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Abstract —The application of transmedia storytelling is 

growing rapidly in many fields including entertainment, 

business, education, and involving media such as films, 

animation, comics, novels, games, and so on. Major studios in 

the US and UK, such as Marvel and Warner Bros, mostly use 

transmedia storytelling for their productions. This study aims 

to find out what transmedia storytelling really is. It also to 

explain the application of transmedia storytelling in 

Indonesia. This qualitative research is using interpretive 

analysis. The data is collected through library studies and in-

depth-interviews with Indonesian filmmakers, transmedia 

professional and academicians. The result explains that the 

first to find or to develop is Intellectual Property (IP). Then, 

having the synergy among the media used, transmedia 

storytelling helps a thorough understanding of the IP. In 

addition, the application of transmedia storytelling in 

Indonesia is still at an early stage. 

Keywords— transmedia storytelling, entertainment, film, 

intellectual property, IP 

I. INTRODUCTION  

The rapid growth of digital technology and industry 

4.0 gives new alternatives in storytelling and 

entertainment business since they offer advancement in 

many ways. Transmedia storytelling is one of them and is 

considered a new way of storytelling. This process is 

much different from the regular practice of storytelling. 

Major film studios in the US and UK such as Marvel or 

DC Studios has applied transmedia storytelling in their 

production. Spiderman, Aquaman, Captain Marvel, Harry 

Potter are produced as transmedia projects. In addition to 

the feature length film, they have comics, games, 

merchandise et cetera.  

Since Transmedia Storytelling is a new process of 

storytelling, it creates eagerness for filmmakers to know 

further about it. They need accurate information related 

to the characteristics, advancement, and benefits of this 

new process for their projects. Therefore, this study 

discusses what transmedia storytelling is and its 

application in Indonesia. 

 

II. METHOD AND THEORY  

 

This qualitative research collected data from in-depth 

interviews with Indonesian filmmakers, transmedia 

professional and academicians. In addition, library study 

is done intensively.  

Transmedia storytelling is a relatively new system of 

storytelling. Experts who started the terms transmedia 

storytelling are as follows. First, Marsha Kinder, a 

professor of The University of Southern California (USC) 

introduced the term “transmedia” where she described as 

“an emerging entertainment supersystem”. She added that 

“supersystem is a network of intertextuality constructed 

around a figure or group of figures, either fictional or 

real”. [11] Second, her fellow Professor from the same 

institution, Henry Jenkins, became the person who 

popularized the term transmedia storytelling. Jenkins [8] 

mentioned it as “a process where integral elements of a 

fiction get dispersed systematically across multiple 

delivery channels for the purpose of creating a unified 

and coordinated entertainment experience”. He added 

that the media platforms should be in synergy, otherwise 

the result won’t be maximum. [7] The third expert who 

did similar research is Robert Pratten. He mentioned that 

the performance of the content in each media should be 

maximum and suit the characteristics of the media. Then 

“all media should be greater than the sum of the parts”. 

This definition describes that the audience is active to 

find pieces of the contents in other media to enjoy the 

immersion into the story. The active audience will be 

more satisfied because he will get immersion in the 

whole media platforms. [13, 14]  

The production of a transmedia project is different 

from a film. The common process of film production 

starts with a film idea that is developed into a screenplay 

in the development process. Then, it proceeds to pre-

production which prepares for the shooting. Next is 

production or the principle photography (shooting) and 

the post-production or the editing, scoring, grading. The 

last two steps are the distribution and exhibition.[2] On 

the otherhand, the production of a transmedia project 

starts by finding or creating an Intellectual Property (IP) 

to develop. An IP is “an intangible creation of the human 
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mind”, often translated into a tangible form, such as 

artistic expression, symbols, design, invention, that is 

assigned certain rights of property. [16] 

 

III. ANALYSIS 

A. Intellectual Property (IP) 

IP is not a screenplay. It is an idea that is often 

visualized in the form of a character and a story world 

where the character lives. However, they should be 

complexed enough to support several prequels and 

sequels of TV series, feature length films, games, comic 

books, merchandise, theme park and so forth. The studio 

develops a blue print to distribute the fictional elements 

of the IP into various media platforms and makes the 

production timeline of each media form. Then they 

produce the content of each medium. [7] Content or IP is 

now treated as a “brand” that should be widely promoted. 

Transmedia storytelling provides the system for it. [9]  

The Production Department build a website and 

prepare social media as a means of marketing and 

communication with fans. A Website plays a crucial role 

for it also functions as the information centre and 

sometimes an online shop for the merchandise. 

Fan participation or engagement in any media is a 

strong characteristic of transmedia storytelling. When the 

fans are engaged, they will communicate and share 

opinions through social media. These forums build strong 

support toward the character they all care about.  In this 

case, the fans’ support contributes significantly to the 

popularity and sustainability of the IP. 

B. Transmedia Storytelling in Indonesia 

Creative industry professionals in Indonesia are now 

aware of the need to create or to have IPs that can be 

developed into transmedia projects. Some of them prefer 

to buy the existing IP than to create one since a famous 

IP already has its fanatic fans. To reintroduce the existing 

IP is not as difficult as introducing a brand new one since 

it still has a fan base. However, the IP has to be adapted 

to the present audience, millennials, and Gen-Z, to grab 

their attention since they compose the majority audience. 

Many approaches are used to “recycle” the existing IPs 

by meeting the need and the taste of millennials and Gen-

Z. The approach can be by designing the millennial style 

costume, choosing the right issue for the film, the idioms, 

the actors and so forth.  

 

 
 

 

Gatotkaca, for example, the character of Gatotkaca is 

wearing Marvel’s type of costume. It is to get the 

millennials’ attention who might not even know who 

Gatotkaca is. Thus, introducing Gatotkaca to his 

millennials and the Gen-Z audience is much similar to 

introduce a brand new character.  However, the senior 

fans or the purists would like to keep the spirit of the 

original character. This issue is always a problem and it 

needs further research.[10]  

Indonesia is rich in IPs since various local legends 

and local cultures can be the source of the creation of 

new IPs. Some Indonesian IPs, such as Si Unyil, Warkop, 

Wiro Sableng, Gundala Putra Petir and so on actually are 

potential for transmedia storytelling projects. However, 

only a limited number were developed. Si Unyil, a rural 

area elementary school boy toy, stayed undeveloped. The 

IP belongs to Perusahaan Film Negara (PFN) which is 

not active in managing it.  Series of feature length 

Warkop films were very popular in the past. The film was 

remade into three series of Warkop Reborn and people 

like them. However, no other media was released after 

the movies. [10]  Wiro Sableng, an Indonesian legend, 

was once made into a game and feature film. It is 

potential for transmedia since the elements are much 

developed. It has many interesting characters, each has 

unique characteristics, costumes, and weapons. The story 

world is also detailed. [13] Wiro Sableng's character was 

introduced in the Arena of Valor (AOV) as the first 

Indonesian local hero character in the multiplayer online 

battle arena  (MOBA) game, released by Tencent Games, 

China. [15] However, after the release of the game and 

film, Wiro Sableng has not made any progress in 

developing the IP into other media platforms. [10]  

Some Indonesian production companies have started 

developing transmedia projects, although, the number is 

still limited. However, they need to understand the 

business well in order to set realistic planning. This 

crucial step has to be well prepared and based on research 

since the project involves a significant amount of 

investment.  In addition, they need strong endurance 

since transmedia storytelling is a complicated and long 

project. [10]   

C. Gundala 

Gundala Putra Petir (Son of Lightning)  is a local 

superhero created by the late Harya Suryaminata, known 

as Hasmi, in 1969.  As the main character of a serial 

comic book, Gundala was very popular. Hasmi wrote and 

drew 23 titles of Gundala black and white comic series. 

According to Hasmi,  the name Gundala is taken from 

“gundolo”, a Javanese term for lightning. The idea came 

from a legendary character, Ki Ageng Selo, who could 

catch lightning. [3] 

In 2005, PT Bumi Langit republished several of 

Hasmi’s comic books with the same panel and drawing as 

the original under the copyrights of Hasmi and PT Bumi 

Langit. This effort was successful to re-introduce the 

Gundala Son of Lightning and other Gundala comic 

series into public and regain his audience and fans.  In 

this case, the Gundala character revealed the memory of 

its old readers. At the same time, Gundala got attention 

from the new excited readers and fans because they found 

an original local superhero among the “invasion” of 

many Japanese comics and a superhero in around 1990s. 

[6] 

Fig 1: Gatotkaca, costume [5] 
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Following this success, PT Bumilangit developed 

Gundala IP into several media platforms. From the 

beginning, the development of Gundala, as transmedia 

storytelling. Bumilangit has an overall blueprint of 

production and the timeline. [12]  

Gundala is kept distributed into other media 

platforms to make the IP well known by a wider 

audience. In addition to the republished printed comic 

books, Bumilangit has a website, Gundala is in Webtoon, 

merchandise (T-shirt, bag, tumbler, and notebook), 

Indonesian stamps Superhero Indonesia, and Gundala 

feature length film. To promote Gundala, Bumilangit 

often conducts crowd gathering events such as Meet and 

Greet with the artists when they launce the re-published 

Gundala comic books, Meet and Greet with the 

filmmakers and actors and actresses, Radio and TV 

Talkshows, even a Kampong Gate Building Competition 

and Gundala Theme Song Competition. Bumilangit also 

has an official Instragram, Facebook, Youtube and 

Twitter which function as means of communication 

between fans and as well as with the creators. 
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Crowd gathering: 
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Comic Launcing, 
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comic books 

Digital comic: 

Webtoon 

On line: TV and 

Radio Talkshow  
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Kampong gate 
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Gundala theme 

songs 

Fan Arts 
 

 
Gundala feature length film was released on August 29, 

2019, and it received much appreciation from the audience and 

many good reviews. The number of audiences reached over a 

million in a week screening. People’s eagerness is obviously 

seen from the highly significant increase of the Bumilangit 

followers, 19,5K on July 13, 2019, to 77.5K on September 2, 

2019 (58K), four days after the release of the film. Both data 

explain that people like Gundala film very much. Is it the 

success of the transmedia storytelling strategy? To prove it, 

further study is required. [ 3 ] [ 4 ]  

Gundala's story was dispersed to various media as 

shown in the above picture, both include traditional and 

digital media. The traditional media used are printed 

books, the oldest version made by Hasmi as well as the 

later version reproduced by Bumilangit. The synergy 

happens when the books were advertised and sold at the 

Bumilangit website as well as social media. In addition, 

the reader can communicate with the administrator 

through the website and social media enquiring about the 

book before ordering one. They can also exchange 

information with other fans about anything related to the 

IP. In addition, the traditional printed comic book, other 

than Gundala, is posted on the Bumilangit Instagram to 

introduce to the public. 

 

 
 

 
 

Bumilangit posts other various items on this 

Instagram. People watch documentations of Gundala 

related events, comment on the Gundala fans’group, read 

other comic books or even sing along some children's 

songs. Under the thumbnails, people can watch many 

videos like the teaser or the interview with the Director, 

Joko Anwar.   

Bumilangit website overs many kinds of information 

which is not closely connected to the IP Gundala. It is 

understood since Instagram was under the name 

Bumilangit and not Gundala. In this case, Instagram is 

not meant solely for Gundala. It is understood since 

Bumilangit will have another project after Gundala so 

they stil can use the same website to accommodate their 

future projects. 

Bumilangit modifies Gundala comic into digital and 

published them at Webtoon. Bumilangit artists modify 

the story of Gundala and drew all of the pannel in digital. 

This idea is well appreciated because people can read 

Gundala comic easily, thus it is a good promotion. The 

uniqueness is, the comic is made vertical (portrait) to 

meet the need of millennials who mostly read it vertically 

on a cellphone.  This media meets the requirement of 

Jenkins [7] that each media used should be unique so it is 

not a repetition of the content of the other media. This 

idea is supported by Singgih, a faculty member of 

Universitas Multimedia Nusantara. [13] She stated that 

the content of every platform should be unique, therefore 

it can complement each other. If the topic is the same, 

one of them should explore or discuss the deeper or wider 

issue. 

 

IV.  CONCLUSION 

Transmedia storytelling is a process of storytelling 

where an IP is made into various content creations in 

Fig 5: Bumilangit Instagram [4] 

 

Fig 3: Gundala Hasmi’s 

version, 1969. [1] 
Fig 2: Hasmi [3] 

 

Fig 4: Media platforms in Gundala and their interconnectivity 
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various media platforms. Each content should have a 

synergy to create an immersive experience for the 

audience in understanding the overall characters and 

story world. 

Transmedia storytelling has been applied in several 

IP productions in Indonesia. Although it is still at the 

early stage, the future is promising. People are aware of 

the value of IPs. Gundala is an example of a transmedia 

IP which is well developed. Managed by PT Bumilangit, 

Gundala is planned as a transmedia project from the 

beginning. It is still in the process of the development of 

many contents. The feature length entitled “Gundala: 

Negeri ini Butuh Patriot” was just released. Looking at 

people’s enthusiasm for the ‘reborn’ of Gundala as 

written in the social media and the meet and greet events, 

it is optimistic that transmedia storytelling will grow 

rapidly and be applied in many Indonesian film 

productions.  
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