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Our Client

We have pitched our idea to Head of Marketing Joshua 
Falconer. He said he likes the idea, and it’s pretty 
similar to what they have done before. However, it 
was interactive on social media, but there wasn’t any 
partake on doing outdoor activities like our idea.

Their brand image is that they’re a student radio Their brand image is that they’re a student radio 
station. Therefore, their target market is anyone who 
is part of Solent University, usually young adults 
between 18-25. Nevertheless, the society does have 
somebody who is 36.Society is open to all gender and 

sexuality. For example, one of the committee 
members is very open about her bisexuality.

Their business Their business aims and objectives are to get more 
people to join their society. Increase publicity and 

followers on social media. Build a cohesive 
community.

Therefore, we would like to support that by Therefore, we would like to support that by 
introducing Radio Sonar to our transmedia idea. 

Which is about creating a fictional story where they 
can interact online and partake in outdoor games and 

memorable events to create a strong cohesive 
community. 



To make Sonar one of the main attractions of 
Solent University and Hampshire. We decided to 

build a partnership with:

Their benefits:
+Bring in tourism to Southampton
+Increase revenue for local shops and pubs around   
_ the area.
+Persuade people to do +Persuade people to do outdoor activities.

Sonar also wants to become the household name 
Radio Society and keep a strong partnership with:

Their benefits:
+Allowing the artists to attract new fans based 
__around Solent Area.
+To develop a strong community with +To develop a strong community with like-minded 
__people beyond the Solent area.

Partnerships



Our final event is a small-scale music festival. 
Therefore, we want to get support from local 

festivals:

Our benefits would be getting a close relationship 
professional advice from them. 

Their benefits:
+We’ll provide work experience opportunities to +We’ll provide work experience opportunities to 
__students who want to work around festival and 
__event management. Therefore, we can potentially 
__help them find future interns or employees.
+Help them increase publicity and sells their 
__tickets.

Funding:

We’re planning to get multiple sources from We’re planning to get multiple sources from City 
Council, University, and gofundme.com through our 

fan base and followers. 

Additionally, we’re letting shops around 
Southampton promote their shops on our app and 

website for sponsorships.



Audience

Our research is based on an actual person. After an 
Interview with Marc, we found out that he is incentive and 
socially motivated. Therefore, it shows how important it 
is for him to be driven by prize with the chance to work 
with other people. In addition, he said he understood the 
negative of social media. Nevertheless, it is still his 

primary way of receiving information. He also suggests he 
finds it quite funny if we create some 
PR stunt to try to sell tickets. Nevertheless, there is a 
potential for him to invest in the story. Therefore, he 
feels like he might try to get his friends involved.



According to TicketStripe (2016), “56% of festies 
said they preferred more intimate events in line 
with their unique interests” and “they come for 
the music, but the total package is what captures 
their excitement”.

According to Festival Insight (2017):

• 18.2% are • 18.2% are 21-25 years old. That’s the most 
__significant percentage in terms of age range. 3rd 
__most is 18-20 years old, around 13.8%. 
• In addition, the Southeast region (inc. 
__Hampshire) is the most festive people with 18%.
• 41% of festival goers are • 41% of festival goers are single, which is more 
__than married, and people who are in a 
__relationship.
• Nevertheless, the top three most popular genres 
__are Indie, Rock and Pop.
• 60% are female. Therefore, we believe it would 
__be a good idea to have a female lead. 

Therefore, we should prioritise artist who fit into Therefore, we should prioritise artist who fit into 
the genre of Indie, Rock, and Pop.

60% Female
18.2% 21-25 years old



Storyworld



Our main protagonist is DJ Kristina, and she will be 
introduced early in the trailer. Her goal is to stay 
distracted from her phone and want people to start 
looking up and talking to people around them. She 
notices people tend to look up and become more 

socialised at events and concerts. Therefore, she wants 
to set up something that would connect people 

reasonably.

Nonetheless, she had a phone addiction too. It was so Nonetheless, she had a phone addiction too. It was so 
bad her parents had to send her to a therapist. She did 
stop using her phone for a week. Life was complicated, 
but she also learned how great it was. Still, she uses 
social media because this is the only way she can 

communicate with her current friends. Also, she needs to 
build her portfolio to become a DJ presenter, which 

usually involves numerous promotions.usually involves numerous promotions.

Character



On the downside, DJ Kristina believes too much in 
friendships, trust people too quickly and tries to connect 
with everyone. – These leads some of her DJ members to 
betray her and help the antagonist of the story Zac 

Mecklenburg. The reason she has those characteristics is 
that she used to move school quite a lot. So, she never 
had that feeling of having a long-term friendship. 

Therefore, she always wants to keep meeting new people. 
She hates looking at social media because she is jealous 
of her old friends having new friends and the time of 
their lives. She knows how much negativity she gets 

from using social media.

What makes her stand out from the crowd?
She is the Station Manager of the society. Therefore, 

only a few people can relate to her.
She is the Station Manager of the society. Therefore, 

only a few people can relate to her.

How is she relatable?
Before becoming the Station Manager, she was just a 

member like everybody else.

In addition, she’s kind and supportive. She tries her best In addition, she’s kind and supportive. She tries her best 
to understand other people—especially people who have 
the same interest as her and people in her society. She 
loves her radio society because it is where she can be 
witty and sarcastic around her companions. Also, the 
reason why people vote for her is that she has an 

integrity personality. When she makes mistakes, she will 
own up to them. Moreover, she believes in human 

interaction. This way, she created this event to persuade 
people to connect more.



Antagonist:

Zac Mecklenburg is the new CEO of SOSSS fictional high Zac Mecklenburg is the new CEO of SOSSS fictional high 
tech software company. He believes that he is helping 
like-minded people connect with the role of social 
media. He is trying to take down Radio Sonar and DJ 
Kristina because Mecklenburg thought Kristina was 
trying to stop people from using his social media 
platform. Therefore, it's damaging his business.

When Mecklenburg meets Kristina:When Mecklenburg meets Kristina:

“Me and you. We’re alike. Did you do know that? Move “Me and you. We’re alike. Did you do know that? Move 
school quite a lot when we were younger. I never felt like I 
had any friends. But when I built this company. I made 
friends with people who helped me. I made friends online. 
I even found my current girlfriend there because I would 
never have the courage to approach some woman on the 
street. But you. You try to take that away from me… 
away from everybody like me.” - Zac Mecklenburgaway from everybody like me.” - Zac Mecklenburg



Inspiration

When we decided to create this story world, the three 
radio theme films that inspired us are: Good Morning 

Vietnam, Pump Up the Volume, and The Boat that Rocked.

They have a different plotline. However, the most similar They have a different plotline. However, the most similar 
story element is David vs Goliath: this is how the 
underdog is trying to challenge the more powerful 

villain. Whom usually has a more prominent status like 
money, power, or ranking.

We combine it with the We combine it with the modern zeitgeist on the role of 
social media and its impact on our day-to-day basis. 
Significantly how Facebook rebranded itself to Meta: 
where they shifted their business objectives to a 

virtual world. 



The trailer is about how Kristina, a station 
manager, has trouble competing with big 
tech companies. So, she has been trying to 
plan an event. However, Mecklenburg 
found out about her scheme with his eagle 
eyes technology. Cliff-hanger: he decided 
to meet her.

Establishing the story with a trailer world Establishing the story with a trailer world 
would allow the audience to understand 
the genre, characters, and plot of the 
world they might want to invest in.

Positively, it's very short to watch.
It's attracting an audience who would be It's attracting an audience who would be 
interested in music, mystery, and an 
underdog story.

Negatively, the trailer might not reach 
everyone. But it's attracting an audience 
who would be interested in this specific 
genre.

Solution: we need to Solution: we need to motivate our fans to 
share or retweet on social media. For 
example, give them a reward or the first 
clue to our treasure hunt.

Hardware: phones, computers, radio, 
laptops, TV, or tablets.

Software: Audio and video platform on any Software: Audio and video platform on any 
social media (e.g., YouTube)

Stage 1: Trailer for 
a short film



Stage 2: Short film 
(released in video & 
audio form)
The short film is about how Kristina The short film is about how Kristina 
figured out a way to compete with big 
tech giants. By meeting up with local 
artists and creating an underground 
scene, where people can meet up and 
interact in person again. After the 
trailer is released, a 15-mins short 
film allows the audience to dive deep 
into the narrative and bond with DJ 
Kristina by watching her backstory. 
Cliff-hanger: DJ Kristina disappeared.

Positively, it's still not too long to Positively, it's still not too long to 
invest in the story. Also, this would 
allow the audience to understand the 
story world better.

Negatively, 15 mins could be too long 
for some people, especially if the 
story cannot hook the audience.

A solution would be to hire an A solution would be to hire an 
excellent crew to produce this short 
film—especially the writer and the 
director.

Hardware: phones, computers, radio, 
laptops, TV, or tablets.

Software: Audio and video platform Software: Audio and video platform 
on any social media (e.g. YouTube)



Preview 
mock up:



Stage 3: Releasing 
posts online about 
the negativity of 
spending too much 
time online
It is a tribute page to DJ Kristina for It is a tribute page to DJ Kristina for 
trying to bring people together. By 
creating posts, we should try to 
balance life between online and 
offline and promote mental health 
issues and the importance of music 
therapy. We’ve decided to create a 
page specific to the short film to 
allow the audience to keep investing 
in the story, particularly if they 
appreciate the story. 

We’re not entirely against social 
media. On the contrary, social media 
We’re not entirely against social 
media. On the contrary, social media 
has made people more connected. By 
staying in touch with each other, 
despite how they might be on the 
other side of the globe. It’s allowing 
people to find their social group 
where they can’t find it in their local 
area. Enable introverts to become 
extroverts by speaking to somebody 
they don’t even have to meet.



Nevertheless, it’s not all great either. 
People are getting sucked into this 
social media quicksand. Even the 
engineers who create them don’t 
know how to stop it (The Social 
Dilemma, 2020). Therefore, we’re 
here to balance it out by raising 
awareness on our social media and 
getting people to connect with their 
people in person.

Positively, we're building a 
community where fans can interact 
and make friends who have similar 
interests.

Negatively, it's ironic how we're Negatively, it's ironic how we're 
using social media to fight to raise 
awareness for people to go online.

As a solution, we might be fighting 
fire with fire. However, this is the 
best way to reach out to people 
addicted to their screens.

Hardware: phones, computers, Hardware: phones, computers, 
laptops, or tablets.
Software: social media (e.g. Twitter, 
Facebook, Instagram)



Stage 4.1: News: Radio 
Sonar will be shutting 
down
After DJ Kristina goes missing, Radio After DJ Kristina goes missing, Radio 
Sonar is in trouble. Big Tech 
company is trying to buy the station. 
There is also rumour it will be 
closing down! As a result, it creates 
chaos and rumours, forming sad 
news for the fans and audience. 
Nevertheless, this is a narrative 
technique. 

Stage 4.2: Link to a 
website for the audience 
to save Radio Sonar
It seems like DJ Kristina have left It seems like DJ Kristina have left 
something behind. The Missing Link 
is a hyperlink to a website with a 
video of her asking for Radio Sonar 
followers to go collect hidden 
underground music around 
Southampton to play at the station.

Positively, this is the chance for the Positively, this is the chance for the 
followers to become and feel like a 
hero.

Negatively, what if people think this 
is real?



Therefore, as a solution, give a hint 
of a fictional element into the news 
and website. Therefore, people know 
this is a role-playing game (RPG).

Hardware for 4.1 & 4.2: phones, 
computers, laptops, or tablets.
Software for 4.1: social media (e.g. Software for 4.1: social media (e.g. 
Twitter, Facebook, Instagram)
Software for 4.2: website (e.g. 
WordPress)

Preview of what the website might 
look like:

Version 4.1:



Version 4.2:

Stage 5: Immersive 
Experience

According to HelpGuide.org, According to HelpGuide.org, 
“multiple studies have found a 
strong link between heavy social 
media and an increased risk for 
depression, anxiety, loneliness, 
self-harm, and even suicidal 
thoughts. In addition, social media 
may promote 
such as inadequacy about your life 
or appearance.”



So, what we’re doing is to get people 
to go outside of their house. Search 
for the Bluetooth Beacon or Image 
Recognition around Southampton and 
play games together. With a simple 
radio show quiz and games that you 
can play anywhere. And share music 
along the way with your pals and 
buddies. So, you can either talk about 
how good or bad the music is or sing 
along when you can feel the sound 
travelling through your veins.

Image Recognition: When you point Image Recognition: When you point 
your smartphone at the image of the 
bands at the checkpoints, it will turn 
into a video. These videos will explain 
the band’s backstory, you can meet 
the band members, and at some 
checkpoints, their song will play 
where you need to listen to the lyrics 
to find the clue you need to move on 
to the next checkpoint as it will 
include a codeword or the 
instructions of where to go next. It is 
so the audience can feel connected to 
the local artists and hear their music 
to make them feel affiliated to the 
artists.artists.



Bluetooth beacon: This will be at 
some checkpoints, where a 
quiz/game, a song by a local band is 
playing to you, or Bluetooth will 
automatically share instructions to 
your smartphone. Therefore, this is 
an easy way to get the players to 
participate in the immersive 
experience without downloading any 
extra applications and can allow you 
to connect without an internet or 4G 
connection. Furthermore, it will make 
the players feel interested as it will 
be accessible to anyone with a 
smartphone.



Stage 5.1: 
Immersive Audio
In the audio tour, we would have In the audio tour, we would have 
instructions given by the various 
artists towards the final checkpoint – 
the festival – to allow the players to 
familiarise themselves with the 
artists, creating a bond between 
them. Therefore, this will make the 
audience feel connected to the artists 
and make them want to complete the 
treasure hunt to listen to them at the 
final festival. Also, they get to act 
like a secret agent.

Positively, this would allow the 
audience to be in the story and 
Positively, this would allow the 
audience to be in the story and 
experience the actual location.

Hardware: phones only and earphones
Software: Echoes (audio tour)



Stage 5.2: Quiz and 
Treasure Hunt
It allows the consumer to gain It allows the consumer to gain 
experience as a presenter while 
listening to local artists' new music. 
Additionally, they can interact with 
their team/friends to help each other 
solve a simple quiz. So, they can go 
to the next spot. Therefore, they can 
accumulate the 
special event.

Positively, we can use game 
mechanisms (e.g. leader board) to 
make it more fun and competitive.

Hardware: phones only
Software: Bubble (app builder)

The game will start at noon.

Estimate finish time at 3 pm.

The game will start at noon.

Estimate finish time at 3 pm.

Therefore, people will drink around 
Southampton or chill at the pub until 
the event starts 5 pm to 10 pm. A 
club is an option afterwards.



Stage 6: Music 
Event
Our goal is to create a music event Our goal is to create a music event 
with different stages for another 
genre. We don't want people to feel 
left out because there is one stage, 
and it's not their music. At the same, 
there is no algorithm to play the 
same music genre. You can try tasting 
new music, too, because you 
accidentally got into the wrong 
crowd.

Our main task is to promote Solent Our main task is to promote Solent 
and local artists. If we can get 
upcoming artists like on BBC 
Introducing who are talented and 
have established fan-based, it would 
be great not too famous that we can't 
afford it.

In addition, there will be an In addition, there will be an 
exhibition of Solent University 
graphic designs to painting arts and a 
photography showcase. People can 
get to watch showreels of short films 
and music videos on loop on a giant 
screen.



Hardware: phones only
Software: Eventbrite (tickets)

Positively, it's easy, simple, and 
environmentally friendly.

Negatively for stages 5.1, 5.2, and 6: Negatively for stages 5.1, 5.2, and 6: 
you can only use a phone for this. 
Therefore, it would be best if you had 
earphones. Also, what is battery run 
out or nobody downloads the app.

As a solution, As a solution, encourage people to 
bring their portable charger, 
earphones and download the app 
beforehand. Be creative by using just 
one phone in a group. In addition, 
contact message pubs and shops that 
are willing to partner up with us for 
support to enable our participants to 
charge their phones. Meanwhile, the 
participants may be tired and hungry 
this would benefit the pubs and shops 
as they can sell the goods.

After the party:
We will be using social media for people to contact 
each other. In addition, people can watch videos and 
look through pictures of all the good moments.

We will ask the council to keep our Bluetooth Beacons We will ask the council to keep our Bluetooth Beacons 
or Image Recognitions neat and clean around 
Southampton so that we can promote outdoor 
activities more. Instead of having a big event. We can 
run small events throughout the year. 



Contacts:

Lucy 
Armstrong
Producer

Krisana
Polyotha

Creative Director

Simone
Bradshaw
Researcher
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