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Oliver Schneider, Stefan Göbel, Christian Meyer zu Ermgassen

Conceptual Models for Interactive Digital Storytelling
in Knowledge Media Applications . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 171

Ulrike Spieling



Table of Contents XV

Experience the Antique Olympics!
An Interactive Educational
Narrative . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 177

Anja Hoffmann, Birgit Riemenschneider

Theory

Narrative, Game Play, and Alternative Time Structures
for Virtual Environments . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 183

Craig A. Lindley

Applications

Telling Stories with Dialogue Boxes to Retrieve Documents . . . . . . . . . . . . . 195
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