Transmedia is a narrative that extends on multiple media platforms. Implementing
a specific media form strengthens the parts of the story. It may or it may not be
interactive. So there can be an interactive video game with a part of narrative with
novels or apps that tell additional stories about the narrative of the game. They can
use audience engagement in creative ways as well. (Heick, 19).
Henry Jenkins was the first to introduce Transmedia Storytelling. As he describes it:
“Most often, transmedia stories are based not on individual characters or specific
plots but rather complex fictional worlds which can sustain multiple interrelated
characters and their stories. (Jenkins, 2007)”
In transmedia it can happen that there will be a different fictional world, or that
consumers become hunters or gatherers, like in Pokémon. They don’t know
everything about the story and try to collect information about the story. That way
the story gets expended.
(Jenkins, 2007)
In this paper I will discuss theme of Stranger Things in relation to transmedia
storytelling. Stranger Things a story in film combined with commercial campaigns.
Harry Potter is a great example. The creators built a story world based on
J.K. Rowling’s novels and proceeded to use the intellectual property into the
expansion of merchandise, AR games and events like theme parks.

I am very interested in the Netflix series, Stranger Things. The narrative
takes place in a town called Hawkins around 1980. A young boy called Will
gets lost, and that is when some locals in the town discover
“the upside down”. Stranger Things has become a great success with 40,7
million households started watching the newest season within four days.
(Burgess, 2019)
Stranger Things has different levels of platforms, Netflix being the biggest
one. They use social media actively, such as Instagram and Facebook. Then
there is the merchandise, where the rights are sold to different clothing
retailers such as Bershka and H&M. They also had collaboration with Burger
King. They developed a Dungeons and Dragons game in the theme of
Stranger Things.
I want to discuss to what extent Stranger Things is a transmedia case.
Therefore, I will first going to explain which campaigns Netflix did for (the
build-up for) Stranger Things Season 3. After this I will apply the case study
to this model; The Three C’s of Transmedia Storytelling.

The three important C’s are Characters, Convenience and Community.
There are certain intersections with functions we must support if it is
a transmedia case.
This model shows a really storytelling way of transmedia. That is why I think
this model suits well for this paper about Stranger Things because Stranger
Things use a lot of storytelling and because it starts with a fictional story
world. They also use the item of fans and engagement and I think there are
a lot of fans of stranger things out there.
Strangers Things is a “new” Netflix series and is now a worldwide
phenomenon. They have reached 130 new countries to Netflix. (Barrett, 2017)
There are 3 seasons ready to watch on Netflix. Stranger Things is such a big
success that it has become a phenomenon. (Barrett, 2017)
The first thing Netflix has done great to be so successful (apart from the
series and the concept itself) is the promotion. They used different kinds of
transmedia in this build up process. There is a lot to find. That’s why
a selection is needed.
This is the selection for this case study of promotion stuff Netflix has done.
1.
2.
3.
4.
5.

A Stranger Things Themed Game
Baskin Robbins Ice Cream Truck
Coca Cola
The Game
App With Satellite Trailer

MLB started to work together with Stranger Things.
How? There will be stranger things themed football
games! (MLB, MLB, 2019)
June 8:
Milwaukee Brewers
June 12: Minnesota Twins
June 14: Oakland Athletics
June 18: Texas Rangers
June 20: Kansas City Royals
June 21: Pittsburgh Pirates
June 24: Chicago Cubs
July 3:
Atlanta Braves
July 6:
New York Mets
July 6:
Tampa Bay Rays
July 21:
San Francisco Giants
Aug. 2:
Baltimore Orioles
Aug. 23: St. Louis Cardinals
All games have a themed night. With exclusive
merchandise such as fanny packs and caps.

A great example was the night of the Chicago Cubs.
Chicago Cubs is an American football club. They got
a briefing to help promote the third season of Stranger
Things. All snapchat users who where there to watch
the game. Could see an AR snapchat filter. They could
point their snapchat to the ballpark’s marquee and
the AR experience would be shown. This experience
demonstrated a demo gorgon that destroys the board.

To promote that there was going to be something to
do with Stranger Things with this game, Chicago Cubs
posted the “80’s vibe” video on twitter.
It became a whole Stranger Things themed night.
Visitors could even buy special Chicago Cubs x
Stranger Things merchandise like fanny packs.
Gaten, who plays Dustin in the series, made an
appearance at one of the games.
This is how Netflix introduced the next season of
Stranger Things to a huge group of American football
lovers by doing a crossover between normal football
and Stranger Things.
As the video says:
“Why not skip the mall and go to a game?”

Baskin Robbins Ice Cream Truck is an Ice Cream company all around LA.
They teamed up with Netflix and this is relevant because the characters,
Robbin and Steve work at Scoops Ahoy. Why not make a Scoops Ahoy in
real life? (Directo-Meston, 2019)
They made an 80’s themed commercial with the two actors.
They also changed a store into a Scoop Ahoy version of Basking Robbins,
in all the details. The workers are wearing the same uniform and visitors
can order the same ice specials. Even details as a copper bell at
the desk are there.

This makes the Stranger Things experience
available to everyone. This happened a month
before the release for the show. It was an
experience available for a limited time,
so people needed to act quickly if they
wanted to be part of it.
Youtuber’s would also share their visits
on youtube:

Coca Cola has a big thing with Stranger Things. That’s because the Stranger
Things storyline is playing in the 80s. That’s the time that Coca Cola got
popular because of the “New Coke”. Coca Cola introduced a new formula of
coke in the 1985. (Cola, 2012)
This is a commercial of Coca Cola in 1985. Stranger Things season 3 takes
places in exactly 1985. The makers of Strangers Things did a great job
copying the style in many ways.
Viewers can notice that in the series. A lot of characters are drinking Coca
Cola in throughout the series. There is even a scene where Lucas is telling
about why he likes the new flavour in the series. (Haasch, 2019)
No big guess that Coca Cola will also team up with Netflix for further
promotion for the new season. Coca Cola fits really well in the Stranger
Things 80s vibe. To demonstrate this they made an almost “extra Stranger
Things scene” as a Coca Cola commercial.
The message of the video is brought in this video very smooth: “Oh and btw,
this is no coca cola commercial. only. Stranger Stings 3 will be there soon”
This video was directed by the Duffer brothers themselves. (Creators of
Stranger Things). This was up on TV, online and in theatres. On Youtube the
video has 226.375 views.

If a video was not enough, fans could buy the “New” Coke cans.
This was a limited promotion where Coca cola produced fewer than 500,000
cans. When the site of Coca Cola to buy the new coke came online, there
were a lot of peoples ready to buy. The site glitched because of the overload
the site could not handle. Coca Cola apologized and the cans got sold out
really quick. (Fredette, 2019)
There was a QR code printed on the side. If the QR code got scanned, there
was excess to winning prices, but also to exclusive and fun stranger things
GIF. People could use these to send to friends. (IMI, 2019)

After the 4th of July, Stranger Things Season 3 became a great success.
But what now?
The next step for Netflix was to create something that let fans relive the last
season of the series in another way: a video game. It is a 16-bit game. That
means that it does not have that many pixels and no smooth animations.
It is as if it was made in 1985. Players can discover easter eggs in the town
of Hawkins. That’s why in the game the player changes in characters while
they are playing. Players can also choose a multiplayer version to play with
friends. (Ketels, 2019)
Playstation released a trailer which reached 834.156 views.
The app is available at the Google Play store, Apple Appstore, Nintendo
Switch and Playstation.
But the video that was watched the most was the video where Millie Bobby
Brown, Finn Wolfhard and Noah Schnapp (actors in the series) try the game
themselves. It was viewed 4.635.876 times!

There will be another game soon in 2020, which is an augmented reality
game like Pokémon Go. However, it has not been promoted yet. In the game
players can explore the upside down by themselves. What it precisely will
be is not clear yet. (Lanier, 2019)

This promotion is made by Netflix and Bombril.
Bombril is a company has been selling household goods since the 1950’s.
(BomBril, 2019)
This company is really famous in Brazil just like how the dish soap Dreft is
in Holland. BomBril had become a noun in Brazil. In the 80s Bombril made
commercials. They where little comedy sketches that showed off their
product.
A lot of people did not get a good signal to their TV cable in 1980s. The
signal came from satellites on their rooftop. To even make the connection
better, they put steel wool sponges on the TV antennas. Mainly the ones
manufactured by Bombril.
A lot of people know BomBril because of the commercials. The main
character of the campaign would dress up and perform a comedian sketch.
Like this one about steel wool:
These kind of commercials are iconic in Brazil now a days.
The motto of Bombril is “Thousand and One Uses”. Referring to the various
purposes that a person can use the steel wool of Bombril. Netflix used this
knowledge in a great way. People based in Brazil, can download an app
called “Stranger Antenna”. Open the app and hold a steel wool sponge
against your phone, just like in the 80s. When fans did this, different types of
content showed up. In the beginning of the campaign, fans saw a trailer of
stranger things. Later in the campaign they could see exclusive videos with
easter eggs.
Trailer:
This trailer and clue videos are just like the Bombril commercials.
This is an example of a content video:

“Across the holiday weekend, from July 4th to 7th, the show had an average
minute audience of 12.8 million viewers and reached 26.4 million unique
viewers in the U.S. Over the first four days after its release, the premiere
episode garnered 19.2 million viewers in the average minute, a 7% bump on
the premiere episode from season 2 which scored 17.7 million viewers in the
same measurement. (Thorne, 2019)”
On the website https://trends.google.com/trends/ , Google gives away how
many times a certain word is searched. The third season of Stranger Things
aired on Netflix the 4th of July. Let’s look at the number of times people
searched for Stranger Things season 3 all over the world:

There is a clear change in data when the series aired. The Baskin Robins
campaign had a beginning and ending. Google shows that when basking
robins was about to open the pop up shop, people went and search for that
too.
There is definitely an increase from when the shop went open.
(the 2th of July till the 14th of July).

All these campaigns are different, but Netflix used the same technic for all of
them. Netflix used items that were trending in the 80s, or they chose specific
elements of the show.
They looked for a company that works with this specific element or product
and collaborated on a creative campaign. That resulted into a shop, game,
event or app. But to what extent is Stranger Things a transmedia case?
To answer this question, the Model of The Three C’s of Transmedia
Storytelling will help.

This model has different categories that need explanation.
Characters:
In a story it is important that there are characters with which the audience
feel connected with. If an audience have sympathy for certain characters,
they will for example look for backstories online and feel more involved with
the story world.
Community:
A community connects fans with each other. That will result for example in
platforms where fans share their findings, opinions and conversations about
the story. The fans will feel more included to the story this way.
Convenience:
This can mean that a company spread the content in a longer timespan, so
people won’t forget the brand that easily. This triggers curiosity by the fans.
But the company can also release a certain content on a certain day. Such
as posting holiday themed content on a holyday. This makes the content
more relevant and people find it more interesting. Conducttr explains that
there are three intersections in this model.
Those are:
“Characters+Convenience – the personalization of the story experience
for each person based on their relationship to the world
Convenience+Community – the continued “personalization” but in
a broader sense as applied to audience segments. For example, an
audience team collaborates to unlock content that only they can see. Also at
this intersection is the ability to share content and refer friends to the world
Community+Characters – this is the relationship between the
community and the world. Creators should provide opportunities to
strengthen the relationship through procedures and technology to allow fan
contributions, character interactions and such like.”
(Conducttr, 2006)

This is how the model will look like if the model was about Stranger Things
Season 3:
Characters:
The story has a lot to do with the characters. People feel sympathy with
for example Steve, who works at Scoops Ahoy. That is why it is even more
fun to go to the real shop. If the viewers did not feel any sympathy with this
character, they would not feel as excited for the Scoops Ahoy shop in Los
Angeles. In terms of the New Coke campaign, the viewers who grew up in
the 80s, feel connected with Lucas when he tasted the New Coke.
Therefore, they want to taste the New Coke again too.
Convenience:
Stranger Things is timed so well. They got rid of the age gap between the
younger audience and people that grew up in the 80s. How? They used
nostalgia in a modern way and in all the details in the show. The clothing,
the games, the coca cola and the music. This proves that 80’s people feel
connected to the series. They find it very nostalgic to watch this series. The
more connected they feel, the higher the chances are that they are diving
deep(er) into the series. (TheIuvo, 2018) That is not all. To reach the younger
audience, the timing could not be better too. The 80s are back. For example,
a lot of teens are wearing the mom fit jeans again, which were very popular
in the 80s. (Wells, 2019)
That makes it fun for teens to watch Stranger Things too.

Community:
Stranger Things has a lot of fans. A lot of different clothing stores sell their
merchandise, and social media platforms such as Reddit are being used by fans
a lot. For example, the shop Large has a specific page for all the stranger things
merchandise.
The community has grown so big worldwide, that there are news segments
about stranger things. Even the New York Times writes articles about it.
Fans also made a wiki page about stranger things.
www.strangerthings.fandom.com
The first intersection is between Characters and Community:
The viewers feel sympathy for the characters. Also, they have many
speculations on how the story will continue in the next season. Therefore, it
is nice that there is a community. That way discussions take place about the
series, online and offline. Because of that active community, there is interaction
between the actors and fans. This makes the campaigns with the actors and
with the products in the series work well together.
The second intersection is between Characters and Convenience:
This just a little bit the case with Stranger Things. You can interact with the
actor’s trough social media or by meeting them in real life. But that is not the
main event in those campaigns. But fans can relive the life of the characters by
tasting the New Coke or by visiting the Scoops Ahoy shop.
The last intersection is between Convenience and Community.:
When looking at the Stranger Things campaign, this is when a fan discovers
a video on the Stranger antenna app and shares this. Or when a fan collected
a GIF from the Coca Cola app and sends it to a friend. This is all a small but
crucial part in these campaigns. Because this interaction can give a campaign
a bigger reach.

All in all Netflix did a great job for the promotion of Stranger Things season 3.
The details are worked out really well, and especially the use of bringing back
the 80s. Like the New Coke campaign, they brought back the 80s in ways
millennials felt nostalgic and younger teens are interested as well.
The Stranger Antenna is also a great example of bringing back the nostalgia
really well. Netflix tried to create an interaction with the fans by building
a Scoops Ahoy with Baskin Robins, with theme nights with MLB
and by creating a game.
There is certainly an interaction with the viewers and the series. The user
journey does not have to stop by watching the series. Neither does it have
to stop by buying Merchandise. If Stranger Things fans want to go down the
rabbit hole, they can. They can play the game or they could have visited the
Scoops Ahoy store. They can even collect special collector items like buying
the New Coke from the 80s again.
As said in the beginning of the paper: Transmedia is a narrative that has
extended in multiple media platforms. Stranger Things extended indeed the
Stranger Things world in a creative but marketing kind of way. They could
improve the extension by adding things such as videos with extra clues
about the upside down for example. That way the fans can dig deeper into the
story instead of just observing whatever there is on the surface.
So yes, in this paper there is a conclusion that Stranger Things is
a transmedia case. But they can still add more depth so it will not stay
a transmedia case on a skin-deep level.
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