


Assessment 2 – Report

A Report based on my self-reflections on the Multiplatform Accessibility and Transmedia Storytelling Project Portfolio.

Project Aims: 
This report will outline the outcomes of my completed portfolio, where I aimed to develop a multiplatform strategy to enhance an understanding of accessibility in adventurous activities (undertaken in collaboration with Ski4All). The initial objectives were to create a range of interconnected media artefacts that formed a cohesive narrative while functioning effectively as standalone media platforms. The strategy required the integration of at least five distinct media types, developed and designed to prioritise interactivity, connectivity, a narrative structure, a story world, and user experience. The project also emphasised collaboration, encouraging teamwork in developing and capturing the work required to form media platforms. These artefacts were presented on January 13th as part of a simulated run-through of the experience for staff, students, and stakeholders. The overarching goal was to push the boundaries of accessibility in adventurous activities by combining creativity, stakeholder input, and a user-centred approach, delivering a comprehensive strategy that showcased innovation and inclusivity through a narrative based on my ideas of what I wanted to convey to the audience.

Specification:
The requirements for the project were for me to develop five media types, such as a film, a podcast, a 360-degree immersive video, etc... which aimed to integrate a narrative within the media platforms where the audience could interact with each media type. As part of the specification, I must devise a multiplatform strategy which explores the opportunities for accessibility In adventurous activities. Within my portfolio of work, one key aim was to demonstrate my understanding of interactive media and how its narrative benefits can enable a coherent structure to a project with several platforms/media types. By the end of the project and completing my portfolio I had to provide evidence of engagement with the opportunities provided by interactive technologies, by designing and publishing a portfolio of transmedia work which demonstrates the benefits to the user experience in understanding the narrative.

Research Summary:
When I first started building my portfolio of work, I made sure to understand what Interactive media was, its general use cases within everyday life, how it is integrated into our consumer products and how effective this form of production for brands and marketing is in relation to the success of products or multiple products within different industries.
A great source of information was the article by Henry Jenkins called ‘Transmedia 101’  (Jenkins, 2007; Bbc.co.uk, 2025), Which briefly defines what transmedia is and how it is used within our media, he builds upon his concept of convergence culture (Jenkins, 2006) through the idea of spreadable media. The main idea of transmedia storytelling is several elements or ideas are dispersed across multiple delivery channels (media types) for the purpose of creating a unified and coordinated entertainment experience. Each medium has its unique contribution to unfolding the story or subject. It is most commonly found in the film industry, where the six production conglomerates, i.e. Disney, Warner Bros, etc… are horizontally integrated and are able to spread their products across different forms of media to expand their franchises and transmedia fictional stories (senecalearning.com, n.d.), the example I researched within my portfolio was Lego and how they were able to use their consumers to further advertise their brand through different media platforms which I found to be one of the more interesting use cases of transmedia storytelling (Moz, n.d.). 

Technical Review:
In the context of the module brief, I centred my narrative around the question: “How can we find outdoor accessibility activities in Wales?” This led to the creation of a transmedia product designed to explore and communicate this idea through five distinct media formats. By conducting investigatory research into our stakeholders, Ski4All and Blue Horizons Surf School, I identified key gaps in their current outreach efforts. These gaps primarily involved missing media components that could enhance their visibility and engagement with their intended audience. To address these challenges, I proposed and developed prototypes as proof of concept, including short films, event days, photographs, and merchandise. Each prototype was designed to serve a dual purpose: to showcase the stakeholders' work and to attract a broader audience.
The prototypes demonstrated how an integrated media strategy could enhance stakeholder engagement, increase public awareness, and ultimately generate additional funding. This funding could then be reinvested in specialised equipment to accommodate a wider range of disabilities, further advancing accessibility in outdoor activities. By employing a transmedia approach, I was able to create a cohesive narrative that not only aligned with the module’s requirements but also highlighted the transformative potential of media in addressing accessibility challenges in Wales.
From a technical perspective, I prioritised ensuring that all media types were accessible to a broad audience (Future of StoryTelling, 2013). This was particularly evident in the development of the website, which was designed to be compatible with any internet-connected electronic device—a practical consideration given the widespread use of such devices within the Welsh population. The website’s accessibility allowed for seamless engagement with the project’s content, ensuring that it could reach as many users as possible.
For the event component, I placed a strong emphasis on health and safety considerations for both participants and staff. Recognising the importance of maintaining established safety standards, I ensured that the event aligned with Ski4All’s existing activity day protocols. This approach provided consistency and minimise disruption to their usual operations. Additionally, I implemented an added measure for visitors by offering a consent form to address any potential issues that might arise during the event. This not only protected Ski4All from liability but also demonstrated a proactive approach to risk management and participant welfare.
These considerations reflect my commitment to creating an inclusive and responsible project. By addressing accessibility in digital and physical contexts, I aimed to ensure that the project was not only engaging but also practical and considerate of stakeholder and participant needs.


Outcome:
The outcome of my project consisted of five interconnected media types: photographs, short film reels, merchandise, events, and a website. I encapsulated the project’s narrative through a central hub, the website, which served as a gateway for audiences to explore each media type. Designed for flexibility, the website allowed users to navigate freely, offering unique insights through the various media formats. Accessed via a QR code or hyperlink (Qr-code-generator.com, 2020), the website ensured compatibility across devices, making it the primary medium through which I presented my project to the stakeholders.
My project effectively demonstrated how transmedia storytelling can broaden audiences' understanding of accessibility in outdoor activities. It showcased the potential of integrating diverse media to engage users and create a cohesive narrative. However, upon reflection, I identified certain limitations in the final execution. One notable drawback was the lack of informative content on the website. In striving for accessibility, I prioritized minimal text and visual storytelling. While this approach had merit, a more balanced inclusion of detailed information could have conveyed the narrative with greater impact.
Another shortcoming was the absence of direct links to the stakeholders’ social media pages on the website. Including these links would have provided valuable connections for users to engage further with Ski4All. If I were to recreate the website, I would address these issues, ensuring a more comprehensive and user-friendly design. Despite these challenges, the project highlighted the transformative potential of transmedia storytelling in the context of promoting accessibility.


Conclusion:
Following stakeholder feedback received on January 13, 2025, I gained valuable insights into the impact of my project. Feedback was provided by peers, a participant and his caretakers (James), and a spokeswoman from Ski4All. Overall, the response was positive, with several ideas recognised as having real-world potential. For instance, the website’s concept of hosting a map of accessible outdoor activities was seen as highly beneficial for individuals seeking local opportunities. Additionally, it was noted that Ski4All lacks visual documentation of their activities. Stakeholders suggested that incorporating photos and videos of participants in the Pembury Wales Ski Centre clubhouse could help showcase their work more effectively. They also expressed interest in using some of my media for their own purposes, which validated the project’s relevance to the brief.
While the project demonstrated the value of multiplatform storytelling, I reflected on areas for improvement. A more focused approach, emphasising photography, videography, and a central website hub, might have created a more streamlined and impactful user experience. By concentrating on fewer media types and enhancing their quality, the project could have achieved greater depth and coherence. Despite this, the positive reception indicates that the project successfully explored innovative ways to support accessibility in outdoor adventure activities.
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