2D Map



Visualizing Khasak

4. 
360 degree images were captured at 13 locations to 
get the perspective correct

These images were taken as reference for the 360 
degree illustrations



Visualizing Khasak

5. 

Camera is kept at a height or from the ground for better 
field of view

This is also because of the plot of the narrative

Being in a dream, user gets a feeling of not completely 
inside the space, but hanging from a height and observing 
things



Creating a narrative

1. Looking at existing frameworks
Chatman’s components: Chatman divides narrative into two 
parts: story and discourse.

Gaylean’s framework: The taxonomy contains three 
components;  Space created by interaction and narration, 
Connection of the interface with the narrative, and Viewer’s 
relationship with the narrative. 

2. Placing the narrative
We have used the 2D space of interactivity and narrative 
structure defined by Gaylean, to place the interactive narrative 
experiences. 

The interactive spatial narrative aims at letting users explore 
Khasak to understand the space. The narrative structure was 
kept low as the narrative focuses on user exploring the space 
rather than traverse a predefined path or plot. User’s 
interaction with the interface changes the path taken by the 
user, and not the plot or it’s end 

Chatman’s diagram of narrative elements

Placing the interactive narrative in the Interactive 
narrative space of experiences, Galyean, T. A. (1995), 
p.81



3. Deciding on the plot
○ Plot 1:  An environmentalist coming to Khasak to 

document the nature of Khasak. The user takes the role 
of the environmentalist and observe the animals and 
plants in Khasak to understand their life and stories.

○ Plot 2: The user lands at Chethalimala(where Khasak 
ends) and wants to find the bus that takes him out of 
Khasak. He explores the space and interact with the 
actors to reach Koomankavu.

○ Plot 3: User is the grandson of Kunjamina, who was a 
student in Ravi’s single teacher school. Kunjamina, the 
grandmother has passed away. He dreams about his 
grandmother and the stories that she has told him in his 
childhood, and in the dream he enters Khasak village. 
He tries to find a dragonflies in Khasak, so that he can 
talk to his grandmother.

Plot 3 was chosen based on user feedback

Plot 1

Plot 2

Plot 3



Narrative treatment

Text
Text that describes the settings and ecology of Khasak 
was extracted while reading the novel. Text about 
settings were used as reference to visualize the space 
and text about ecology was used in the narrative. 

The narration in the novel majorly involves a third 
person point of view along with conversations between 
characters. The major part of the narrative style is from 
the perspective of Ravi, the protagonist.

Audio
Background music is added to each scene based on the 
theme.
The voice for the audio narration was given by Roopesh, 
a research scholar at IIT Bombay. 
Spatial audio for interactive components were given to 
bring user’s attention towards interactive elements 
which they may miss while looking around in the scene.

Text from the novel and the text used for the narrative for scene 1.



Narrative Treatment

Visuals
Various options were considered before finalizing the style. 
Ink paintings were used for the background and pencil 
sketches with digital retouching were used for the 
foreground elements. 

Final style: Pencil and digital media was used for 
foreground elements

Visual explorations for the background scenes



Designing interactions

Requirements User Interactions

Explore the space in 360 degree Looking around

Focus user’s attention towards interactive elements
Spatial audio from the direction at which the interactive 
element is present

Let users identify interactive elements
Highlight the color of interactive element when user is 
looking at the element

Let users listen to audio narration associated with 
interactive elements

Providing an icon which is related to listening. User can 
gaze for few seconds to select the icon and listen to the 
narration.

Let users know which interactive elements take them to 
next scenes

Providing icons for navigating to next scene. Users can 
gaze for few seconds to select the icon and move 
towards the next scene.
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Final Design

Plot
The narrative starts with user slipping into a dream in 
which he reaches Khasak and wants to speak with the soul 
of his Grandmother, through the dragonflies in Khasak. 
Dragonflies carries human spirit in Khasak and it is 
assumed that the users remember this from the novel. 

Introduction
Begins with an non-interactive introduction video which 
explains the plot and basic premise to the user

Beginning Scene
User enters the first scene, the one in which user is in front 
of Njattupura, and interacts with the elements in the scene

Navigation
User can navigate to the next scenes only after interacting 
with all the elements in one scene. The dragonfly will 
appear only if the user has explored the whole space of 
Khasak, and interacted with all the elements. . 

Interactivity
Users interaction with the interface does not change the plot 
of the narrative, but the space in which the user finds the 
dragonfly changes according to the path taken by them

End
User finds the dragonfly and is asked to close his eyes and 
then listen to what grandmother has to tell him/her. 

Frames from the video introduction which explains the plot and intentions to the 
user



Spatial Structure of the 
Narrative

Spatial structure of the 
narrative for 13 scenes 



User Flow Diagram

User Flow Diagram for a scene40 



Interactive elements in a scene

Background 

Element - Type 2 Element - Type 1 

Gaze  Color change  Gaze Fuse on Audio 
label 

Play Audio 

No Gaze  Spatial Audio 

Gaze  Color change  Gaze Fuse on Arrow  Move to next scene 

Gaze Fuse on Audio 
label 

Play Audio 
 

No Gaze  Spatial Audio 

Background: Change in head orientation changes the view
Element - Type 1: Interactive elements
Element - Type 2: Interactive elements which lead to other scenes



Designing the Experience

● In virtual experiences; matching user expectations 
with that of the experience - experiential fidelity

● Two components  were designed for achieving 
experiential fidelity.

○ A poster: To prime users towards the 
visuals of the narrative

○ A synopsis: of the narrative experience to 
intrigue user about the narrative 
experience

Synopsis: 
ഖസാ�ിലൂെട:
ഖസാ�ിെല തു�ികൾ മരിച്ചവരുെട സ് മൃതികളാണ്. 
തു�ികെളേത്തേടി ഖസാ�ിലൂെട ഒരു യാ�ത.

Khasakkiloode: 
Dragonflies in Khasak carry human souls. An interactive 
journey through Khasak to find the dragonflies.



Prototype

● Prototype 1 
3 Scenes, Complete interactions
Fully functional prototype for three scenes was created 
with final renders of the backgrounds and interactive 
elements, background sounds, recorded audio and spatial 
audio. 

● Prototype 2
13 scenes, Exploring and understanding the space
Visualizes all the thirteen scenes in the novel was created 
with a 360 degree media authoring tool Veer VR. The 
prototype would include basic interactions such as 
navigating to different scenes and playing audio files 
associated with elements. 

Prototype 1



Evaluation
● Usability
● Narrative Experience
● Open Ended Questions



Heuristic Evaluation 

Using: Prototype 1

No of users: 3

Results:

● Zooming into the element for audio was confusing 
for the users

● Spatial audio was too frequent and was disturbing 
the experience

● Technical errors
● Transition was not smooth



Evaluation of Narrative Experience

Using: Prototype 1 and 2
No of users: 6
Time for one user:  ~ 1 hour

IRIS framework & User experiences in Interactive Digital 
Narratives
Identified themes which are relevant to the project and 
created a questionnaire, the themes included:

● Understanding of the novel; related to space, new 
insights, change in perception of the space

● Connecting with the narrative
● Flow, presence, enjoyability, Eudaimonic 

appreciation

Questionnaire: 
17 questions; Likert scale + Open Ended Questions about 
the experience

Process: 
● Users were given poster and synopsis about the 

narrative.
● Intro video was shown which explains the plot and 

user intention
● Use of prototype 1: 360 degree virtual reality mode

○ First 13 questions were based on prototype 
1

● Use of prototype 2: web mode
○ Last 4 questions were for both prototype 1 

and 2



Name Gender Age Time since last reading

No of times you 
have read the 

novel
Lekshmy F 25 3 years 1

Greeshma F 27 2 years + 2 or 3
Sancho M 26 5 years 1
Diwakar M 23 2 years 1
Roopesh M 42 2 years 5+

Swati F 27 1 year 3

User Demographics

IIT Bombay students
PhD (4), M.Tech (2)



Results



Question U01 U02 U03 U04 U05 U06 Average

I thought the system was easy to use. 4 4 3 4 4 5 4.0

I would imagine that most people would learn to use this system 
very quickly. 4 5 4 4 3 4 4.0

I felt like exploring my environment. 5 5 5 3 4 4 4.3

I felt curious during the experience 5 5 5 4 4 3 4.3

I felt interested in the narrative 5 4 5 2 4 4 4.0

The experience was pleasant 5 4 5 4 3 4 4.2

The experience was exciting 5 3 5 4 3 4 4.0

I felt like I was a part of the environment in the presentation. 4 5 4 3 4 5 4.2

I felt like the objects in the presentation surrounded me. 4 5 4 3 4 4 4.0



I felt I was part of the narrative experience 4 5 4 3 4 4 4.0

The visuals of the narrative fits the theme of the novel 4 5 5 5 3 5 4.5

The voice in the narrative matched with the narration 4 4 5 4 4 4 4.2

The narrative helped me connect with my previous experience 
of reading the novel 4 4 5 4 4 3 4.0

The narrative helped me understand the space of Khasak better 4 5 5 4 4 4 4.3

The space visualized in the narrative is different from what I had 
visualized while reading the novel 4 4 4 4 4 4 4.0

The narrative helped me understand how different settings are 
related to each other in the novel 4 5 5 5 5 5 4.8

I identified new things in the experience which I had missed 
while reading the novel 5 4 5 4 4 3 4.2



Questionnaire: 
Overall response from the users were positive about the 
experience.

Enjoyment - 2 questions -  (4+/5)
Curiosity - 3 questions - (4+/5) 
Narrative Treatment - (4+/5)
Presence (Spatial and Personal) - 3 questions(4+/5)

Open Ended Questions:

● “ Experience is different from the space I had 
imagined while reading the novel”

● “ I will have this visual imagery when I read the 
novel next and I think I will be able to associate 
things better to the space in the novel”

● “ Experience cannot be compared with the 
experience while reading a novel”

● “ I feel like reading the whole novel this way”
● “I only remember actions, characters etc,. not the 

space from the novel”



Conclusion



The fictional village Khasak in which the novel Khasakkinte 
Ithihasam is set was visualized and an interactive spatial 
narrative based on the ecology of Khasak was created, to 
create a new experience of the novel to the reader. 

The space visualized combines the space mentioned in the 
literature as well as the inspirations for the fictional space, 
a approach which we have used to create a deeper 
understanding of the space by collecting information from 
varied sources. 

The interactive spatial narrative was designed for 360 
degree illustrations as a medium, to be used in as  a virtual 
reality experience as well as on the web. The prototype will 
be evaluated with users for its usability and the narrative 
experience of the design. 

The evaluation suggests that the experience of the  
interactive spatial narrative was enjoyable and users liked 
the narrative. 



Future Work
● Translating the work in Malayalam
● Other novels in Malayalam: 

Marupiravi and Aliyah about Muziris
Mayyazhipuzhayude Theerangalil about the earlier 
French colony of Mahe in Kerala



Thank You!


