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ABSTRACT

The research studies how features of games can be utilized and converted into
storytelling elements by analyzing specific transmedia storytelling cases. For the
research, <Minecraft: Story Mode> was selected for subjects of analysis. From the
analysis conducted, first, how game can be expanded and transformed into interactive
animations was observed. Also, use of representative elements of the original game,
concepts and basic settings in <Minecraft: Story Mode> was seen. And lastly,
implementation of transmedia storytelling strategies that constitute narratives based on
character creation and connection between spaces was also observed.
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