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Abstract or Résumé:  

This paper reports on an ongoing pilot study of creative engagement with fictional worlds in 
order to explore potential contributions of narrative methods and data to the investigation of 
information behaviour and experience in LIS. A narrative framework can be used to examine the 
individual, social, and material aspects of information experiences situated in time and space. 
Such a framework has the potential to contribute detailed understandings of the nature of the 
experience of information and fiction, and of information experience more generally, to the body 
of literature on information experience in LIS. 

 

1.   Introduction 

Narrative, information, and data play a role in people’s everyday lives and understandings. 
Polkinghorne (1988) describes narrative as “the primary form by which human experience is 
made meaningful” (p. 1). The purpose of this paper is to explore information experiences related 
to fiction and the use of narrative methods and data for their study. Narrative methods provide an 
avenue to examine the individual, social, and material aspects of information experiences 
situated in time and space. I am currently conducting a pilot study of readers’ / fans’ / audiences’ 
information experiences and engagements with fictional worlds. The pilot study specifically 
employs narrative methods to examine individual creative engagements with fictional worlds and 
their associated information practices. In connection to the conference theme of data, this paper 
uses the pilot study’s emerging analysis of the case of M.B. and her creative engagement with 
LARP (Live Action Roleplay) to discuss the potential for narrative data and inquiry to contribute 
to the study of information practices and experiences.  

2.   Literature Review 

The pilot study I discuss in this paper is situated in the research area of information behaviour 
and experience in LIS. Within that realm, fiction and fandom are an understudied and emerging 
area (Doty & Broussard 2017, Forcier 2017, Price & Robinson 2017). The topic of fiction and 
information behaviour could be analyzed through frameworks of serious leisure, such as those 
discussed by Stebbins (2009) and Hartel (2003). Information behaviour, as it pertains to fiction, 
has been investigated through studies of information seeking in the contexts of book selection 



and access (Mikkonen & Vakkari 2016, 2017; Moyer 2007; Ooi & Liew 2011; Saarinen & 
Vakkari 2013); through the information found when reading, intentionally or incidentally, (Ross 
1999, p. 794–795); negotiation of sexual identities (Rothbauer 2004b, 2004a); how fiction serves 
as a “roadmap” to inform real life situations (Broussard & Doty 2016, Doty & Broussard 2017); 
or more generally, how fiction reading serves other educational, recreational, or personal 
outcomes (Moyer 2007, Stobbs 2014). The study of fiction and information can add to the bodies 
of literature on serious leisure and information behaviour, but it can also expand and connect to 
discussions of information experience more broadly.  

Information experience is a holistic concept that can be approached from various perspectives; it 
can encompass emotional, embodied, and other aspects of information use that go beyond 
seeking or skills and behaviours (Bruce, Davis, Hughes, Partridge, & Stoodley 2014, p. 8). The 
argument that fiction can inform (Broussard & Doty 2016, Doty & Broussard 2017), combined 
with the concept of information experience, frames this paper and my exploration of narrative 
methods and data as a way to understand information experiences related to fiction.  

Narrative methods have not been widely used in studies of information behaviour or experience. 
My initial literature review found very few examples. One study focused on methods of narrative 
interviewing (Bates 2004), and I found a few studies using narrative methods to investigate 
information behaviour in specific contexts: personal health management (Genuis 2015), students 
seeking job information (Hultgren 2013), first time mothers (Loudon, Buchanan, & Ruthven 
2015), and engineers (du Preez & Meyer 2016). This paper demonstrates ways narrative methods 
can be used to study information experiences related to fiction, which provide insight into how 
narrative data and frameworks can be used to study information experience in general. 

3.   Method: Narrative Inquiry 

My ongoing pilot project is a test of narrative methods to see the level of detail that can be 
obtained in data on creative engagements with fictional worlds and how those engagements may 
circulate, create, and document information experiences. These experiences may move beyond 
the borders of the imaginary world to expand or change it through the information practices of its 
audience. Individual audience members create and interact with material traces of fiction, and it 
is those traces and narratives about them that are being collected.  

The research framework begins with narrative both as a part of the subject of study (e.g., as a 
source of information on fictional worlds) and as a methodological and theoretical frame. 
Narrative inquiry as described by Clandinin and Connelly (2000) is a way to garner extended 
understandings of experiences which are collected and analyzed through narrative methods. As 
such, a detailed, case-centred approach is common in narrative inquiry (Riessman 2008, p. 11).  

I use a “three-dimensional narrative inquiry space,” as described by Clandinin and Connelly 
(2000), for the study of human experience. The dimensions include: interaction (personal and 
social), continuity (time), and situation (context) (p. 50). These dimensions serve as guides to 
explore participants’ experiences of information and making related to fictional worlds in-depth. 
To gain this depth, a small sample of five participants were recruited, and narrative methods 
influenced by ethnography and other forms of naturalistic inquiry are being employed to collect 



and analyze data. These methods include: observation, interviews, and object analyses of 
participants’ creations. Analysis of this variety of narrative data types is providing nuanced 
research narratives of how fictional worlds and information can become materially situated in 
people’s real lives.  

Each participant chose a fictional world or project to talk about. I then began with an object 
elicitation interview with each participant, and I followed up with further participation options 
dependent upon what types of making and fictional world each participant chose to talk about. 
This method encourages on-going storytelling and interaction to generate more nuanced 
narratives of experience. For their initial interviews, participants brought both objects they have 
made and objects they use when engaging with the fictional world they chose. They were invited 
to talk about the objects they brought and how they use them. 

As a part of the data analysis, participant and researcher narratives are being written to 
demonstrate the co-construction of concepts in the data collection process. These narratives are 
interim texts that are a part of the analysis process. The emerging narratives from this study will 
serve as examples of the ways in which narrative data and analysis can contribute to the body of 
knowledge in LIS on fiction-related information behaviours. 

4.   Emerging Narratives of Information Experience 

This paper includes examples of data and stories collected with M.B., a participant who chose to 
talk about LARPing. M.B. makes both costume pieces and boffer weapons (foam weapons) for 
LARP. She brought a hockey bag full of pieces to her first interview, and she has since followed 
up by sending me pictures and previously written character backstories. The objects grounded 
our interview and worked as prompts for M.B.’s storytelling. 

M.B. described materials and research used for creating a costume. For example, the following 
quote is a portion of her explanation of her current project, which is scale mail armour: “A lot of 
reenactment sites, and, uh, some history sites. There was a lot of options for the scale and the 
most common scale found used much smaller scales, about a centimetre across. I didn’t have a 
supply for that available...” She makes compromises for the availability and cost of materials to 
meet her vision. She also uses historical information to inform her creation of a costume that fits 
the character she will play in the LARP world. She has a character in mind as she is making a 
piece; however, her pieces can be recombined and re-purposed as needed because they represent 
a significant investment in time and money. 

Creating and playing a character requires not only investment of time and materials for M.B., it 
is also an opportunity to craft an experience that requires knowledge of LARP, the particular 
world the LARP takes place in, the real-world setting, game rules, and M.B.’s own goals. M.B.’s 
anecdotes and explanations of her costume pieces exemplify the depth of detailed data that can 
be collected through narrative inquiry. Her creations are a part of her embodied experience of 
information and the LARP world in context. For example, M.B. described how aluminum scale 
does not have the same sound as bronze, but it is more cost effective. M.B’s experience is 
complex, involving individual aspects, such as her personal goals; social aspects, such as the 
rules for the particular LARP that are shared with other players; and her physically situated 



costume and location in tandem with the imaginary LARP location. The borders between the 
imaginary and the material are blurred as both contribute to the creative engagement with the 
LARP world. 

5.   Discussion & Conclusion: Narratives of Fact and Fiction 

There is an interaction between information, imagination, and the material world when a person 
engages with fictional worlds. Qualitative data, such as the narrative data in this study, can be 
used to provide windows into individual experiences in individual, social, and material contexts. 
Narrative can be a source of fact and fiction, and in studies of serious leisure and information 
behaviour relating to fictional narratives, it can not only be the data, but also the outcome. This 
paper is an interim research narrative put together to interpret narrative methods and data to 
move towards a better understanding of information experiences involving fiction. Further 
research will examine how fictional worlds become a part of information experience and inform 
individual realities. Narrative data and analysis can provide insight into the information 
experiences involved in engagements with fictional worlds and their borders with reality. 
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