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Introduction 

As capitalism has transformed the art object into entertainment over the last 

century, artists have fervently sought new ways to draw and engage audiences. Gaining 

momentum, the transmedia world-building movement is taking center-stage in the 

entertainment industry. By blending marketing with media, art, and storytelling, this 

movement is engaging audiences in a world of emerging technology, social media and 

data-rich insights. 

Capitalism 

From its Marxist roots, philosophers of the Neo-Marxist Frankfurt school of 

thought, such as Althusser, Horkheimer, and Habermas provide a means to describe and 

analyze, through critical theory, the structure of a capitalist society. Critical theory 

addresses the topology of a capitalist society through class and its control over material 

and ideological goods. This research recognizes the art object as a part of Althusser’s 

Ideological State Apparatus of culture which he states is one of many, “site[s] of class 

struggle” (Althusser 144). Defined by a shifting marketplace of supply and demand, 

Capitalism has revolutionized culture and entertainment at large. 

Dance and Capitalism 

In the culture industry created by capitalism during the 20th century, the art object 

began to lose its place in society as an institutional battle ground of power and ideals 

between classes. During this time Horkheimer and Adorno saw, “All mass culture under 

monopoly [as] identical,” and, “The truth that [films and radio] are nothing but business 

used as an ideology to legitimize the trash that they intentionally produce” (Horkheimer 

95). What once was a vehicle for social change, the art object was stripped of ideological 
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value and was primarily used to pacify society during economic turmoil by corporate 

America. Generally, this process has led to the blurring of any distinctions between art 

and entertainment. While this idea applies to the fine arts in general, this research will 

specifically focus on the effects of capitalism on the field of dance.  

With the rise in potential for dance to physically translate social ideology into the 

body of the dancer, as seen within the modern dance movement, the decline in audience 

demand has become rampant amongst the industry due to what I believe to be long term 

effects of capitalism on dance. According to Benjamin, “Quantity has been transmuted 

into quality…The greatly increased mass of participants has produced a change in the 

mode of participation” (Benajmin 232). As film and radio merged into television, the 

platform for nationwide programming such as So You Think You Can Dance, or Dancing 

with the Stars has shifted market demands across the performing arts and media, reifying 

entertainment value over ideological or social value despite artists efforts to craft 

meaningful art.  

Transmedia World-Building 

In light of finding a balance between social concerns and market demands, some 

media theorists have suggested a shift away from Adorno’s culture industry towards a 

movement of transmedia world-building as a solution that provides social input from all 

levels, while growing revenue and keeping capitalism progressing forward. “Fueled by a 

narrative dynamic that all too often foregrounds an anticapitalistic spirit, this energy is at 

the same time counterbalanced by ideological values and media-industrial practices that 

reinforce Empire’s framework of biopower and capital accumulation” (Hassler-Forest 

16). In a traditional model of storytelling, one media or art artifact carries the 
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responsibility of revealing the whole story and the world that it exists in. In transmedia 

world building, there is not one singular artifact that carries the whole story; rather, the 

story world is discovered by exploring, and or contributing to an aggregate of multiple 

media, texts, or art artifacts. Interacting within narrative worlds deepens connection and 

meaning, enhancing an audience’s experience. According to Nakevska, “To establish 

meaningful interaction in interactive storytelling, the user’s actions and events of the 

narrative are coupled to generate guiding information” (Nakevska 97). A story world that 

expands across multiple media is structured and follows rules, similar to the way in 

which scores are applied to generating choreography. 

Choreography in a Transmedia World 

Rich with meaning, the moving body becomes a resource that can be used to tell a 

story through choreography. Whether it’s a phrase of movement that sparks a new world, 

or a piece of text, music, or imagery, a transmedia world expands hermeneutically to 

offer rich insight into characters or even an underlying philosophy. In this research, the 

use of media artifacts outside of choreography hopes to act as context that serves the 

story being told by the choreography. Just as various forms of media, such as books, 

movies, and music serve as a window into a transmedia story world, this research aims to 

explore the use of choreographing bodily movement as another media that can expand the 

richness of a story world. 

Thesis Statement 

This investigation will explore transmedia world-building through a capitalistic 

lens in order to inform the creative process and design a transmedia experience that aims 

to expand and elevate choreography as a competitive ideological vessel. 
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Methodologies 

         In order to deepen my understanding of building a story world through various 

media, I will research transmedia world-building and critically analyze this media theory 

as it has developed throughout capitalism. By studying existing transmedia franchises and 

experiences through hermeneutic and phenomenological lenses, I aim to discover ways to 

adapt the transmedia world-building framework to include choreography as a media for 

storytelling. Within this framework I aim to weave forms of media such as social media, 

telecommunications, cinema, music, and chorography in order to establish an interactive 

story world in mixed-reality. My creative process aims to incorporate the principles of 

transmedia world-building into generating choreographic material within the studio, but 

also aims to involve technology as a means to shape the material into a story. This thesis 

research will culminate in a mixed-reality transmedia story-world experience, grounded 

in dance, that will be no less than thirty minutes.  
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