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Accounting semiotically for new forms 

of textuality and narrativity in digitai 

brand storytelling 

Cinzia Bianchi & Ruggero Ragonese 1 

Uniuersity o/Modena and Reggio Emilia, !taly 

Abstract: The new forms of textuality that have sprung up with the advent of 

digita! technologies and media, spanning various communicative fields and 

practices, are an intriguing topic far semiotic theory. In recent years, the 
ubiquitous practice of digitai brand storytelling, via the proliferation of digitai 

devices and platforms, and expressive forms such as persona! videos, blogs, 

podcasts, and games, has changed the entire narrative creation process, thus 

requiring new thinking about semiotic methodology and tools. This chapter 
provides an overvie,iv of the different types of texts that semiotics has 

scrutinized ever since the 70's, from the first studies about advertising, to the 
idioms brought about by digita! innovations, in an attempt to demonstrate 

how structuralist and post-structuralist semiotic concepts nrny account for 

new and emergent forms of textuality and narrativity in brand storytelling. 

Keywords: semiotics, textuality, narrativity, digitai storytelling, digitai branding 

"' 

2.1 Introduction 

Across its broad thematic scope, digitai brand st01ytellinginvites us to address 

crucial theoretical aspects that have long been discussed in the field of 

semiotic studies on textuality. Semiotics is equipped with specific tools far the 
empirical analysis of communication and cultura! forms, as well as methods 

1 Cinzia Bianchi is the author of seclions 2.2 ami 2.3; Ruggero Hagonesc is lhc aulhor or 
scctions 2.4 and 2.5. 



anti thcories thnt rern h,:r i 11 l -1:rpre!a t io11 ami onaly! h': 11 pnit" l in.· possibh:. \·Vi1h 
the advenr or new fon 11.s of 1ex111al ity. prnc1 ices, ami ficld:. or ; ippHc.:1t ion thai 
are decidedly lc�s consol ida 1ed 1 bu! which ha.ve allractcd the al  tt:mion or the 
scholarly community, the ongoing semiotic debaces on tex(ua!itv have been 
seeking to offer an expansive outlook, in an attempr ro unhing; the notion 
from specillc textuaJ forms.As Fabbri and Marrone put ft; 

The noti on of text does not only include texts in the strkl sense, namely, 
the written materiai media dealt with by philologists, nor even the 
communicatìve products of any other !anguage (gestural. iconic, 
musical, etc,), but ,  more genernlly, any portions ofsignifying rea/ity that 
can be studied by semiotic methodology, acqwring those formai traìts of 
closure, coherence, cohcsìon, narrative articulation, multiplidty of 
levels, etc ,  that a.re more frequently enrounter�d in texts proper (but 
which, on closer ìnspection, exceed them) , (2000, pp, 8-9, ìtalìcs added) 

The 'portions of signifying reali1y' that we set out 10 explore in this chapter 
concern specifically new forms of lextuality that buttress digita! brand 
storytellìng, 

The end of the so-called Grand Narratives has been coupled with the 
'nanative turri' and the prollferation of 'storytelling' approaches. The 
theoretical implications of the narrative turn are hard to define beca.use they 
often seem to divide the world of communication into a 'pre' and a 'post', as if 
narrativity was not centra! to tlie furmer. Clearly, this point ls debatable. As 
Bruner 0990) reminds us, narrativity underlìes the very consti tutìon of each 
indìv:idual's identìty. However, the concept of narrative turn, taken as a 
generru synthesis, clearly highlìgh ts some signifi cant changes relateti to both 
new forms of mediruity and digitai branding, 

Transmedia storytell ìng (cf. Ryan 2004; Scolari 2015) allows for the use of 
mttltiple digitai plalforms for the development and deployment of narratives. 
Aided by increasingly sophis tkated mobìle devices, the consumer trades piaces 
in the communicative exchange and management of media: the story not only 
becomes micro and diffuse, rnulliplying itself Jn a hyperrextual urùverse 
(characteristic oh veb LO), bur also invites him to becorne an active player. In 
addition, socia! media (Facebook, Instagram, TìkTok, Twitter) bave enabled and 
amplìfied the possibilì lies of access to and the bottom-up production of 
increasingly cornplex and refined narra tive outlers1 thus providing boundless 
co�creative opportun.i ties to brnnd planners and advertisers. 

For semioti cs, the use of digi tai storytelling ìs a privileged battl efield for 
studying the organization of ìnteractive textualities that are conducive ro 
enhanced consumer engagement For this reason, in thc following pages, we 

:knnm1 i11g snnù,tinli(r_/fn 11, · 111.Jll! ttn , ,f h'\ /11,il1rr 

wìll 1 ry !O lay a tl u:on�t in,1 1�r rn 1 1 1dwnrl< hy inves t i�atìng the pragrnat ic, 
Sl' l l l:U l ik, a JH l  s:n1tac l ic as�a 1 1 np1 inns o l' thesc ncw tcxluaHties, ami the 
cmpino:il relevancc (I(° se1 1 1 lo1 ics. 

2.2 Opcnncss of brand textua1ity 

Onc of the principaI fields to 1.vhkh serniotic theory has turned its attention 
sìncc the 1960s is advertìsing communicatìon.2 By applying its analytical tools 
(sttch ax the Barthesian approach to the rheroric of the image) , semiotics has 
d isplayed a prodivity for descriptive approaches to spedfic textual forms (cf. 
!larthes 1 964; Eco 1968; Floch 1985) ,  to forms of advertising nanatìon and
sodo-semiotic phenomena (cf. Landowski 1989; Marrone 2012), to intertextuality
{d. ,  for cxample, Genene 1982)1 and to the interconnections between various
texturu forrns and digit,tl tools that characterize much of today's advertìsing,

Ove-r the last two decades, our media landscape has radicaJly changed, 
Along with traditìonal media, digitai devices that afford both the productìon 
anr! reception of highly multimodal texts have entered forcefully into the daily 
prac Lice of corrununication. TraditionaJ semiotìc approaches rhat had studied 
semiolic sys1ems and texts, and how they are produced and used socially, are 
faced with digital technologies, ìnduding socìal media, ""'hich can no longer 
be treated simpiy as 'media' or as technological 'vectors·, but as soclal and 
semiotic artifacts in themselves. In this context, lhe cohcrence and cohesion 
necessary to define some texrual form have been replaced by continuous and 
variable decomposition and recomposition, both intertextual and transmedial . 
The progressive wcakening of the texlual boundaries of ìndividual media 
leadìng to a kind of 'media pulverizalion' (cf, Eugeni 2015), compounded by a 
transmedia productjon trend, is in essence the response to increasingly 
fragmented and erratic consumption practices, between web p1atforms and 
idiosyncra tic consumption patterns. Every single audiovisual product 
(advertisement, film, promo video, and so on) is potentiaUy a n1ass product. 
In this sense, digitai technologles, induding social media, can be actually 
treated not merely as 'media' or as technological 'carflers' of semiotk displays, 
but as cultura! and semiotic artifacts in themselves.3 

There are two aspects, therefore, that need to be rethought and revised from 
a semiotic point ofview: lJ the new function of 'media ' ½ithin communìcation 
and signification practices; 2) texts that are increasìngly open an<l ' tn 

2 1:or an ex tensive t:ompcndium on scmJo lic am'.lroaches lo a<lverlising, cf. Bianchi 20 t 1 ,  
3 Thcrc is a very extN1 -:ivc bihliography on this suhjccL Ar ! his polm, we coukl memion. 
for examplc, thc work of Benry Jenklns (20oti Jenkins et al. 201 3) on 'lransmedìa 
.storytellinif phc11omenu nn<l Derek Johnson (2016) on 'media frc1nc hìse' processcs, 



progress,' implyi 1 1g d iffl<:ollil's iu 1ypHka1ion, p<ll'i ini larly ;;o 0 1 1  a dl.-;ctJr� ivc 
level (Who is thc aut ! Jor? Who is thc rm1der or user?), Thc dwll<:ngc of 
semiotics, in terms of a n.:ùy 1 ica[ cffcctlveness and m0thodologtc,1 I  sou ndness, 
lles predsely in its ability to widen ì ts gazc lO understand the -transfonnations 
taking piace. nlis cballenge presupposes a broader reflection on theoretical 
asswnptions, objectives, and crìterìa for relevance, Our flrst question ls. 
therefore, essentially epistemologica!, What is tlle object thar semiotics must 
address in the analysis of new forms of textuality? 

2.3 Criteria of pertinence betwcen semantics and pragmatics 

Digitai storyteIUng takes advantage of digi tai tools to create narratìvcs \Vhose 
maln elements are photographs, video footage, rnusic, and people's voices, ìn 
such a way that it generares a strong emotional impact (Lamberl 2013) . [t is 
precisely the digita[ too!s, with their effects . and consequences, that 
characterize and distinguish digitai storytelling from 'tradit'ional' storytelling, 
lndeed, the internet allows stories to circuiate much more quickly; at the 
same tlme, users can abandon theJr passive role and make, edit and share 
their own stories, The first step far semìotics in analyzing these new narrative 
forms consisls in asking: what ìs the object of my analysis? 

\Ve vvant to begin with the notion of pertinence, both because it constitutes 
one of the fundamental principles of semiotic analysis • as expounded by 
Floch ( 1990) in terms of greater intel/igibility, pe1tine11ce and differentiation4 . 
but also because it is a criterion of applicability and a basic methodological 
requlrement of semiotic theory1 both from structuralist and interpretivist 
points of view (according to Greimas & Courtés 19ì9, and Eco 2007, among 
others) , To put ìt another way, pertinence is a fundamental criterion for 
identif,ing and hierarchizing comparable levels of descrìptìon, and for 
identifyìng semantic variants and invariants present 1..vi thin a text or a corpus 
of analysis through 1he test of commutation (Hjelmslev ! 943) ;  but ìt also has a 
purely pragmatic value, allowing, for example, the se!ecrion of the conceptual 

4 /\ccorù ing to Floch (1 990), the marketing rcsearchcr can derive a rhrcefold gain from 
semiolic thcory: l) greater imelligibility. by discovering thc tmderlying 'nebulae o[ 
meani ng' on which mnny advenising campaigns are based. lhrough rhe cxercisc of 
conccp!ual precls!on� 2) greater pertinetice, sìnte semiotics rnakcs it possìble to 
distinguìsh and hlera rchize exprc:'-sivc elements accurding lo homogencous Jevcls o[ 
dcscription. by identify:ing semanHc variant:-, and invarfonts thai are pmduced in 
various stages of Greimas' Generative Trajcctory of Meaning; 3) grearer differentiation,

so thal the varinus elcrnenls identified are not considcrcd ìn isolation but can be re!ated 
to cach othcr. follovving rhe rules of in !erdefinìlìon peculiar to thc semio!k square: 
contrarìety, contradiction ,md implica tion .  

:r: 

n n 1strt1c ts 1 li.:1 l  nre nccded !'or d i : ::n i 1 1 i ni� ; 1 1 1 < t  mia/yzing lextual forrns, l llùfC 
,1r lei>:,.; consolilble< l i 1 1  a :,.;1 1ct · i lk c<n 1 1 1 1 1 u r 1 icat ivc context. 

Tn hi lly understand llu: lhcorct ical st:opc of lhis assumptJon. it is worth 
h rielly foUmving the reaso ning or Prieto { Hl75) , He points out that every object 
in thc vvorld, in irself plurivoca!. a.ssumes a meaning and an identity, starHng 
frmn the point of view of a subject whenever that subject recognìzes one or 
more of its pertinences. According to Prieto, the identity-based recognition of 
1 lie signi fying object can take piace in a communlcative sphere and through 
varinus inferentìal proce-sses of the subject, who is inevitably part of a defined 
community and sociocultural group , However, his fundamenml cognitive 
practice remains de1imited by the object itself, which continues to impose ìts 
'ohjecrivity'. There is, so to speak, a doubte determination of object identhy, 
since lt is a set of characteristics ìnherenr to the object that can. however, only 
\Jc taken ìnto accounr frmn the poìnt of vie\V and cognitive practice of a 
subject as a socia! being, 

Thìs double determination is predsely where the semantic and pragmatìc 
aspects of the themy converge: the object provide.s 11s with possible rea,ling 
a11d itlferpretation profiles (semantic aspect), and the s11bject decides, based 
on hìs specific skills, abilities, and predispositìons, which profl!es to activate 
and which to ignare (pragmatic aspect) , In Prieto's theory, a subsrantial 
baJance is aJways presupposed between the semantic and the pragmatìc 
aspects, between the objective and the subjective, \\�thout. ever exalting either 
the features of reality or the interpretative possibilìties of the subject; it is not 
possìb1e to understand and interpret the world in its plurivoclty without the 
point of view of a subject. but at the same time not all the interpretative paths 
followed by the latter are supported by tbc object itsell; in fact, many of rhem 
lead to a dead-end, 

By adopting Prieto's concept of pertinence, we are summonetl lo take into 
account the materìality of substance, admit ting that even though granting 
that tbe process presupposes the system, the process shapes the systern by 
means of ac!ual practices, lt can help us, first of all, to state the generai criteria 
that we want to adopt, includìng lhe role digita! tecbnologies perform in 
semiotic analyses of new forms of textuality. 

Floatability and rextual openness can subsequently be considered through 
optimization strntegies that enhance the relationship between medimn and 
textualìty (cf, Zinna 2004) . In this context., digitai branding is part of an already 
dense and mttltiform textual landscape that is, as Isabella Pezzini points out 
''dìffìcult to dlssect and decipher according to unitary reading strategies" 
(Pezzini 2002, p. 7 ) :  





1 :{111111,•r :; 

dedicalcd to lhc lc;,,; ls : ini l  pn1cl h:gs or cul tura! co1 1 1 1 1 1 1 1 1 1l i ii:¾ ( :- ; 1 '.c , ·specially 
Marsciani 2007) i t 1  a weh te rraill, 

2.4 Re-starling from lhc bcginning: for a syn lux of digi tai Slorytolling 

The concept of digitai storytelling presents itself as a new and complex 
challenge for semiotks. New because, although many studies have been 
published on storytelling, or, rather. on narration and narrat ivi ty (see Ruiz 
Collames & Oliva, this volume; in the last century. the advent of digital 
media does not allow us to apply them slavishly to the new tex.tuali ty. ln 
fact. we are confronted wlth a new chaHenge capable of undermìnfng many 
of the previous certainties. Complex because digital narration is embedded 
ìn a framei.vork of continuous technological evolut ion that ma.kes a ge neral 
theoretìcal contexl diflicult IO uphold. Kress and van Leeuwen ( 1996) have 
already spoken of a mul timodal representation capable of being 'globally' 
narrative, in other words, involving increasingty genera} and real aspects of 
discourse, and interacting directly wirh mental spaces and conceptual 
integratlon tFauconnìer & Turner 2002; Dancygier 2008) . 

After a centuries�old tradition of travelogues and fairy tales, the concetJt of 
storytel.Hng began to intertwine wìth various disdplines, from psychology to 
cducation 1 from the sodai to pol i tica! sciences, and so on. A dual 
interpretation was graduaUy created, starting from U1e first foundìng texts on 
narratology, whìch here wc can orùy mention in passing. On the one hand, 
there have been studi es on narratives, understood precisely as research on the 
structures of the story \-Vi thin the text, and on the other hand, studies on 
narrativ:ity {only a few in reali ly) that tackle forms of narrative 'productìon: 
external to rhe text, but somehow immanenl to .it (in this sense1 pioughing an 
epistemotogical furrow very similar to textuaJ semlotics) . 5 

In semiotì.c storytellìng analysis, narrative has at least a tempoml pre
eminencc over discursi\,izatìon. This does not n1ean that a fairy tale and a 
nove! are superimposabJe and that. in ù1e end, we can approach The Brothers 
Kararnazov as we would approach advertising copy. On the contrary: ìt means 
forging a narrative account lhat demarcates processes of discursivization, 
extended and cornplrx bm, in any case, ctùminating in the concept of 
;authorshlp'. Therefore, thc presence of an author (narrator, Model Author: 

5 tor an in-depth look a! the rclationship � obviously vcry broad ar1d complex - hcnvee11 
narrarivi ty, narratìve, and scrniotic:s, we refer to Fcrrnro (2015) and BernardcHi {2018), 
For a gencral n:Oection on the hismry and dcfinl!ions of Lhe two terms narrative and 
narrativi ty, w·c rnfer to Igl and Zcman tW16L 

:\1 ,·wmfing srrn /olirn lly f(,1  1;,·11• f1 ,1 1 1 1, , ,{ / 1 ' \  1 w 1 liff 

Eco 1 :171:l) who is ci p;1blc or nrg; 1 1 1 ì1J ng noi so 1 1 1a11 :,r 1y�ws o[ voicc as rnodes or 
vi,'> io 1 1 {Gc1 wt te  1 ! 172 1 c: 1 1 1  lw  rccoguizt'd, 

/\t l h ìs ju11c1 urc, il $i)1�ms ckar thal ! he (ìrcimat,ian scmìo-narrative level 
i wt;ds to be reconccpluaHzcd so ;1s io accomrnodate thc authorial aspects of 
1 !u: pcrson tnitia ting a narrative. Digital tracking methods that allow for the 
i ( lenlifica tion of the protìlc of a narrative inìtiamr are partial solutions to the 
iss1w of inlcgration. Additional ly, it merits focusing both on the process of 
nmrative consrruction and on the amùysis of a story 's recursiveness. 

Active user presence (Ryan 2011) reveals the presence of different layers: on 
1 lw one h.and, the text preserves a unit of form and content at an inte1face l eve!, 
nften thanks to a combination of fragmented stories; on the other hand, 
intcractivitv affects the narrative discoursc, creating variations in the predefined 
storv, The �ser fonns part of the world of the story and provides freedom of 
acl i;m. This proves that post-stmcturalist and interprermive semiotics can work 
together. Eco's concept o[ 'possible worlds' is applicable here: in digitai 
storytcllìng, people build from the story, as part of interactive systems, but at 
the same time, svstems stili resist impiying predefined roles.. According to lhe 
fm mding work. of Bruner (1990), the narrative background as roles or functions, 
scnffoids, and somettmes even con,;ti tu tes our narrative idcnt ity. 

What changes is that thìs narrative is no longer tightly bmmd to a pre
cxìstìng authorial positionfng. The ne\V forms of lextualìty imply a collaps(J of 
enunciative positioning where the dìstance between readeriuser and attthor 
is remediated in a new conditi on of ca-presence and of vinuaJ immedìacy, In 
thìs sense, semiotics of dlgital communication and storyteìling allows us to 
study the further evoluti on of the communìcation systems that have emerge<l, 
showing that these systerns are flexibly adapted by users lo accommodate 
new se1niotic forrns (Hasson et aL 2006). G 

As we know from Greimas and Courtés (1979), textualization is a kind of 
derivatìon from lhe process of discursivizatìon, and, thus, a constrained 
semiotic chain. This limitation can be marked (the editoria! pararext. cf. Genette 
1987) or open and fluld. ''The text. therefore, consists only of the semiotic 
elements that conform to the thenreticaì project of descrìptìon'' {Greìmas &. 
Ccurtés 1979, p. 390), and this would al low us to bypass the more classical 
probiems. For examp1e, the tack of defined boundaries in digìtal hypertextuality 

"This point was nlready dear from the tìrst pionccring studie-s on hypcrlcxtuality. Landow 
(ì 982) reminds us: ·'hypertextu:.il cnvironmcnts, whUe not quite embodyìng McLtilrnn's 
message, have m least some tendcncies that stcm from spccifìc fealltres of software. Thc
abiìity H> con1rol thc sizc and posilion of multiple windows cncouragcs cn!lag.:H;tylc 
wrìting that us6 these fea!ures. Slmilarly; thc presence of one-to-many links and link 
menus lhat have tl prcvicw function entourage. ccrtaln forms of hranching". 



or lhc overlappiu� and in1ncon 1 1 cctio1 1 or diffcrenl !m:ls., f low,,vcr, il vvould he 
,m CXC(:!Ssively crn1vcnie111 :mlutiou, although nut one to hi: dìs1 nìssed uur of 
hand, ls the openH ion of lextualiz.n ion, thereforc, abo possìblc in cascs of 
digital storyteUlng'? lf by operalion of tex:tuaH.zation wc n tean ex-pos( 
construction, this is applicable to any portion of meanìng that the analyst 
decides to observe, 

At this point, the problem that emerges concerns how to trace these 
operatìons in a 'set' of discourses that often intersect among each other based 
on the user's choices that require complex intermediate paths, At the same 
time, however, it is tmdeniable that the very producrion of a digital story in 
whkh a variety of modes (wrìtren, oral, images, sounds) have been integratcd, 
and semiorìc layers within each mode (size, color. lines in the image mode) 
have been manipulated, organizes a dìscernible semantic space. \Ve are not 
dealing with a non- text, but with a hypertexL Not a reduction, but on the 
contrary a multiplication, The text would therefore appear to be the symacric 
whole of its operations and ìts proposals to the consumer/producer. The 
question to be asked, then, is where does one find the semantic consistencv 
that guarantees discursivization and therefore, finally, an 'expanded' b.;t 
coherem textualization? The answer rnay lie in the reJationship berween 
productlon processes and the subjects of enundation, 

2.5 Text, discourse, lnteraction: a mobile semantics 

Digital storytellìng combines the art of telling stories with a variety of digitai 
multimedia, such as images, audio, and video. Just about ali digital stories bring 
together some mìxture of digitai graphics, text, recorded audio narratìon, video, 
and musìc to present informati on on a specific topic iDonovan & Pascale 2004), 

As Donovan and Pascale suggest, we are faced with a broad field builr on the 
use of dìgital tools to tel1 stories. However, it would be reductive to lhink that, 
to quote McLuhan,· ' the medium is the message', and to limit innovation to the 
syntactic proliferation and interchangeabHity of the positìons involved .  

Whereas in  classica! storytelling, the story - also and above al] for textual 
semiotic analysis was a scalar magnitude with a beginning and an end, 
dìgftal storytelling lntroduces us to a different dimension. Its use in t.he 
educational and training field is particularly instructive, For example, 
Mitsikopottlou (2015) mentions rhe possibiliry of classifying the main types of 
digitai stories and constructing ù1ree basic groups: (1) persona! narratives, (2) 
historica1 documentaries, and f3) storles designed to inform or instruct 
viewers about practices and concepts (essentially tutorials). These forms of 
storytelling ate undoubtedly predominant in the constructfon of storJes and 
often in school classroom instructlonal projects they may be combined with 
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1·;1dt oJ hef, so t !rnt auh1hio1:rn1 1h icHI  c!,·uwn ! s  can be i 11scrted wil h in  rca<ly� 
n iadi' ttwtcriaJs and furma ls. Tl u·n:lùn:, d igita! s turytcll ing is \also) lhc infinite 
pol;:11 1 ial an:hive of si lurnio11s. stories, ch:.nw..:ters, arn:1 actions thar make- up 
1J 1c nnished story. 

Wc are dcaling with nn open device where there are multiple narrative 
cornhìnalions, the choke of which ìs delegated to a discursive leveL which 
1�raduallv shi{ts accorcling to the interactive reaction of the speaker. The latter 
;v i l i  dct�rmine the final configuration, the path that the story takes, and even 
1he �ernantìc ìmplications, Therefore, the subject of enunciation,. which is ìn 
d 1argc of 'seeing' and 'recountìng' the discourse and which is recognizable 
wit l1 in the text, emphasizes in digital story1el!ing its highly pragmatic 
posi tional field, It is already a typological, and topologica] actanc; il is at the 
s:mie time in "another world'1 ( the story) and in "a proper world (monde 
wopre! " (Fontanille, 2006, p, 58) , We are therefore dealing with a cornplex 
rclationshìp between process and system, bet,,veen possible configurations of 
rcalilv (which come imo play overwhelmingly) and provisional choices. On 
dose;· inspection, it is a very interesting landscape for a semiotics that is open 
to social and cultura! discourse, which identifies its bases of analysis as a 
' total' acr, all parts of which must be retrieved, ln t.his sense, the discourse can 
only be actualized and reorganized in every use. 

lt seems, then, that in this sense the challenge of the digitai is to bring the 
user � who loses his ìnitial dynamic of ·orherness· with respect to the 
enundator/producer - fuliy into the space of the subjects of enunciation, but 
at the same time to lead the discourse to textualize itself in a semiotics of the 
natural world, which should be understood, however, not as an unorganized 
set of 'sensilìve qualities' (Greimas & Courtés 1 979) , b11t rather as : 

integral to the experience of a social actor, engaged in intersubjecti\'e 
relations/actions that are constitutively placed under the horizon of 
signification. Likewise, it must be recognìzed that the semiotìc plane 
sees the sensìtive 'at home' ìn m-emory in categorizations, in discourse 
in produced texts, and above ali in action in the realm of signifiers, 
(Basso 2002, p.49) 

Thus, not ai1 abandomnent of the concepr of textualìty, but rather of the 
concept of text, not a depotentiation of the signifier/sìgn, but rather the 
realization that it 

simultaneouslv sits within larger semiotic spaces. more or less 
coherentlv a�d durably hierarchìzed, that offer another mode o! 
establishi�g the real, which is produced through the correlation of 



c .'lwpi1T :! 

muhiplf'. sets of rdn 1 io1 10 l l 1 ; 1 t  nffcr dcpt lt 10  t lw sc1 1 1 iotk );p; w,-. (SPdd,1 
20 18, p. 1311 ) 

So it happens, in shorl , ihat the blurring of Lextual cmHours produces dHTerent 
textualizations bnsed on shifts of vie\:vpoints and enunciative positìons. 
Texrualizing means in some way 'producing' in the broadest and most 
culturoJogical sense possible: producing a cornpiex set of dìscourses1 practices, 
and narrative elements. The construction of the text, therefore, is based on a 
kind of continuous game, in vvhich the starting codìfied and codifiable elements 
are brought ìnto discourse in new \Vays (gaming, educational and pedagogica] 
interaction) in order, however, to produce a narmlive structuring that is actually 
secondary to the processes that produced it. 

2,5,1 Metanarrativity and signification: gamlng 

Let us rnkc as an exampJe one of the most open dìgìtal phenomena in the 
proccss of regulation and internal organization of coment and svntactic 
elements: garni ng. Here, we are faced with the metanarrative dimensÌon, as a 
self�referential and self-descriptive circle: ':'\ narrative having (a) narratjve as 
{one oO its topic(s) is (a) metanarrative" (Prince 2003, p. 51 )  which ìdentifies 
parts in the story that speak of the storl' itself. Metanarrative ìs employed here 
in thc sense of an originai operaHon that serves lo ''find a shape, a form1 in the 
turmoil of human experience" (Eco 1994, p. 87i. In the highly engaging world 
of gaming, the recursive structures of the story become an etement that is 
present (there is a story, it exlsts) , albeit secondary to the processes of 
production as narmtion. In this sense

1 
the game becomes, as already noted in 

many studies (Yee 2006; Lambert, 2013; Kowert & Quandt 201 7) .  the core of 
digita! storytellìng. !t serves the purpose of building possìble worlds in which 
gan1ers can act out. Something already presents itse!f in fiction and play. as 
VValton reminds us: 

Engaging in make-believe provides practice in roles one might somedav 
assunte in real !ife, that il helps one to understand and sympathize with 
others, that it enables one t o  come to grips 1,,vith one's own feeUngs, that 
it broadens one's perspectives. (Walton 1990, p. 12) 

However, digita! storytelling places the activity of gaming itself at the cemer of 
the creative process by effecting a substantial overlap behveen the subjects of 
enunciation. The almost absolute convergence between Author and User, an 
el ement that more than any other serves to create un 'effect of reality: as already 
slressed1 separates ìtself from any intemìon of 'mimesis' in the sense of 
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wprrnh1cI io1 1 or c!Xh!rn.-1I r. , ; J l i l y, l 'lw  1H occi;s or cn!al i ng signific1Hion is \.Vllat 
1 1 1akcs 1hc rca l ì ty  of gami 1 11 ;  i 1 1 1 1 1 1cr;ìivc rn 1d credible.7 I! ìs in games in particular 
:md ìn 01 llcclivc imagi 1 1; 1 t ion thal the narrat ive strucitffe is revealed. It is by 
i t1'.gol ia t ing uicanings that a mie can he found for cachi and ru1 a<lventure or 
in rnginat ìve expcricncc can be creatcd. Bruner (1990, p. 87) notes how 
nrnlerstanding of the everyday, e:.,;pecially in chi1dren, "comes first in the form of 
pmx is", and "narrative structure is even ìnherent in the praxìs of social 
interaction before it achieves linguistic expressimi' (Bruner 1990, p. 77). We are 
; 1ppanmtly rlealing with a kind of semantics of play where the possìbili ties of 
1 1  icanìngful co1nbinations are secondary 10 the process, but in fact still produce 
.i �cmanlk correlation. In short, digitai storytellìng can be seen as a device. 

We should see digital storvtelling noi as a category or typology, but as a 
dcvii.:e: a device of metanarrativity8 that directly allows the user to produce (or 
rcproduce) the narra tive structures of the slory. Obviously, given the8e 
: issmnptions, the eJectronic environment has overcome certaìn prìncipies and 
routìnes that were {and stili are} dominant in verbal narrative: first, textuality 
1 10 longer obeys a linear and unidirectional discursive logie (author/reader); 
sccond, authorship is no longer univoca!, but instead has been opened up to 
collaborative composition ìnvolving multiple voices: thi rd, the narrative 
composition is made up not only of words, but also of images, sounds, 
graphics, etc,; fourth, the text is open to reading trajectories that do not obey a 
rigid syntax, but construct 1neanìngs through interactivity, 

lf the construction of digitai storyteHing plays with syntactic and semantic 
elemenrs, opening and dosing them, its subsequent ' interpretation' brings us 
liack to a textualized reality, and therefore one that is readable in its semantic 
dimensìon. It is even more the case that senliorìcs can play a fundamental 
role in this area. ThJs semio�narratological model puts the e1nphasis on 
ìntcrpretation and interacrlviry, giving rise ro a synlactìc and semantic co-

7 Obviously, a discussion of referenHalization processes ami reality principles vvou!d be 
lcading us far afìcld. We refer here to \Valton's {1 990) already men tloned thcory of make
believi the iconic s!gn, as opposcd to thc vcrbal sign, asks rhc spcctator's hnagination 
to be sccn as 'rnul' cvcn if it is recognìzed as factìtivc/fktivc, rr the spectator plays nlong 
an<l agre0s tu recognize the iconic sign as what [t \Vants to represent, the la!ter becornes 
a representation of the represe11ted. lmagina.lion (Walton gives thc- cx.ampie uf 
chìldren's games such as dol l s  or sand shapes) makcs it possiblc to use individùal 
fiuitious objei: ts, t:onsidcred a:s makc�bcllevc withlu thc playful inleraction, to prndut:e 
real sccnarios and fictlonal worlds t hrnugh certaln generative mcchanisms. 
<l Here one cannol escape the reference to Latour's ( 1997) concept of dispositive as a 
consLantly evolving synthcsis uf knowlcdgc that ìs buìl l imo linguistically pcrformcd 
practices (Le. thinking, speaking, wri t ing), non�linguisHcaily performed praclices 
('<loing thing:i) an<l maLerlaHzations (i.c,t nalural and proùuced !h ing�;. 
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.iuthorship ihar pushcs io n·ddi1 w thc rolcs of 1 1u1hm rn1d 1 1sPr. li i i :  prnccss of 
creation and 1mdt ìmedìa rec(qH ìon rcquires ncw l inguistic-d igilal compdcncics 
(AJbala<lejo 20 1 1 }, by vìr tuc o[ which tlw au !hor is ohl igcd lo lake care of the 
coherence of the multi med ia sy111ax, from the prevìous cogni tive map of ideas 
to the internal and external cohere11ce of the etemellls (Engebretsen 2000) . 

2.6 Conclusion 

Leaving aside the dìrect reference to semiotk theorìes, we can conclude by 
pointing to a broad field for semiotics in the study of digital brandìng. A field 
where every digìtal fonn of textuaHty proposes non-fixed actor identities 
(syntactic dimension) and calls for the co-production of contents that are 
latcr analyzed as texts (semantic textuaHzation operation). The co-presence, 
and therefore the partial co-authorship of reader and author forces the user to 
assume center-stage with regard to the coherence of multHevel textual syntax 
and semantic&i requiring new linguistic-digitaJ competencies (AJbaladejo 
20ll) . The author (and the reader, consequently) is just a provisional or 
temporary enunciative position, granting each time the effective navigability 
and readability of the text (Sànchez-Garcia & Salaverria 2019, p.9) . Final!y, 
their impact and circulation {pragmatk dimensionì define thei r possìbìlityfor 
overaH re�opening, resernantization, and reinterpretation, guaranteeing a 
virai circularity, 
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