CREATING R TRANSMEDIR EXPERIENCE
THE HANDBOOK GUIDEMAFP

Creating a transmedia expenence - the guidemap handbook is a
guxiemap for developing a manuscript and timeline for a trans-
media expenence.

The handbook is created as a part of a master's thesis on Inter-
active Digital Media 2012, by Vashanth Selvadurai and Ronni
Nedergaard Nielsen. This handbook act as a visual guidemap for
developing a transmedia experience, and is based on a concept,
created in the thesis. A use case example of a timeline, created
upon this handbook can be seen on the enclosed DVD with the
masters’ thesis, together with a video sketch.

The concept is based upon a theoretical study of transmedia sto-
rytelling and alternate reality games, where this study focus was
on exploring the potentials of implementing social media plat-
forms as a central interaction utility, smariphones as the liason
between the physical and virtual space and incorporating game
mechanics and gamification methods as motivational factors to
create engaging experences.

The handbook is split into five parts, each focusing on a different
aspect for creating a transmedia experience. It is necessary to
read the entire guidemap, before starting the actual develop-
ment, as it is important fo have an overview of the each develop-
ment process.

When reading the handbook, each page are displayed with the
information of the subject being on the left page, and further de-
tails, notes and examples of the given subject being shown on
the right side.

Happy reading! :)
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INTRODLUCTION INTRODUCTION

CREATING A TRANSMEDIA EXPERIENCE: NITIALYDEVELORMENT;

reating a tran experience - a guidemap isa y R ¢ :

guidemap for developing a manuscript and timeline for a trans- :g:tn:l?tam; mm&: t:‘ign mieex&eme, 2o

media experience, It does not specifically explain which compo- s

nents to implement, but help the developer focus on the impor-

tant considerations, when choosing relevant input for a transme- Y

i apeihe: T = TRANSMEDIA STORY. DEVELOAMENT,
_ Develop the storyline throughout the transmedia expenence,

It should be noted that the examples this handbook use, in terms with focus on building a story acrose multiple plaiforms, both

of social media platforms and smariphone features, that could be physical and digital.

put into use in a transmedia expenence should not be seen as ‘

restrictions, but merely suggestions. Social media platforms and ME NEVEI AN \U

the capabilities of smariphones are rapidly evolving, and there- ik - AMLZ ) L

fore it is recommended to gain an overview of the current state of Choose game genres, game mechanics and gamification as-

the art social media and smartphone capabilities, before devel- ﬁ;ﬂs. which fits the transmedia storyline and the initial prod-

oping.
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A more detailed description and explanation regarding the devel- 0 Y IU T .U TN REVEL NE M IU

]

opment of a transmedia experience can be found in the master's A— L - A
thF:esis; Creating a Transme‘c)iea Experience, Interactive Digital Decide how to use the fransmedia storyline and the chosen
Media, Aaiborg University 2012, by Ronni Nedergaard Nieisen & game aspects, with focus on how to motivate and engage the
Vashanth Selvadurai. target group through the expenence process.
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READING GUIDE: ® INTERACTIVITY DEVELOAMENT®
When reading the handbook, each page are displayed with the Consider how the interactions within the transmedia experi-

information of the subject being on the left page, and further de- enceis utilised, based on; social collaboration between the

tails, notes and examples of the given subject being shown on target group, the fictional characters, the game elements and
the right side. the entire transmedia experience all-together.

The handbook is split into five parts, each focusing on a different O m: : I : l'i
aspect for creating a transmedia experience. It is necessary fo : . . ,
read the entire quidemap, before starting the actual develop- Pian the eqttre gransmcﬁa expenence, through a manuscnpt
ment, as it is important to have an overview of the each deveiop- and & detalled tmeiing.

ment process.
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INITIAL DEVELOPMENT

 THE PURPOSE
Identify the purpose for creating the trans-

media experience; the purpose defines
which focus areas from the initial product
are relevant to implement.

* TARGET GROUP

Gather relevant information regarding the
target group.

 INITIAL PRODUCT
Study the initial product for elements that

can be used in the transmedia experi-
ence, which reflects the intial product, and
thereby ties the products together.

| N E R R E TR EE EEEEEEE.
 PLATFORMS
Consider the best suited platform, based
on the initial product, the purpose and the
target group.

" Tontent DIstrIbution: Consider which piat-

INITIAL DEVELOPMENT

* Promotional Tool: Promote the initial prod-
uct through the fransmedia experience

» Extention: The initial product is extended
extended

= Stand Alone: Creating the transmedia ex-
perience as a stand alone product

- GENDER |! AREA OF

INABOLS © THLLINI

forms to use for distributing the content; like,
blogs, posters, movie theatres, tv-advertise-
ment, efc.

» Soclal Communication: Choose the best
suited social media platforms for the social in-
teractions.
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TRANSMEDIA STORYLINE TRANSMEDIA STORYLINE

* FUNCTIONALITY Hlabpiorsic-oo. o i
Consider which kind of storyline to create P v

. « Extend: Create a new storyline, which takes
and how the storyline should be unfold place in the same universe.

across the different media platforms. - Alternate: Creating a story in an altemate
universe, but with the initial characters.

e STORY UNIVERSE

Make sure the content within the initial
storyline is respresented in the transmedia
experience

GAME STORYLINE
 ANTTABDLS

e CHARACTER SELECTION ;erg?c')? ﬂ?:::(a)ctier::. Select the main charac-
Select or create the set of characters to b

7 ( « Side Characters: Consider implementin
use throughout the transmedia experi- side characters. : -

ence. « New Characters: Consider if it is necessary
to create new characters to the storyline.
N O EEEEEEE T EEEEE EE W

e MEDIA PLATFORMS
Select the media platforms to distribute
the storyline on, based on the strong fea-
tures and possibilities to utilise.

3
3
=
E
=
=
=
E
2
=

ALANNING |INTERACTION| MOTIVATION




: TRANSMEDIA STORYLINE TRANSMEDIA STORYLINE

 CHARACTER PRESENTATION

Determine how the selected characters
are presented in the transmedia experi-
ence.

e INTERACTION CONSIDERATIONS Note: Incorporating too many possible outcome

Consider the interaction possibilities in the from the scenarios cireated, can become hard to

ok dh th ic t control. Instead, create predefiend scenario’s
storyline and how the parucipants can from a set of the character interaction which is best

affect the storyline. suited.

GAME STORYLINE
 ANTTABDLS

® EVENTS « Represent the fictional characters in the

- physical world.
Consider the use of events based on the = Consider how to merge the real- and virtual

storyline, both online and in the physical world together.

world. » Implement elements which have a dramatic
effect on the target group, at the events.
N O E " EEE T T EEEEE e - | N EEEEEE .

e CONTINUITY o) T Note: Make sure to

‘ PP ol » % minimise the complex-
Make sure to have a clear view of each- e\ ity of the co"ectedpsto_

story fragments, their presentations an ryline, in order to
consider the continuity of the overall pre- < minise the level of con-
sentation of the storylines as a whole. ' fusion.
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TRANSMEDIA STORYLINE TRANSMEDIA STORYLINE

Exam Ie Same content spread on three differ-
* SPREADABILITY sy i |

Determine which story fragments need to
be available on the different media and
similar platforms.

e DRILLABILITY » Consider creating supplemental back stori-

Determine if certain phases within the Ies.

: = Consider creating exclusive content
story need an extra depth, in order for the  Generally consider implementing extra de-

user fo dig further into the content of the tails into the storyline, but make sure it fit the the
virtual world. level of engagement from the participants.

* IMMERSION ws; S ikt
Map the ﬁchgnal universe into the re.al /. N tional character. chang-
world and utilise physical everyday-life HEA B ing the content of pic-
medias to immerse the target group into ot 1) 7§ 7 Rtures on real websites.
the virtual world. =

e WORLD-BUILDING Note: Make sure the same rules, regulations,

Consider how the real world is repre- world-theme and so on is respented similar in

both worlds.
sented within the fictional universe, and ot
how the fictional intersects with the real
world.

 ANTTABDLS
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: TRANSMEDIA STORYLINE TRANSMEDIA STORYLINE

e SERIALITY Note: Seriality can be useful for adding drilla-

‘ e : billity and to create back-stories on a fictional
Consider the possibility to implement sto- character within the universe. By adding serial-

ries that are prestented within the same ity, if will be possible for the participant to gain
fictional universe, but not necessarily in more knowledge of the character.

the main storyline.

@ pE RFORM ANCE = Explore the possibility to engage the user into

| s produce content.
g,?(? 2,?;;:;;:2:?&?{#:%25 e;gg%?]gon » Consider the possibility to incorporate this

user-generated content into the storyline.

GAME STORYLINE
 ANTTABDLS

e MULTIPLICITY Note: Adding multiplicity can increase the
Consider the possibility to implement al- compiexity ot e ransinedia £xperience.
ternate interpretations of the storyline.

e SUBJECTIVITY » Make use of charac-|

Consider the possibility to explore the fefg;gaqeewngwaggg:cts '
transmedia storyline or a phase of the sto- of an existing storyline. |
ryline through differenet objectivities or

point of views.
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: TRANSMEDIA STORYLINE TRANSMEDIA STORYLINE

* EXTRACTABILITY

Consider incorporating items within the
transmedia expenence, which can be ex-
tracted form the storyline in the form of
merchandise.

General Note: Many of the considerations
in the transmedia storyline development
are not aspects that must be implemented
into a transmedia experience. They should
rather be viewed upon as relevant areas
for considerations, when creating the con-
tent for the storyline. All the aspects are
useful in order to benifit from the use of
multiple medias, but some may be more
useful than others, depending on the given
initial product and transmedia storyline.

GAME STORYLINE
 ANTTABDLS
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LAME DEVELOPMENT

» GAME GENRE(S)

Identify the game genres which suits the
aspects of the initial and the transmedia
story product.

 GAME PLATFORMS
Identify the platforms which fit the game

genres, the aspects of the fictional uni-
verse and the transmedia storyline.

* GAME CHARACTERS

Consider which of the fictional characters
should be implemented into the game ele-
ments of the experience. Consider how
they fit the genre and storyline.

 CHALLENGES

Create challenges logically according to
the story. Make sure the challenges are in-
terlinked with the story.

LAME DEVELOPMENT

!}’ftioiﬂ”hk.--" A NN 3 | . ’\ -
M R O A O OO OO OO O W W W
Note: Remember to consider the possibilities
and restrictions of the chosen platforms, with

focus on utilising the real world as a platform.

* Functionalltlies: Consider the functionalities
of the fictional characters.

« Capabliities: Consider what the characters
are capable of within the game. Remember to
compare their capabilities to the rules and regu-
lations within the fictional universe.

PUZZLES
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LEEERE

— e

AN IABLLS

=
=
3
3
—
‘5
=
g
=
=
=
=




LAME DEVELOPMENT LAME DEVELOPMENT

e COLLAB. AND COMPTETITION

Create situations that need a range of par-
ticipants to collaborate and/or compete.

SR BN O O O O O OO O O T O T W W
» Avold Maximisation: Consider the level of
&
GAME MECHAN'CS i difficulty and complexity of the game tasks,
Consider which game mechanics should based on the capabilities of the target group.

be implemented in order to manage how « Matching: Consider if the game needs to

certain game elements should be ex- direct the players towards an event or area.
ecuted « Reward Values: Make sure the value of the

rewards, within the games, fit the tasks given.
A W O W O O O OB W WO W W W W

* GAMIFICATION

Consider how to make use of user progres-
sion sytem, reward implementations, etc.

AN IABLLS
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MOTIVATION DEVELOAMENT MOTIVATION DEVELOPMENT

® MOT'VA"NG THE PART'C'PANTS N_ote: Make sure the motjva.tiopal factors fit the

Consider which type of motivational factors given target group, both intrinsically and extrin-
: ically.

that needs to be implemented to the trans- Sicaky

media expenence.

> INITIATI NG AN 'NTE REST Entry Points Create easy recognisable entries,

through mainly intrinsic motivational factors.

Define how to get the attention of the par-
ticipants and how to engage them into the
transmedia expenence. J frea ) ' it~ O resmy ”

\\\\
‘ l._.\_...\....-Jl...._.._..J _SE ,
R O O O OO O OO OO OO O W OOWE O OOWT O W W ------------------

& |NVO|_VEMEN'|‘ AD JUSTMENT * Muitiple Activities: Make sure the experi-

: - X ence enables the possibility of en ementina
Consider how to adjust the involvement level needed. - v 2

level of the participants, in form of the « Reward Value: Make sure the effort and ac-
game elements in the expe[ience_ tivity of the participants are equally rewarded.

e MAINTAIN AN INTEREST Example: Maintaining the interest from the par-

: : . ticipants can be achieved through clearly de-
Make sure the transmedia experience Is fined live events, reward value adjustment, etc_,

able to maintain the interest of the target and generally making sure the experience is at-

group. tractive for the participants in any given part of
the timeline.

ININNDTD (NOILOGHALNINOILIDALLOW| 3663 | SNTIABOLS
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. INTERACTION DEVELOPMENT INTERACTION DEVELOPAMENT

e SOCIAL MEDIA CONSIDERATION Note: Remember to keep the possibilities for

Make sure the social media platforms fit the use of other social media platforms open.

o cor N ted | Help the participants towards the predefined
€ SIDIVIne aha b sOaiceay meorporatcain social media platforms, but enable the possibil-

the transmedia experience. ity for the participants to choose themselves.

S ALINNCINN OARIAL aaenta = Bocial Networklng Sites (SNS): Thnoose The

® CHOOS'NG SOC'AL MEDlA SNS for the central interaction method.
Identify which social media platforms » Blogs: Blogs are useful for one-to-many
should be used in the given context, and communication. Consider using blogs for infor-

: z mation discribution or giving instructions.
consider how the different platforms should . Content Communities (CC): Consider the

be combined. use of CCs in situations where a certain type of
content distribution between users is needed.
= Collaborative Projects: Store and collect
data throughout the experience.

BLoGS § ¢ COLLAB!
 PROJEGTS

e EXPERIENCE SHARING Note: Consider how to incorporate experience
Encourage the participants to share their sharing to be an element within the storyline of
: : the transmedia experience.
experiences throughout the transmedia ex-
perience.

OLANNING  INTERACTION | MOTIVATION
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. INTERACTION DEVELOPMENT INTERACTION DEVELOPAMENT

» Make sure the smartphone logically fits the
= SMARTPHONE story and universe, and is logically incorporated

Collect user data through the context- into the transmedia experience.

aware sensoring capabilities and consider * Make sure the smariphone has access to the

user interactions between the users chosen media platforms, and is able to interact
with these.

e DEDICATED APPLICATION - Consider which data should be saved, tracked

F ; 2 s and presented.
Co_nSIder creating a d(_adlcgted application, . Utilli)se the data with the storyline and the uni-
which act as a central interlink between the verse.

physical- and virtual worlds. « Make sure the visual interface of the applica-
tion reflects the theme and universe.

* DATA COLLECTION

Through the context-aware sensor capa-
bilities it iIs possible to collect data and
track progression of the participants, which
can be utilised for character progression,
radjusting rewards values and creating vir-
tual achivements and badges.

=
=
=
=
3
=
=
-
§
—
2
=

OLANNING  INTERACTION | MOTIVATION




OLANNING  INTERACTION | MOTIVATION

INTERACTION DEVELOPMENT

* INTERACTION METHODS

Identify where interactions are needed,
and which.

e USER INTERACTIONS

Make sure the user interaction methods
are simple and recognisable.

 CHARACTER INTERACTIONS

Consider how the fictional characters
should interact with the participants.

* FICTIONAL CHARACTERS

Consider how the fictional characters are
to interact with each other.

INTERACTION DEVELOPAMENT

= Identify when participants have to interact with
the characters and storyline.

» |dentify when the participants need to interact
with each other.

Note: It can be favourable to encourage the
participants to only use one or a few social net-
working sites, as it eases the collective interac-
tion overview - both for the participants and the
developers.

+ Vis racs
tions between the fictional characters are
visual, and easily recognisable.

* In-Character: Make sure the fictional charac-
ters behave verbally and visually as they do
within the fictional universe.
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ALANNINEG ALANNINL

e M AN USCR'pT Note: The manuscript does not need to an ex-
plicit timed process, between each component,

With the 5 previous sections developed, it but to focus on how each segment unfolds.

la necessary to create a detailled manu-
script, in order to gain a synchronous over-
view of the entire transmedia experience.

* TIME PERIOD SEACONSEWEATHER JHOLIDAYS
Make sure to check for special annual i/ | [T lepel®]! BV
events, weather notifications, etc., which < | T
has an affect of the transmedia experience [ o = &
or can be utilised within the experience. O NS, & 2

& PLANNING Note: Make sure the major events are logical

. and regularly allocated throughout the entire
Plan when the major events throughout the experience, and similar events not to close to

transmedia experience have to be ex- each other, unless they fit logically.
ecuted.

e TIMELINE « Intersections: Interlink each activity in order

: . . tfo visualy explain the process in within the time-
Create a timeline, based on the manuscript o Y- SHE P

and the planning information. « Example: A visual example of a guidemap
for a transmedia experience can be seen on
next page.
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TIMETABLE

START

sTORY

INMATE STORY MECE (A) PIKCE
OTORY (B), uvE

EVENT

A O/ A ¢

LIVE EVENT &
REAL WORLD
TREASURE MUNT

NN

MOTI-
VATION

Vv

CHARACTR EN-
CAGEMENT,
CLUEsS &
COLLABORATION

NOTE: The components used within the timeline, is chosen based on the given use case.

In this example, the transmedia story is initiated, it is the intrinsic motivational factors that create an interest from the participants to engage themseives
into the ARG game (online puzzle game in this example). This is shown by an arrow pointing from the initiate story, to infrinsic motivation and then to
the online puzzie game. The game then maintains the interest through a reward in the end, which in this example is a new piece of the story. Meanwhile,
the fictional characters interact with the participants through social media networks, in order to add more realism to the transmedia experience. The
first game makes the participants download the appli-cation and create a profile, which will be used for storing and tracking the user progression

throughout the transmedia experience.

EXAMALE

STORY MECK (D),
LIVE EVENT

T 7
LUVE EVENT &

REAL WORLD
TREABURE MUNT

/N 7

CHARACTR EN-
GAGEMENT,
CLUES &
COLLABORATION
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