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stories 



screen storytelling : film 



screen interaction : games 





but then they started to move towards each other 



film screen grammars transferred to games 



game screen grammars transferred to films 



interaction brought to TV 



video footage brought into games 



multi-platform storytelling and interaction 

© SVT 



there are clear signs of  attraction and convergence 



… but can stories be interactive? 



the mirrored question being: can stories be told via games? 



we took the linear story as the starting point  

and aimed to make it interactive  



main requirement  

each particular story should be of the same quality  
as if it were manually crated in a linear fashion 



basic representation of a linear moving-picture story 



our approach: empower the authors 
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AUTHORING 

DELIVERY 



authoring tools : narrative structures 



authoring tools : metadata (the magic word!) 



authoring tools : metadata (the magic word!) 



authoring tools : testing 



interactive documentary 

© Illuminations, London, UK 



interactive soap 

© YLE and University of Arts and Design Helsinki, Finland 



interactive drama 

© BBC, University of Cambridge and  Hobbs/Thomas  



interactive news 

   
 

© SVT and University of Malmo, Sweden 



where is the (artificial) intelligence?  



where is the (artificial) intelligence?  

in making authoring effective 



challenges 

find stories that can be told in interactive fashion 
develop natural interaction interfaces 

develop interactive storytelling “grammars” 
develop effective “delivery” mechanisms 

develop effective testing mechanisms 
understand the economic value of the proposition   

… 



UGC 



… can UGC be shared as stories? 



political events 



public performances 



we adopted the same approach to interactive storytelling  

and aimed to apply it to UGC  



characteristics 

limited annotations 
poorer quality   

quite a lot of content (including redundancy) 
authoring of narrative structures still done by professionals 

the assets are created by non-professionals 



school concert 



challenges 

structured recording and uploading 
automatic annotation and fragmentation (seed with manual) 

optimum between automatic and manual story crafting 
 automatically guided recording 

… 



live 
comm 



… can video be used in more complex communication 
setups? 



starting point 



natural conversations   
family and friends 



NT Live format 



collaborative performance to remote audiences 



we adopted the same approach to interactive storytelling  

but moved it to real time interaction 



characteristics 

clips become streams  
metadata become cues 

narrative structures become intercommunication rules 
narrative aim becomes communication aim 



orchestration 



SAPO Campus with video communication 



SAPO Campus with video communication 



shared theatre experiences 



challenges 

scope generic communication setups  
(communication topologies, peripherals, activities …) 

create orchestration logic (including social signal processing) 
create logics for network optimisation 

communication protocols : orchestration and optimisation  
new methods to evaluate user experiences 

… 



user generated 
content live social video 
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film and TV  
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