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Abstract

This paper focuses on the reasons why League of Legends(LoL) as the game genre of
MOBA(Multiplayer Online Battle Arena), which had not valued its fictional worlds as a key element,
produced successful transmedial contents after re-building its unconvincing story world. Considered rather
difficult for digital games to expand to other media franchises in Korea, this paper studies on how
RiotGames have used LoL's global IP to create successful storytelling practices across multiple media
platforms. It concludes that LoL's transmedia story is both self-contained and coherent, and unified in its
newly rebooted universe. In addition, it expands its multi-universe by implementing both World-building and
Character-driven transmedia strategies, which is adjusted well according to each medium's type and game's
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genre so that each medium makes a unique contribution to the story world. RiotGames, which is planning
a giant entertainment with more than 150 unique champions, has been exercising a successful transmedia
approach in an different genres and multiple media.

Keyword : Game, IP, Trans-media Storytelling, MOBA, League of Legends
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