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ABSTRACT

In the era of media convergence, transmedia (cross-media/cross-platform/multi-platform) narratives
are catering to users who are willing to immerse themselves in their favorite entertainment content.
The inherent interactivity of the Internet and the emotional engagement of story can lead to innovative
pedagogies in media rich environments. This paper focuses on Web-Based Transmedia Storytelling
Edutainment as a pedagogical practice in higher education.

INTRODUCTION

The importance of narratives in education is
evident by the new media rich environments that
are supported by technology, the online global
educational models, which embrace worldwide
presence, and the storytelling production process
that has been democratized. Jenkins theory of
convergence culture (2006) provides a window
to examine how transmedia storytelling can
emerge within education as a product and as a
practice in technology-supported environments.
Jenkins (2006) described convergences in his
book Convergence Culture: Where Old and New
Media Collide, ‘by convergence, I mean the flow
of content across multiple media platforms, the
cooperation between multiple media industries,

DOI: 10.4018/978-1-4666-6114-1.ch016

and the migratory behavior of media audiences
who will go almost anywhere in search of the
kinds of entertainment experiences they want’ (p.
2). Using Jenkins’ theory of convergence culture
as a toolkit, this paper examines how entertain-
ment can emerge within education and how it can
facilitate student-centered, technology-supported
approaches to learning in the age of media con-
vergence.

MEDIA-EDUCATION CONVERGENCE
AND TRANSMEDIA STORYTELLING

The literature on globalization and convergence
has several threads. According to Jenkins (2001),
media convergence can be categorized as follows:
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Technological convergence- the digitization of all
media content which allows them to flow across
platforms; Economic convergence- the horizontal
integration of the entertainment industry; Social
convergence- consumers are multitasking and
navigating through the new media rich environ-
ments; Cultural convergence- the rise of a new
participatory culture by giving the average per-
son the tools needed to recreate and recirculate
content; Global convergence- the crossbreed of
culture that results from a plethora of media con-
tent; and finally, my emphasis, Educational and
Informational convergence- the distance learning
paradigm, which is influencing and changing the
traditional methods of teaching and learning.
Asaresultof media convergence, new pedago-
gies and theories of education have arisen. Open,
distance and blended learning are on the rise, which
are supported by media tools, mediarich environ-
ments and technology. Moreover, complimentary
to the change is the practice of transmedia story-
telling which can be considered a student-centered
pedagogical approach to education. Today, a film
moves across media and it can have different parts
such as abook, game and mobile component. This
creative practice, where a story is at the center of
media, is known as transmedia storytelling. The
practice of transmedia storytelling is further ex-
amined here for its employment in education. The
concept of Transmedia Storytelling Edutainment
with the acronym TmSE is proposed and defined
asusing stories from popular entertainment to cre-
ate educational components around a discipline. I
argue that these self contained parts can be utilized
as teaching aids, in conjunction with traditional
learning tools, when the context of the material is
complementary to the subject matter. The stories
may be transmedia franchises; however, they are
notlimited to this classification, although the more
popular stories that are distributed on multimedia
platforms may have a better hook to capture learn-
ers’ attention. In educational terms, the ‘hook’
can be demonstrated in Gagne’s Nine Events of
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Instruction (1985) which lists ‘gain attention’ as
the first event (Clark, 30 June 2010).

TmSE is contextualized as the producers of
commercial product such as films and the student-
produced narratives in the form of web-based
stories, also referred to as digital stories and
mashups. Mashup videos are web-based stories
thatuse pre-existing sources to create new content
by recombining and modify existing digital works,
which are extremely prominent on the Internet
today. Therefore, TmSE encompasses both media
tools and narrative in online education, but it is
not limited to online, and may consist of ancillary
derivates that do not include moving image such
as scenario based activities. Screenplays are by
definition writing for the screen. A screenplay
with it is picture making and scene building
abilities may have pictorial superiority over a
textbook. According to Medina (2008), ‘when
it comes to memory, researchers have known for
more than 100 years that pictures and text follow
very different rules. Put simply, the more visual
the input becomes, the more likely it is to be
recognized — and recalled. The phenomenon is
so omnipresent it has been given its own name:
the pictorial superiority effect, or PSE’ (p. 233).
Medina believed the tendency is so pervasive that
even when people read, most try to visualize what
the text is telling them.

Kress pointed out the changes in the contem-
porary communicational landscape:

It is no longer possible to think about literacy in
isolationfromthe vast array of social, technologi-
cal and economic factors. Two distinct yet related
factors deserve to be particularly highlighted.
These are, on one hand, the broad move from the
now centuries-long dominance of writing to the
dominance of the image and, on the other hand,
the move from the dominance of the medium of
the book to the dominance of the medium of the
screen. (Kress, 2003, p. 1)
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