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Course 
Type 

Course 
Code 

Name of Course L T P Credit 

DC NHSC504 E-Literature 3 0 0 3 
 
Course Objective 
Right from the etchings on stone to cave paintings through the printing press to the present day 
digital technologies, literary production has not come to a standstill. The evolution of technologies 
have deeply impacted the literature of that period. E- Literature is the product of technological 
changes that we witnessed in the last 40-50 years.  
This unit on Electronic literature will challenge the learners to re-think what literature can do and 
be. 
Learning Outcomes 
Upon completion of the course students will be able to: 

 Appreciate the aesthetics of e-literature.  
 Improve their critical thinking and literary skills.  

 

 
Uni

t 
No. 

Topics to be Covered 
Lecture 
Hours 

Learning Outcome 

1 
Introduction to E-lit: Growth of a genre  

Avant-garde art  
Cold War literature/ Technologies 

3 
To know the origin and 
development of e-lit. 
 

2 
Theoretical Concepts  

The Post Modern Parody; Intertexuality; Death 
of the Author/ Publisher 

3 

 

To understand the key 
theoretical concepts in e-lit. 

3 

Emergent Forms & Techniques 
 

Hypertext; Interactive books; blogs; videos; fb 
& Instagram text 
Writing Patterns: Writing the Codex vs. 
Ergodic lit 
Reading Patterns: Reading the Codex vs. 
Ergodic lit) 
Hypertext, Audio/ Visual aids,  
Code & Lexia 

6 

To understand the cyber space 
& text  
To understand & appreciate the 
traditional patterns of writing 
and reading & to appreciate the 
emergent forms of writing & 
reading.  
The Codex vs. The Ergodic 

4 
Role of Software 
Story space/ Hyper card/ html/ Web 2.0 (Darcy 
Di Nucci)/ Folksonomy 

3 
To know the role of software in 
creating e-lit.  
 

5 
The tools & Augmented Reality (AR) as a 
Pedagogical Tool  
 

Oral/Audio-Video-3 D spaces & back to audio 
6 

To know to the tools 
To explore AR as a pedagogical 
tool in HSS classroom 

6 

E-literary Texts: 
(a) Hypertext Fiction:  

(i) Michael Joyce’s Afternoon, a 
story&Twelve Blue (Water Town: 
Eastegate Systems 1990) 

(ii) Shelley Jackson’s My 

12 

 
Reading & Analysis of the 
select literary texts 
 



2 
 

Body&Patchwork Girl  (Water Town: 
Eastgate Systems, 1995)  

(b) Augmented Reality (AR) Poetry:  
(ni_Ka’s works: Monitor poetry in emoji) 

(c) Visual Poetry/ Flash Poetry: 
Robert Kendall’s Faith 

(d) Interactive Poetry 

(e) Code Poetry (speech-to-text software): 
Black Perl 

7 

Creating your own weird e-lit monster: 
Creative Writing Workshop 
The learners will create their own literary 
pieces - poetry/ fiction/ short story/ memoir/ 
testimonio - using computational tools & 
software. 

9 

 
The creative writing workshop 
will provide the learners an 
opportunity to create their own 
literary pieces using codes and 
software. 

TOTAL 42  
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