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Collaborative Digital Storytelling Platform with Collective
Intelligence
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Abstract

Due to the development of new digital technologies in recent years, consumers play different
roles with compared to the past. Though they used to consume various existing contents, nowadays
they have opportunities to use in user-friendly environment which can make them create and share
their own contents. Under this circumstance, the digital storytelling has become a big issue in
large area, and the web-based contents have been produced with diverse contests. In fact, the
digital storytelling means a kind of storytelling method which is made by digital technologies and
has been created under various circumstances. However, many researches concern that the digital
storytelling is just applied for moving from analog to digital in terms of a tool, but in the reality
it is far from the web 20 with collective intelligence. Therefore, in this paper, we propose a
web-based collaborative digital storytelling platform that analysis wuser’s action processes and
components applying collective intelligence.
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Fig. 1. Collaborative digital storytelling process
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