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Four Areas to Cover
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I. Transmedia Storytelling 101

II. Video Games in Transmedia Stories

III. Why Not Video Games?

IV. Transmedia Character Design
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I. Transmedia Storytelling 101
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What is Transmedia Storytelling?

“A transmedia story unfolds 
across multiple media 
platforms with each new text 
making a distinctive and 
valuable contribution to the 
whole.”  

– Henry Jenkins
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Transmedia Storytelling vs. Adaptation
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• Transmedia storytelling continues a narrative arc
 

• Simply retelling a story in a different type of media 
isn’t transmedia storytelling, it’s adaptation

NOT TRANSMEDIATRANSMEDIA
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Adaptation

Film Film FilmFilm

Animation AnimationAnimation

STORYLINE

Game GameGame

STORYLINE

STORYLINE
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Transmedia Storytelling

Animation

STORYLINE
Game

FilmFilm Film
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Enter the Matrix
PS2 video game

Final Flight of the Osiris
(The Animatrix animation)

The Matrix 
(!lm)

The Matrix Reloaded 
(!lm)

The Matrix Revolutions 
(!lm)

The Second Renaissance
(The Animatrix animation)

STORYLINE
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The Matrix 
(!lm)

The Matrix Reloaded 
(!lm)

The Matrix Revolutions 
(!lm)

Enter the Matrix
PS2 video game

Final Flight of the Osiris
(The Animatrix animation)

The Second Renaissance
(The Animatrix animation)

STORYLINE
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“Distinctive and Valuable Contribution”?
• Solid addition to the story world

• Not just a cheap grab for additional cash

12TRANSMEDIA
STORYTELLING

TRANSMEDIA
BRANDING
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II. Video Games in Transmedia Stories
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Storytelling According to Aristotle
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“Most important of all is [Plot,] the structure 
of the incidents. For Tragedy is an imitation, 
not of men, but of an action and of life, and 
life consists in action, and its end is a mode 
of action, not a quality...  Without action 
there cannot be a tragedy; there may be 
without character.  …The plot, then, is the 
first principle, and, as it were, the soul of a 
tragedy; Character holds the second place.”

- Aristotle’s Poetics
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From Plot to Character
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From Character to World
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Worlds Without Plot?
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III. Why Not Video Games?
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~US$250 ~US$240
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~US$100,000,000
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40+ hours
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IV. Looking Forward
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The Value of Authority
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The Value of Authority
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“Transmedia storytelling is the art of world 
making. To fully experience any fictional world, 
consumers must assume the role of hunters and 
gatherers, chasing down bits of the story across 
media channels, comparing notes with each 
other via online discussion groups, and 
collaborating to ensure that everyone who 
invests time and effort will come away with a 
richer entertainment experience.”

– Henry Jenkins, Convergence Culture
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Some Future Directions of Research
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• How can digital distribution lower 
both the costs of video games and 
the resistance to exploration of 
video games by non-gamers?

• How to best balance interactivity 
with plot and character 
development?

• Where do video games fit in an 
ideal order of transmedia 
extensions?

• What is the ideal balance of cost, 
expected time spent and amount 
of narrative payoff?
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