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Abstract:

Key words: Modern technology has brought us with astonishing speed, the era of the
digital revolution, and interactive screens using computers, tablets, smartphones, digital
receivers, Internet TV, etc. This has resulted in a new form of interactive art and creativity.
One of the results of the digital revolution is interactive digital narrative, which is the result
of a digital technical process that consists in converting the contents of written narrative

texts into interactive digital narratives, whether related to personal life stories, literary,



media, or historical stories, or other types. The traditional author and recipient has also
changed into a digital author and recipient. Digital narrative has also become a semi-visual
system based on image, movement, sound and color, and participatory content production
between the author and the recipient by the interactive mechanism on the digital screen.
The digital narration reading and its aesthetics accordingly changed from a normal
interactive reading to a semiotic reading. The digital narrative text as a human—technology
production has achieved a new paradigm for the joy of life, the pleasure of knowledge and
the taste of digital beauty through interaction in the virtual space between authors and

recipients and among themselves.
Key words: Digital Narration; Story; Author; Recipient; Semiotic Reading
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