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Infinite Journeys: Interactive Fiction Summer School
 

 

Dates Monday 23 July – Friday 27 July  

Times 10.00-16.30, Friday 10.00-19.00; ‘Device Clinic’ every day 10.00-10.30 

Location British Library Boardroom Suite 

Level All levels  

Class size Maximum 16 participants 

 
 

Course Description 

Led by computational artist and writer Rob Sherman and a host of specialists in interactive 
storytelling, you’ll learn the skills and techniques to write works of fiction in a dynamic form; one that 
allows the reader to choose the direction of the narrative. 
 
Stories are, at their heart, journeys through other worlds in which we are led by the author and the 
text. But what if we could allow our readers to map their own path? Over five days you’ll learn to 
build your own stories where readers are in control of their own narrative journey. With our expert 
guidance you’ll tackle reader choice, learn to build living worlds through your writing and explore the 
use of image, sound and video as a key part of your work. We’ll also provide the technical support 
needed to maximise the possibilities offered by Twine, a simple open-source programme for writing 
interactive narratives. 
 
We’ll bring you together with leading specialists in a range of fields, and our Digital and Emerging 
Media curators will introduce you to the heritage of maps as narrative devices, as well as examples of 
non-linear and interactive fiction from the British Library’s collections. 

 
 
Day 1: Here Be Dragons 
Our summer school begins with an introduction to interactive fiction with Rob Sherman: how it both 
continues and diverges from traditional literature and how it creates new opportunities and challenges 
for the writer. Rob will lead you through quick-fire exercises and group work to help you understand 
the structure of interactive stories. He will also introduce you to Twine, the online tool we’ll use 
throughout the course to create and develop our stories. 
 
After lunch, British Library curators Jerry Jenkins and Stella Wisdom will reveal rare items from the 
Library’s collections, providing a historical context for your interactive and spatial narratives. On our 
theme of journeys, you’ll also see how maps can be used to tell stories. By the end of the day you’ll 
understand the unique opportunities and history of the interactive form, and will have begun to 
develop and write your own work. 
 
Day 2: Making Tracts 
On our second day we’ll take the concepts learned on your first day and apply them directly to 
Twine. Rob Sherman will be your guide as you start to map your stories using the fundamental 
concept of reader choice, and the consequences of those choices, within your structure. 
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In the afternoon, narrative designer and games writer Rob Morgan will take you out of the studio for 
a unique spatial workshop using the Library’s building. To develop our understanding of interactive 
narrative, Rob will demonstrate how the act of exploring a real place, and the choices and actions we 
make on that journey, correspond to the exploration of an interactive narrative. At the end of the day 
you’ll have a new framework for your writing, and be able to employ them directly in Twine. 
 
Day 3: Strange Meridians 
To start day three, Rob Sherman will introduce you to some of the more advanced features of Twine 
– simple pieces of code which, alongside your creative writing, will transform your Twine stories into 
living worlds that change, react and remember. With greater complexity comes greater risk of errors, 
so Rob will also cover good practice for ‘debugging’ your stories to ensure they function as intended.  
 
Style is often as important as substance, and this is particularly so for interactive fiction – in the 
afternoon, award-winning poet Abigail Parry will help you style your texts and add image, video and 
sound. By the end of the day you’ll understand how form, style and content interrelate in interactive 
writing to push the boundaries of what is possible.  
 
Day 4: Plotting a Course 
By day four, your story will have grown in size and complexity. Rob Sherman will introduce valuable 
techniques for organising and shaping your work so that it remains coherent and meaningful to both 
you and your readers. Rob will also guide you through the very advanced features of Twine so that 
you can see the form’s true potential. 
 
After lunch, interactive fiction writer Gavin Inglis will talk you through key techniques that can help 
shape and influence your reader’s journey. You’ll learn more about the concepts of linearity, non-
linearity and constraint, and you’ll practice with some of the more established structures used in 
interactive fiction. By the end of the day you’ll have a developed a holistic understanding of how to 
combine multiple techniques to create a well-structured and compelling story. 
 
 
Day 5: Journey’s End 
On our final day, interactive fiction writer and journalist Hannah Powell-Smith will talk about 
evocation of place – one of the most powerful ways that story spaces can be brought to life. Hannah 
will suggest how we can create dynamic locations that evoke tone and atmosphere, and drive our 
narratives forward. 
 
All journeys come to an end, but interactive fiction doesn’t have to finish in the same way as 
traditional literature. In the afternoon Rob Sherman will help you explore different ways of concluding 
your interactive fiction experience – from multiple endings to no true ending whatsoever. 
 
Our summer school concludes with a celebration of the work produced throughout the week, 
enjoyed with a glass of wine and the opportunity to explore each other’s projects. 

 
 

Contributors 

 

Jerry Jenkins is Curator for Emerging Media at the British Library, working within Contemporary 
British Collections – a rich resource for understanding British life from the post-War period to the 
present day. As well as curating British publications and emerging media, he has worked with North 
American official publications and International Organisations collections. 
 
Stella Wisdom is a Digital Curator at the British Library. In 2013 she co-founded Off the Map with 
GameCity, a competition for videogame design students. She previously worked at the Library and 
Information Statistics Unit based at Loughborough University, the Warburg Institute and National 
Library of Scotland. 
 
Dr Abigail Parry is an award-winning poet with a PhD on play in contemporary poetry. She was Poet-
in-Residence at The National Videogame Arcade in 2016 and is a judge on the Off the Map 
competition, run between The National Videogame Arcade and British Library. 



 

 
Rob Sherman is a writer, musician and computational artist. He developed online interactive fiction 
The Black Crown Project with Random House, and served as the Interactive-Writer-in-Residence at 
the British Library. He has worked with national charities on ‘serious’ interactive fictions, and is 
currently completing a PhD on fictional character and artificial intelligence. 
 
Hannah Powell-Smith is an interactive fiction developer whose work focuses on fraught relationships, 
unreliability, and unknowable entities. Her suspense and fantasy interactive short stories have been 
published in sub-Q Magazine, and she is currently developing a dark fantasy interactive novel with 
Choice of Games about mob necromancers.  
 
Gavin Inglis is a freelance writer working primarily in games and interactive media. His digital work 
appears in fitness game Zombies, Run!, browser tea-break gothic Fallen London and the XYZZY-
nominated Hana Feels. Gavin publishes interactive novels through Choice of Games, and teaches 
creative writing at the University of Edinburgh.  
 
Rob Morgan is a game writer, narrative designer, voice director, and the co-founder and Creative 
Director of Playlines. Past projects include writing for the critically-acclaimed Fallen London and 
collaborating with J.K. Rowling to write the PlayStation 3 title Wonderbook: Book of Spells.  

 
 

Previous skills, knowledge or experience 
None required. Our summer school is designed for anyone with an interest in interactive literature, 
experimental storytelling, and the possibilities of working digitally. No previous programming 
knowledge is required. 
 
Equipment and WiFi 
Participants are required to bring their own laptop (PC or Mac only) installed with the Chrome or 
Firefox browser. Participants will connect to the Library’s public WiFi network. We will offer a ‘Device 
Clinic’ between 10.00 and 10.30 each day to help with any technical issues. 
 
Facilities and refreshments 
This course takes place in the British Library Boardroom. Participants should meet at the Information 
Desk in the Library’s main entrance foyer from 09.45. Tea and coffee will be provided at each 
morning session; participants should make their own arrangements for lunch. Wine will be provided 
during the final session. 

 
 

 


