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Abstract 

Space has become a core element of modern new media artifacts but the step from 

textually described to visually and functionally represented spatial structure has still 

to be fully accepted. Mindstage is a proof of concept prototype that applies spatial 

design and corresponding interaction design to adapt a traditional linear lecture into 

an interactive 3D virtual environment. The project addresses issues of mapping the 

linear talk onto a predefined knowledge space and how to make this space freely 

explorable as a multi-user virtual world. The paper argues that such an approach 

provides the necessary flexibility and accessibility without loosing the core lecture’s 

content but also closes with a caveat on the limitations of such a design philosophy.  
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Challenging choices 

Interactive real-time 3 dimensional virtual environments (RT 3D VE) operate like 

accessible stages that provide certain options to visiting users 1. The action/ event/ 

fabula depends on these users who realize the it through ergodic participation 2. The 

flexibility of such a fabula creation and the richness of a virtual world depend on its 

‘possibility space’. ‘Possibility spaces’ define the options a user has to operate within 

a certain situation in a virtual world. It is a feature mentioned by many leading video 

game designers 3. In games, it is often manifested through the complexity of artificial 

intelligence driven behavior, character development, virtual objects, visualization, or 

spatial design – among other conditions. ‘Possibility spaces’ live from their openness 

and flexibility – how can any linear content ever fit into such a matrix? This tension 

outlines the problems for adaptations of linear pieces – may it be a given film story or 

a linear piece of music – in RT 3D VE.  

Addressing this challenge, some design guidelines suggest to apply linear 

dramatic models to interactive formats through a path of pre-defined events 4or via an 

adaptation of dramatic act structures from film and television into video games 5. In 

contrast, hypertextual approaches operate with nodes and links forming branching 

networks – termed ‘linkmeshes’ by Crawford 6 – of varying sizes from a ever-

extending branching tree to the rhizome of the Internet 7 where innumerable 

interconnections between different pages are made available by a shared protocol. 

The linking process and access replaces the fixed work. Finally, randomizing linking 

                                                 
1  (Murray 1997) 
2 (Aarseth 1997) 
3 Warren Spector in (Jenkins/ Squire 2002); also (Smith 2001); also (Wright 2005) 
4 (Wimberley/ Samsel 1995) 
5 (Siegel 1996) 
6 (Crawford 2000, 155) 
7 (Bolter 2001) 
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and access leads to Weinbren’s proclaimed ‘revolution of random access’ 8. Tracing 

any specific content becomes optional – the reading surpasses the story. 

Research in artificial intelligence (AI) re-establishes such a structure through 

certain rules and behaviors. Agents – digital entities with an AI driven behavior – can 

participate in a dramatic event together with the user and can contribute to an 

underlying narrative setting or form 9. A pioneering project for dramatic story-

structuring through AI has been the Oz Project at CMU 10. It influenced Mateas and 

Sengers to research the use of AI for dramatic characters 11 and had further impact 

on the work on agents at Stanford University 12. In comparison, the MIT MediaLab’s 

Synthetic Characters Group concentrated on a basic emotional behavioral model of 

agents 13. Implementing such a complex behavior to RT 3D VE is difficult but has 

been delivered notably by Mateas and Stern’s Façade 14 and the Mimesis system 15. 

Although these AI systems have some form of spatial awareness they do not utilize 

the space of the virtual stage itself but focus on the actors that perform on it.  

Space as a narrative structuring principle has been acknowledged in the 

debate on new media for some time 16. A lot of the resulting work deals with social 

elements – often connected to the question of body and identity in virtual worlds 17. 

But only recently visual represented space as opposed to textual described space 

has entered the academic debate in new media studies. Henry Jenkins originally 

                                                 
8 (Weinbren 1997) 
9 e.g. (Mateas 2002) also (Szilas 1999) 
10 (Bates 1994) (Bates/ Loyall/ Reilly/ Scott 1994) (Reilly 1996) (Loyall 1997) 
11 (Mateas/ Sengers 2002) 
12 e.g. (Hayes-Roth/ Van Gent 1996) 
13 from (Blumberg 1997) to (Tomlinson 2002) 
14 (Mateas/ Stern 2003) (Mateas 2002) 
15 (Riedl/ Young 2003) 
16 e.g. (Bolter 2001) (Ryan 2001) 
17 (Stone 1995) (Turkle 1996) (Schroeder 2002) 
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started from parallels between game explorations and travel logs 18 and developed 

his approach to the concept of games as ‘spatial art’ 19. In comparison, Aarseth 

argues against a focus on the representational aspect and for an understanding of 

spatial representation in virtual worlds as symbolic and rule-based 20. A parallel 

thought is carried further by Friedman who ultimately argues that ‘its (= Civilization 2, 

a video game) primary narrative agent is geography’ 21. Mindstage – as a practical 

research project mainly interested in the spatial elements of RT 3D VEs – falls in-

between the poles of representation and functionality.  

 

The Mindstage approach  

The Mindstage project grew out of earlier work on the integration of narrative and 

mediated virtual architecture 22. The basic research question was whether a RT 3D 

VE can be effective as a learning environment. What would be a sufficient 

architectural design of virtual space that could reinforce the piece’s impact and 

promote engagement, exploration and memorability? The research focused on the 

design of an effective spatial arrangement of knowledge and design and 

implementation of the interactive exploration of such a structure. Virtual learning 

environments have become a wide-spread research area in new media; one that 

usually concentrates on networks and e-learning. 3D learning environments are a 

subset of this research. Within 3D learning environments one can trace a trend from 

early 3D experiments such as the Active Worlds Educational Universe  23 to the 

increasing use of video game technology exemplified in MIT’s Games to Teach 

                                                 
18 (Fuller/ Jenkins 1995) 
19 (Jenkins/ Squire 2002) (Jenkins 2005) 
20 (Aarseth 2001) 
21 (Friedman 1999, n.n.) 
22 (Nitsche/ Roudavski/ Thomas/ Penz 2002) (Nitsche/ Roudavski/ Thomas/ Penz 
2003) 
23 see http://www.activeworlds.com/edu/index.asp 
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project 24. As games and their development platforms become more accessible to 

universities and individuals they get more easily adapted into educational programs. 

Many current games ship with special editors that support custom-generated content 

and encourage users to create own game versions. Mindstage is one example of the 

trend as it uses the game-prototyping development platform Virtools 25. Technically, 

Mindstage was delivered as single standing proof of concept prototype running on 

consumer level personal computers. It needs 650Mb disk space, a 3GHz PC with 

1Gb of RAM and a good 64Mb graphic card. Its multi-user functionality needs 

Internet access and targets seminar-sized groups of up to 7 students. Production 

limitations allowed us to include about 75 % of the overall material.  

 

Design Philosophy 

Mindstage’s fundamental design approach reversed the idea of the ‘memory palace’ 

by mapping a pre-conceived academic lecture onto a navigable multi-user RT 3D VE. 

A virtual space was generated around the given lecture and the movement through 

the space referred to the argument of the talk. A pre-coded avatar represents the 

lecturer and guides students through the virtual world, moving from one object of 

interest to another while delivering the pre-recoded talk. Students can either decide 

to follow the lecturer-guide or explore the space by themselves or in groups. 

To some degree the resulting overall design mirrors established narrative 

patterns and relates to linear dramatic models outlined above. After a linear video 

introduction, students have to select an avatar representation in a robing-room – a in-

world event that might demarked a first action sequence. Consequently their entering 

into the main lecture space over a narrow bridge could be understood as transition 

                                                 
24 see http://www.educationarcade.org/ 
25 for more details on the project’s design and implementation process see (Richens/ 
Nitsche TBP) 
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from a ‘first act’ into the main content of the lecture space. Occasional path markings 

indicate the flow of the virtual lecture in the main space and support the guiding 

lecturer. Reversing the ‘deeper into the problem’ approach of many video games the 

overall movement direction in Mindstage is upwards leading up to the closing 

remarks presented at the highest point of the virtual architecture.  

On the other hand, free exploration of the lecture space, interactive access 

and the multi-user features provide the necessary variety for a functional ‘possibility 

space’. In addition to the lecture, the virtual world includes interactive puzzles and 

illustrative material set in a shared multi-user world to support group-based learning 

and the student’s active involvement with the topic. To assemble these differing 

elements we had to combine linear story elements and non-linear exploration such 

as: 

 

Linear features in Mindstage Non-linear features in 
Mindstage 

pre-recorded lecture audio free multi-user text chat 
predefined movement path of 
lecturer-avatar 

free movement of student 
avatars 

avatar selection  free-form exploration of 
illustrative material during own 
exploration 

linear introduction and 
summary 

logging in and out at any time 

 
 

The underlying lecture of Mindstage is a talk of the highly acclaimed British film 

designer Christopher Hobbs whose credits include Gothic, Long Day Closes, 

Caravaggio, Edward II, the BBC Gormenghast trilogy, and Mansfield Park. The 

prototype aims at graduate students in the field of film and media studies – such as 

the M.Phil. in Architecture and the Moving Image at the University of Cambridge. 

These students often come from different backgrounds with different levels of 
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knowledge. In order to incorporate this diversity and optimize the educational impact, 

Mindstage allows for individual exploration of the content at any speed convenient to 

the individual student, exploration in a group during a multi-user session, and guided 

navigation through a lecturer avatar. The resulting overall design had to incorporate 

both elements: the highly non-linear free exploration with the unpredictable settings 

of a multi-user environment as well as the linear and pre-defined lecture. To address 

this challenge we concentrated on two main issues and their combination during the 

development of the Mindstage prototype: 

- spatial design 

- interaction design 

Both of them had to support the linear guided tour as well as the non-linear 

exploration. In comparison to the other narrative models outlined above, our AI level 

was basic and only present in the lecturer avatar’s behavior. We also did not focus on 

any kind of conditional hyper-linking – there are no secret paths to unlock, for 

example – but replaced it with a spatial arrangement of various single nodes. 

 

Spatial Design 

Mindstage’s virtual world had to map the narrative structure of the lecture onto the 

virtual space to make it accessible in 3D. A number of architectural theories indirectly 

informed our design process. Hillier and Hanson’s ‘space syntax’ 26 but especially 

Lynch’s work on cognitive maps 27 stand out as relevant approaches. But our main 

reference point was Christopher Hobbs’ lecture itself. 

In a first step, we divided the lecture into chapters that related to central parts 

of Hobbs’ talk: Perspective, Gothic and Texture. Where necessary we defined sub-

                                                 
26 (Hillier/ Hanson 1984) 
27 (Lynch 1960) 
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chapters within these main topics. This structure was translated into designated 

locations: zones signify chapters and rooms sub-topics of a chapter. Rooms and 

zones were assembled so that any student could follow the lecture seamlessly 

through space. The central theme, thus, provided the spatial design with a core path 

to which we added short-cuts and free navigable planes to allow for free access. As a 

result, locations can be explored in any order but are aligned along a principal path 

and the wider context of the zones following the argument of the lecture.  

 

Figure 1 – schema of the lecture break-down into zones and rooms  

 

Each room contains a certain part of Christopher Hobbs’ argument in the form of 

local nodes. Each node usually combines a statement from the lecturer-avatar and 

some illustrative material that supports the particular point. Most objects consists of 

film clips, stills, or 3D models. Other nodes were open puzzles that demanded 

students to interact with the material and explore the point of the lecture through 

playful interaction.  
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Like most lectures, Hobbs’ talk included main points and chapters, 

digressions, footnotes, illustrations and examples, and glimpses ahead to upcoming 

parts of the lecture as well as references to established points. All of these rhetorical 

devices are suggestive of spatial equivalents and we tried to map them onto the 

virtual stage for the lecture. For example, the spatial design in most rooms allowed us 

to keep various elements visible at the same time. Thus it generated a visual 

reference between different items of the lecture. Students can see schematic 3D 

models referring to Scott’s Blade Runner in combination to production stills, movie 

clips, screenplay excerpts, and storyboard sketches thanks to the depth of the spatial 

presentation and the avatar’s position within the arrangement of the individual nodes.  

 

 

Figure 2 – introduction area: lecturer avatar presenting a film clip / Blade 

Runner room: spatial relationship between different objects / Velvet Goldmine 

room: interactive spatial puzzle 

 

Spatial arrangement replaced conditional linking. The Blade Runner room exemplifies 

the new freedom offered by this approach. The room has a pre-defined linear lecture 

path along which various nodes are aligned but as one enters the room the end of 

this lecture part is as visible and accessible as any other part of Hobbs’ talk on Blade 

Runner.  The first and the last page of the chapter are visible at the same time – 

open for exploration through spatial movement. 
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Figure 3 – schema of the Blade Runner room within the Gothic zone 

 

Virtual space literally becomes a basic narrative element and the basis for the 

flexibility of our ‘possibility spaces’. 

 

Interaction design 

On the conceptual level, most of our problems in the interaction design centered on 

spatial and temporal issues of the multi-player feature and demanded a more 

fundamental re-interpretation of the linear lecture form. How could individual lecture 

elements stay available to different students at the same time and keep as many 

students engaged as possible? In order to provide different parts of the lecture 

simultaneously each room included a copy of the lecturer-avatar that operated 

independently from any other room’s lecturer. Such a multiplication of the lecturer 

avatar made different parts of the lecture accessible to different students at the same 

time. While one student might explore the Texture zone, another might visit the 

introductory part – both still sharing the same virtual overall space. Different parts of 
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the talk are accessible at the same time and different parts of the lecture-story can be 

told simultaneously. The division in spatially separate rooms prohibited any illogical 

collision of two lecture avatars and provided consistency to the situation. 

The initial design included a voice-chat feature that would allow students to 

communicate via audio-link and discuss topics arising from the lecture. The feature 

was modified to a text-chat – in part because of technical difficulties but also due to 

design issues. In contrast to text-chat-rooms and drawing from online game 

environments we chose to display the chat as ‘speech bubbles’ above the student’s 

avatar. The chat becomes localized and supports through the interaction design our 

focus on spatial as structural element as students’ avatars have to be in the same 

room and face each other to chat effectively. Thus the interactive design forces a 

certain spatial behavior onto the students in contrast to the often confusing 

disembodied communication in multi-layered chats of text-only chat-rooms. In 

addition, text-chat sidesteps any acoustic rivalry between the lecturer, who delivers 

his talk as an audible presentation, and the students, who might have interrupted this 

audio stream with their own chatter. With the soundspace uncluttered, the spatialized 

audio from the lecturer avatar and other interactive objects operates as a guiding 

element that lures students into a close proximity to the lecturer avatar or other 

interactive objects 28. It supports and motivates spatial exploration. Students follow 

the lecturer avatar not only to see how he interacts with the next node but also to stay 

within his audio range and hear the talk. 

As additional regulative element we incorporated a hierarchical ‘override’ 

function for the lecturer avatar. Students can freely experiment with the content in the 

virtual world by starting and stopping film clips, starting 3D animations, and moving 

                                                 
28 for more examples for the value of acoustic landmarks in the sense of Lynch in 
virtual spaces see (Loomis et al 2002) 
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objects. But control over any object is taken over by the lecturer avatar whenever this 

special object is needed for his talk. Such an ‘override’ function guaranteed the 

consistency of the linear lecture without restricting the students’ access to the objects 

too much. In addition, the lecturer avatar tracks the text-chatting during his talk and 

demanded attention if students would chat during his talk. He also tracks attendance 

of students at every single point of the lecture and will interrupt his talk if no student is 

in his proximity.  

 To further support our spatial design most of the student’s interactions are 

dependent on the proximity to certain objects. For example, film clips can be started, 

stopped, and re-started by standing close to the relevant button, thereby selecting it, 

and then activating it. Visibility of some objects depends on collision with trigger 

objects and interactive spatial architectural elements such as elevators depend on 

avatar positioning,  

Spatial restrictions and arrangements were our prime content assembly 

method, while the definition of the interactive access shaped how students could 

encounter this content. The combination of representational and functional space 

allowed us to use a different access method from the conditional linking available in 

web-based lecture forms. The spatial logic of the lecture space and the conditional 

logic that structured the access combined for a flexible prototype, where strict linear 

elements can be combined with free play. If we can find a distinction between ‘hard 

rail’ structures that tie a user to a basically pre-defined experience and ‘soft rail’ 

structures that are multidirectional and multi-linear, then spatial design and our basic 

interaction design allowed us to include a ‘soft rail’ approach to a ‘hard rail’ content. 

 



Nitsche/ Richens – Combining linear content and spatial design for Mindstage 13

The value of space 

The focus on spatial design and a multi-user interactive setting came with a price. It 

allowed us to experiment successfully with the spatial arrangements but excluded 

some features such as an internal assessment of student work. Mindstage offers its 

contents – it does not force it onto the student. That is why it lacks any directing 

‘challenge’ that would drive the visitor to interact with the virtual world in a certain way 

29. Mindstage includes other essential learning elements such as the co-presence of 

a multi-user RT 3D VE that allows it to become a ‘social space’ - a key feature of 

virtual learning environments 30 as well as an essential element to create the quality 

of ‘place’ in virtual space 31. 

The story elements were weaved into the virtual space and as a result the 

virtual space gained significance. The story itself only comes to life through the user’s 

exploration of and interaction with the virtual space, mirroring the concept of 

Herman’s ‘Story Maps’ 32. This realization of the story through spatial navigation is 

the event concretization by the user within the given ‘possibility space’ offered by 

Mindstage and for which this paper has given some detailed design examples from 

the prototype.  

One element that was merely touched by Mindstage and that deserves further 

examination is the design and implementation of user-created customized elements 

into a shared virtual space. Mindstage experiments peripherally with localized and 

unique visualizations of the main shared space. Students were able to activate extra 

nodes that materialized additional elements within the shared multi-user space but 

only visible to them. Combining this feature with an uploading of user-defined content 

                                                 
29 suggested e.g. in (Brophy 2003, 40) 
30 (Dillenbourg 2000) 
31 (Harrison/ Dourish 1996) 
32 (Herman 2002) 
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offers promising possibilities for the design and use of virtual story spaces. One that 

would still follow the spatial design options outlined in this paper but might exceed 

them towards a richer and more flexible version. 

 

Acknowledgements 

Mindstage was conceived by Michael Nitsche, and implemented by the authors and 

Jonathan Mackenzie. Christopher Hobbs enthusiastically donated the content for the 

prototype. We were supported by the staff of the Cambridge University Moving Image 

Studio (CUMIS), especially Maureen Thomas. The project was funded from a 

generous grant from Informatix Inc of Tokyo. 

 

Bibiliography 

Aarseth, Espen J. 2001. Allegorien des Raums: Räumlichkeit in Computerspielen. 

Zeitschrift für Semiotik. 23, (3-4): 301-318. 

 

Aarseth, Espen J. 1998. Aporia and Epiphany in Doom and The Speaking Clock: 

Temporality in Ergodic Art. In Cyberspace Textuality. Edited by  Marie-Laure Ryan. 

Bloomington and Indianapolis: University of Indiana Press. 31-41. 

 

Aarseth, Espen J. 1997. Cybertext: Perspectives on Ergodic Literature. Baltimore/ 

London: The Johns Hopkins University Press. 

 

Bates, Joseph. 1994. The Role of Emotion in Believable Agents. Communications of 

the ACM. 37 (7): 122-125. 

 



Nitsche/ Richens – Combining linear content and spatial design for Mindstage 15

Bates, Joseph, Bryan A. Loyall and W. Scott Reilly. 1994. An Architecture for Action, 

Emotion and Social Behaviour. In Artificial Social Systems Selected Papers from 

the Fourth European Workshop on Modelling Autonomous Agents in a Multi-Agent 

World (MAAMAW) '92. Edited by Christiano Castelfranchi and Eric Wemer. 

Heidelberg: Springer. 55-68. 

 

Blumberg, Bruce. 1997. Old Tricks, New Dogs: Ethology and Interactive Creatures. 

Ph.D. diss., Massachusetts Institute of Technology. 

 

Bolter, Jay D. 2001. Writing Space: Computers, Hypertext and the Remediation of 

Print, 2nd edition. Mahwah/ London: Lawrence Erlbaum Assoc. 

 

Brophy, Sean P. 2003. Constructing Shareable Learning Materials in Bioengineering 

Education. IEEE Engineering in Medicine and Biology Magazine. (July/ August): 39-

46. 

 

Crawford, Chris. 2000. Understading Interactivity. draft 7.0 (self-published) 

 

Darken, Rudolph P. and John L. Sibert. 1993. A Toolset for Navigation in Virtual 

Environments. In Proceedings of the Sixth Annual ACM Symposium on User 

Interface Software and Technology. Edited by Scott Hudson et al. New York: ACM 

Press. 157-165. 

 

Dillenbourg, Pierre. 2000. Virtual Learning Environments. Paper presented at EUN 

(European Schoolnet) Conference 2000: Learning in the New Millennium, March 

20-21, in Brussels, Belgium. 



Nitsche/ Richens – Combining linear content and spatial design for Mindstage 16

 

Friedman, Ted. 1999. Civilization and Its Discontents: Simulation, Subjectivity and 

Space. In Discovering Discs: Transforming Space and Genre on CD-ROM. Edited 

by Greg Smith. New York: New York University Press. 132-150. 

 

Fuller, Mary and Henry Jenkins. 1995. Nintendo® and New World Travel Writing: A 

Dialogue. In Cybersociety: Computer-Mediated Communication and Community. 

Edited by Steven G. Jones. Thousand Oaks: Sage Publ. 57-72. 

 

Harrison, Steve and Paul Dourish. 1996. Re-place-ing Space: The Roles of Place 

and Space in Collaborative Systems. In Proceedings of the 1996 ACM Conference 

on Computer Supported Cooperative Work. Edited by Mark S. Ackerman. New 

York: ACM Press. 67-76. 

 

Hayes-Roth, Barbara and Robert van Gent. 1996. Improvisational Puppets, Actors, 

and Avatars. In Proceedings of the Computer Game Developers' Conference GDC 

’96. Edited by Jennifer Pahlka. San Francisco: Miller Freeman. 199-209. 

 

Herman, David. 2002. Story Logic: Problems and Possibilities of Narrative, Frontiers 

of Narrative Series. Lincoln/ London: University of Nebraska Press. 

 

Hillier, Bill and Julienne Hanson. 1984. The social logic of space. Cambridge: 

Cambridge University Press. 

 



Nitsche/ Richens – Combining linear content and spatial design for Mindstage 17

Jenkins, Henry and Kurt Squire. 2002. The Art of Contested Spaces. In Game On: 

The History and Culture of Video Games. Edited by Lucien King. London: Laurence 

King Publ. 64-75. 

 

Jenkins, Henry. 2004. Game Design as Narrative Architecture. In First Person: New 

Media as Story, Performance and Game. Edited by Noah Wardrip-Fruin and Pat 

Harringan. Cambridge, MA: MIT Press. 118-131. 

 

Kalay, Yehuda E. 2004. Virtual Learning Environments. Paper presented at 

Generative CAD Systems Symposium: G-CADS 2004, July 12-14, in Pittsburgh, PA 

 

Loomis, Jack M., Yvonne Lippa, Roberta L. Klatzky and Reginald G. Golledge. 2002. 

Spatial Updating of Locations Specified by 3-D Sound and Spatial Language. 

Journal of Experimental Psychology: Learning, Memory and Cognition. 28 (2): 335-

345. 

 

Loyall, A. Bryan. 1997. Believable Agents: Building Interactive Personalities. Ph.D. 

diss., Carnegie Mellon University. 

 

Lynch, Kevin. 1960. The Image of the City. Cambridge, MA: MIT Press. 

 

Mateas, Michael and Phoebe Sengers (eds.). 2002. Narrative Intelligence, Advances 

in Consciousness Research, 46. Amsterdam: John Benjamins Publ. Co. 

 

Mateas, Michael. 2002. Interactive Drama, Art and Artificial Intelligence. Ph.D. diss., 

Carnegie Mellon University. 



Nitsche/ Richens – Combining linear content and spatial design for Mindstage 18

 

Morningstar, Chip. 1991. The Lessons of Lucasfilm’s Habitat. In Cyberspace: First 

Steps. Edited by Michael Benedikt. Cambridge, MA: MIT Press. 273-302. 

 

Murray, Janet H. 1997. Hamlet on the Holodeck: The Future of Narrative in 

Cyberspace. Cambridge, MA: MIT Press. 

 

Nitsche, Michael, Stanislav Roudavski, Maureen Thomas and François Penz. 2002. 

Building Cuthbert Hall Virtual College as a Dramatically Engaging Environment. In 

Proceedings of the Participatory Design Conference PDC ’02. Edited by Thomas 

Binder et al. Palo Alto: CPSR. 386-390. 

 

Nitsche, Michael, Stanislav Roudavski, Maureen Thomas and François Penz. 2003. 

Drama and Context in Real-Time Virtual Environments: Use of Pre-Scripted Events 

as a Part of an Interactive Spatial Mediation Framework. In Proceedings of the First 

International Conference on Technologies for Interactive Digital Storytelling and 

Entertainment TIDSE ’03. Edited by Stefan Göbel et al. Darmstadt: Fraunhofer IRB 

Verlag. 296-310. 

 

Reilly, Neil S. 1996. Believable Social and Emotional Agents. Ph.D. diss., Carnegie 

Mellon University. 

 

Richens, Paul and Michael Nitsche. (TBP). Mindstage: towards a functional virtual 

architecture. Accepted paper at CAAD future (June 20-22, 2005) 

 



Nitsche/ Richens – Combining linear content and spatial design for Mindstage 19

Riedl, Mark and Michael R. Young. 2003. Character-Focused Narrative Generation 

for Execution in Virtual Worlds. In Proceedings of the Second International 

Conference on Virtual Storytelling ICVS ’03. Edited by Olivier Balet, Gérard Subsol, 

Patrice Torguet (=Proceedings. Lecture Notes in Computer Science 2897) 

Springer, Berlin et al. 47-56. 

 

Ryan, Marie –Laure. 2001. Narrative as Virtual Reality: Immersion and Interactivity in 

Literature and Electronic Media. Parallax: Re-Visions of Culture and Society. 

Baltimore/ London: The Johns Hopkins University Press. 

 

Schroeder, Ralph (ed.). 2002. The Social Life of Avatars: Presence and Interaction in 

Shared Virtual Environments. London: Springer. 

 

Siegel, Dave. 1996. The Nine Act Story Structure. In Computer Game Developers 

Conference Proceedings GDC ’96. Edited by Jennifer Pahlka. San Francisco: Miller 

Freeman. 421-431. 

 

Smith, Harvey. 2001. The Future of Game Design: Moving Beyond Deus Ex and 

Other Dated Paradigms. Keynote address at the Multimedia International Market, 

October 2001, in Montreal, CAN. article version at: 

http://www.igda.org/articles/hsmith_future.php (accessed 04/10/2005) 

 

Stone, Allucquére R. 1995. The War of Desire and Technology at the Close of the 

Mechanical Age. Cambridge, MA: MIT Press. 

 



Nitsche/ Richens – Combining linear content and spatial design for Mindstage 20

Szilas, Nicolas. 1999. Interactive Drama on Computer: Beyond Linear Narrative. In 

Narrative Intelligence: Papers from the AAAI Fall Symposium. Edited by Michael 

Mateas and Phoebe Sengers. Menlo Park: AAAI Press. 150-156. 

 

Tomlinson, William M., Jr. 2002. Synthetic Social Relationships for Computational 

Entities. Ph.D. diss., Massachusetts Institute of Technology. 

 

Turkle, Sherry. 1996. Life on the Screen: Identity in the Age of the Internet. London: 

Weidenfeld & Nicolson. 

 

Weinbren, Grahame. 1997. The Digital Revolution Is a Revolution of Random 

Access. Telepolis, (17/02/1997) 

http://www.heise.de/tp/english/special/film/6113/1.html (accessed 04/10/2005) 

 

Wimberley, Darryl and Jon Samsel. 1995. Interactive Writer´s Handbook. Los 

Angeles/ San Francisco: The Carronade Group.  

 

Wright, Will. 2005. Content, Compression, and Creativity. Keynote address presented 

at the Living Game Worlds Symposium at Georgia Tech, March 16, in Atlanta, GA. 

 


