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Digital Literature: Pros and Cons
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g is the result of devel ent in information and technology. It uses various digital devices like
Digital Literature is the result of deve opment in infor mation and te - ; ' i
mobile, tablet, computer, Internet and so on. Social mcid/a /'llce [*aceb()o/f, {w:/ler, Whal.s.App, Instagram, blogsare
also responsible for the emergence and vogue of digital literature. Digital plalforr’n is mostly ust:'d by techno-
sawvy readers and writers. Eco friendly e-books are the need of time.Yet, we can’t neglec! the importance of
wraditional print books. Both, e books and print books are essential, one as advancement in Iechnplogy and later
as our library heritage and literary legacy. The article tries fo Jocus on the advantages and disadvantages of
digital literature.
Kz'y Words- Literature-Traditional-Technology- Digital- Advantages-Disadvantages
Objectives-
1. To study definition of Digital Literature
2. To discuss the types of Digital literature
3. To focus advantages of Digital Literature
4. To through a light on disadvantages of DigitalLiterature
Methodology-Qualitative and interpretative research methodology
Introduction-
Literature is the writing that deals with human emotions, feelings, thoughts, experiences that author has in the
world around. Literature is the art and skill which has been developing since the inception of the language. The
medium or mode of expression through which Literature is presented is language. Literature changes as per the
ages. Earlier we had manuscripts, then with the invention of printer we experienced printed books, now in the
world of Information and Technology, we are having digital or e-books. The Electronic devices have gifted us
with paperless Electronic Literature. Digital platform and online reading of books is the new incarnation of
literary world. Earlier printed material was referred as books, now it is not so. The change in the concept of
books- Digital and Print is not limited only to technology, but it affects our vision regarding reading culture and
writer's role in the creation of literature. This article tries to present pros and cons of Digital Literature.
Digital literature is also known as electronic literature. It is a form of writing that is created on a digital platform
and experienced through Digital or virtual mode. These literary works are created on digital devices and can be
read only on an electronic device. Digital devices used to create Digital literature are computers, mobile phones
and personal tablets. Digital literary works are never printed or their physical version does not exist as they are
digested only electronically.

Digital form of literature is currentl
expression. Whenever technology has been dev
and technology lead human life to better feel
sound and voice recording started which led
recordings that contained shorts tories and ch
cassette tapes. The digital literature that
calledColossal Cave Adventure created by W

y developed form that explores new and innovative ways for
cloped, it is used for variety of purposes. Advancements inscience
ing and convenience.Phonograph was invented in 1877 and thus
tostorytelling and audio books. In the 1930s, talking books were
apters of larger works, which then developed into audiobooks on
we have today, was actually emerged in 1975, with a game
illiam Crowther, an American Computer Programmer.It was a story
oriented game that allowed players to make decisions on where they went. This computer game operated using
text. It allowed readers to choose direction and thus opens up anon-linear style of storytelling where the author
has no control as he/she has while writing a novel. It gives freedom to the readers and allows them to explore
meaning and draw conclusions. With the imitation of this game a group of students created another adventure
game named Zork,a text-based adventure game first released in 1977 by Tim Anderson, Marc Blank, Bruce
Daniels, and Dave Lebling. These games introduced a new form of storytelling. They are crafied using the
technology ofhypertext that creates links within the text.Video games can be called an early version of digital
literature. 1t is an innovative andinteractive way of expression through Digital mode.Video games with text

provide an opportunity to the readers (players) to unfold the story anddecide the action of the protagonist. Such

Sliories may have multiple possible endings. However,the reader, | as a player, is more interested in the story than
the game,
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