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Abstract

This paper explores how the adaptation of comic characters into animation reshapes
personality and enhances emotional resonance. Rather than a simple shift from static panels
to moving images, adaptation is treated as a creative process of negotiation between source
material and reinvention for new audiences. Grounded in adaptation theory, transmedia
storytelling, and semiotics, the paper examines two case studies: Spider-Man: Into the
Spider-Verse (2018), a Western example of superhero reinvention through multiverse
storytelling and stylistic experimentation, and YuYu Hakusho (1992), a manga-to-anime
adaptation that deepens shonen characterisation and emotional engagement. The analysis
demonstrates how animation extends character identity through movement, voice, and
pacing, while also navigating challenges of localisation and cultural translation. The findings
suggest that the sustainability of transmedia franchises depends on deliberate planning that
preserves essential identity traits while allowing flexible reinterpretation across platforms and
cultures.
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Introduction

Comics have long been a foundation of popular storytelling, combining text and images to
bring complex characters to life both for children and adults. Yet as audiences expand and
media landscapes shift, these characters rarely remain confined to the pages where they were
first developed. The adaptation of comics into animation is more than a technical shift from
static drawings to moving images; it is a creative and interpretive process that reshapes
character personalities for new audiences and contexts. Here, we ask how comic characters
change in the move to animation without losing who they are and suggest that animation
heightens emotional resonance when creators protect a character’s core identity and redesign
its expression for medium and culture. We test this through two cases—Spiderman: Into the
Spider-Verse and YuYu Hakusho—using three lenses: core identity, adaptable expression, and
world cues.

Scholarly works such as Liam Burke’s book, The Comic Book Film Adaptation: Exploring
Modern Hollywood’s Leading Genre (2015), highlight how characters are continually
reinvented in animated formats, expanding their reach and deepening cultural impact. From
the brooding atmospheric darkness of Batman: The Animated Series (1992) to the vibrantly
styled experimentation of Spider-Man: Into the Spider-Verse (2018), comic-to-animation
adaptations reveal the ways character identities can remain recognisable yet evolve through
transmedia storytelling, even localising between different cultural contexts in their
translations. Academic journals have consistently examined how transmedia storytelling
enables franchises to thrive by bridging the gap between comics and animation, offering fresh
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opportunities and angles for narrative innovation and audience engagement (Leitch, 2017,
Grosvenor, 2024).

A central driver of these adaptations is the concept of “emotional resonance”: the ability of
audiences to empathise with characters, understand their personalities, and remain invested in
their narrative journeys. Animation offers many unique opportunities to heighten emotional
resonance: timing, gesture, movement, and voice, can add new layers of meaning to traits
first sketched in panels. At the same time, adaptations face the artistic challenge of preserving
the essence of beloved characters, adapting the original visions of the source material creators
and working with the pacing of a new medium, while still attempting to make the result
accessible and engaging. The transformation of character personalities across media is a
critical aspect of franchise longevity with many animated franchises, alongside public domain
IPs existing in multiple formats and iterations that have stood the test of time. The key to
their success across various generations and audiences is the constant ability to reinvent their
premises, bringing characters to life (Learoyd, 2019).

The transformation process raises a critical question: How are characters adapted from
comics into animation to better enhance emotional resonance and audience understanding of
their personalities? This paper examines how character personalities are adapted from
comics into animation, with a particular focus on how these transformations enhance
emotional resonance and strengthen audience understanding in the new medium. Drawing on
adaptation theory, transmedia character design frameworks, and core comic and animation
concepts, this paper analyses two case studies, animated adaptations from both Eastern and
Western comics. Rather than offering an exhaustive survey of transmedia adaptation
practices, the focus is placed specifically on how animation reshapes character personality to
intensify emotional resonance.

The analysis proceeds with three sections: (1) defining key theoretical frameworks and the
challenges associated with maintaining emotional resonance, comparing comics versus
animation as vehicles for character and emotion, (2) Investigating creative strategies
illustrated through notable case studies, and (3) synthesising findings on transmedia
resonance in conclusion. This approach grounds the discussion in established theory before
directly addressing the distinctive characteristics of each medium and practical examples of
adaptation.

This study undertakes a comparative analysis of Eastern and Western adaptations of comic-
based narratives, with particular emphasis on the previously noted, Spider-Man: Into the
Spider-Verse from the West and the popular 90s Japanese anime YuYu Hakusho. These two
works, whilst different, are emblematic of their respective cultural and media traditions,
offering rich case studies for examining how character personality, narrative structure, and
emotional resonance translate across different adaptation practices. The Spider-Verse films
represent a cutting-edge Western approach to reimagining comic superheroes through
innovative animation techniques and diverse character iterations that reflect evolving cultural
values and audience expectations. Conversely, YuYu Hakusho exemplifies the classic
trajectory of manga-to-anime adaptation in the East, showcasing a deep evolution of
character complexity and emotional engagement through animation’s distinctive tools.

Analysing these examples allows for an exploration of both convergences and divergences in
adaptation strategies, highlighting how cultural contexts shape the translation of comic
characters to screen, bridging theoretical frameworks and creative processes within the
transmedia narrative environment. Drawing on interdisciplinary fields such as adaptation
studies, media theory, and semiotics, this methodology facilitates an analysis of maintaining



and reshaping character personalities as they move platforms allowing emotional engagement
with adapted characters.

Methodology

This study utilises qualitative analysis of selected animated content, Spider-Man: Into the
Spider-Verse and YuYu Hakusho, western and eastern adaptations respectively, to explore
how character personalities are adapted from comics into animation, with particular focus on
emotional resonance and cultural translation. The analytical framework operates along three
primary axes: core identity, adaptable expression, and world cues, drawing from transmedia
storytelling and adaptation theory literature.

Core Identity encompasses important traits that assure character recognisability across media.
This includes ethical roles, silhouettes and shape language as well as critical interpersonal
relationships that anchor the personality within expanding transmedia designs (Kelleter,
2017; Stein & Busse, 2016). Adaptable expression examines flexible components such as
vocal tone, and rhythm, and culturally specific elements that enable local tailoring and
audience-specific resonance without compromising the character’s essential nature and
personality (Ryan, 2013). Finally, world cues employ Ryan’s (2013) and Dena’s (2009)
conception of transfictionality to analyse the interplay of mythos (background lore and moral
codes), ethos (value structures embedded in narratives), and topos (recurring spatial choices
and settings) that collectively shape immersive worlds that facilitating character meaning.

The animations chosen for analysis represent moments of narrative change and emotional
intensity, allowing for detailed coding of strategies that balance preservation with inventive
reimagination (Mittell, 2015; Jenkins, 2006). For Spider-Verse, assessment centres on
maintaining Miles Morales’s core responsibility arc and spider iconography, expression
through innovative animation techniques and the multiversal context as a topos. For YuYu
Hakusho, focus is placed on Yusuke’s delinquent-to-hero archetype, the use of timing and
deeper emotional understanding and development compared to its comic counterpart, to
heighten affect, and backdrops grounded in subcultural contexts that serve as topos and ethos.

This approach bridges theoretical insights and concepts with practical creative decisions,
enhancing understanding of transmedia character adaptation strategies across cultures and
media. The case studies that follow apply a framework structured around the three analytical
lenses outlined above. Rather than offering a purely descriptive comparison, each case study
examines how animation-specific tools such as movement, timing, vocal performance, and
design reshape character personality in ways that enhance emotional resonance. Core identity
is assessed through the preservation of defining traits and narrative roles, while adaptable
expression is analysed through changes in performance, style, and presentation. World cues
are examined in relation to how narrative environments and cultural context support
emotional engagement. This approach demonstrates how theoretical concepts from adaptation
and transmedia studies are operationalised in the analysis, ensuring consistency and
comparability across the two case studies.

Theoretical Foundations and Practical Challenges

Transmedia character personality design is a conceptual and practical strategy that focuses on
the crafting and development of fictional characters whose essential personality traits,



emotional depth, and narrative purpose remain consistent and thematically developed, while
being expressed differently across comics, animation, film, games, and other platforms. As
these characters travel across media and markets, their semiotic traits, that is, the specific
symbols, aesthetics, and storytelling devices that express their nature and three-
dimensionality must be “adapted” to meet new cultural norms, audience expectations, and
technological affordances. This approach to character design predominantly respects the
original creator’s intent and the source material’s unique qualities, or at the very least, the
essence of the intended characterisation. At the same time, it requires flexibility, to make
such a character transition: characters must be adapted so that each new portrayal remains
engaging and meaningful without losing the foundations that make them recognisable and
relatable.

The shift from comics to screen-based media, such as animation and film, powerfully
illustrates these challenges and opportunities (Lefeévre, 2007). Comic books, for example,
present character identity through elements such as panel layout, expressive lettering, sounds
written as onomatopoeic effects, and the reader’s own personal control over pacing and
sequence (McCloud, 1993). By contrast, screen media, in this case, animation, builds
character through movement, voice acting, timing, sound design, and paratextual elements
such as credit sequences or tie-in digital content (Thompson & Bordwell, 2010). Therefore,
successful transmedia adaptation shifts the focus from seeing character properties as
attributes of a text to recognising them as persistent narrative features anchored in a broader
world, or “storyverse,” whose coherence and comprehension is maintained across media
boundaries (Hergenrader, 2020).

Transmedia storytelling, as a broader theoretical and industrial practice, supports the
development of multidimensional characters by weaving their stories through multiple
platforms, inviting direct audience participation, and cultivating expansive, interconnected
worlds (Bin Hasri & Syed, 2025; Freeman, & Taylor-Ashfield, 2017; Guynes & Hassler-
Forest, 2018). It also disrupts the traditional academic divisions between adaptation (moving
stories or characters from one medium to another) and translation (moving them from one
language or culture to another), because in transmedia, adaptation and translation often occur
simultaneously (Milton & Cobelo, 2023). Canales (2020) observes that adaptation is too
frequently reduced to mere format transfer and translation to simple language substitution in
discussion, when both processes in a transmedia context involve ongoing negotiation of
meaning, form, and cultural relevance. For this study, these frameworks matter specifically
because they explain how emotional resonance is preserved when character personality is
reconfigured rather than simply transferred across media.

To track a character’s persistence and recognisability, world-based frameworks become
essential. Audiences recognise characters not only by surface traits, but because these figures
inhabit worlds with established mythologies, ethical structures, and places - key elements
which Klastrup and Tosca (2016) term “mythos, ethos, and topos”. Continuity in roles,
relationships, narrative stakes, and character arcs further anchors them within the story world
(Klastrup & Tosca, 2016; Tosca & Klastrup, 2019). Adaptation theory, especially as
presented by Hutcheon and O’Flynn (2013), reframes adaptation as creative “re-authoring
under constraint,” rather than a process of simply forcing fidelity to an original concept.
Meanwhile, transmedia storytelling perspectives (Jenkins, 2006; Scolari, 2009; Yu, 2023)
highlight how industrial structures, marketing, and participatory culture shape not only the
longevity of a character but how they are collaboratively interpreted and reimagined across
generations.



Bertetti’s (2014) Towards a typology of transmedia characters gives a clear framework for
evaluating this balance: transmedia characters must combine replication (staying true to core
aspects) with reinvention (adjusting to platform-specific needs) to maintain emotional
resonance and narrative coherence. This enables emotional resonance for both new viewers
on a new platform or to long term fans who are drawn to a change of platform due to the
familiarity of character. Taking a world-oriented approach helps determine what aspects of a
character, such as moral role, emblematic design, or key motifs should remain in place, and
what can be adapted for the new animated form, like performance style, gesture, costume, or
culture-specific references. Franchise analysis sheds light on how centralised creative
managements, using tools like style bibles, licensing contracts, and approval systems,
enforces non-negotiable aspects, while leaving room for local creators or market-specific
adaptations to develop new ways of expressing the character to fit a key genre aesthetic or
animation style (Johnson, 2013; Steinberg, 2012; Bourdaa, 2018).

This leads to the practical challenge of distinguishing between “core identity”, the aspects
necessary for continuity within a character and “adaptable expression”, the leeway and
freedom given to local or platform-specific reinvention. Core identity and emotion in a
character encompasses, for example, a character’s role in the world’s ethical structure,
defining relationships, silhouette or design (often focusing on shape language or colour
scheme), and signature motifs (Lamerichs, 2019). Adaptable expression includes elements
like voice, accent and humour. Clearly drawing this line assists both creators and localisation
teams in managing the technical and cultural complexities and nuances inherent in translating
comics’ visual grammar into movement and sound, while also navigating censorship rules,
and casting traditions (Miszuk, 2023).

Localisation is thus an important term that lies at the very heart of transmedia character
design. Insights from translation studies provide concepts and strategies for how characters
and stories move culturally. Venuti’s (2008) theory of domestication versus foreignisation
poses important decisions for creative teams: what unfamiliarity or uniqueness should be
preserved, and what should be adjusted for local norms? This similarity to the above,
acknowledges that adaptable expression and localisation processes are closely related within
the process of panel to screen adaptation. It is the research that is important when these
transfers take place. Research on culture-specific items (Dionisio & Nisi, 2021) gives further
guidance on adapting names, jokes, forms of address, customs, and references. Audiovisual
translation research details technical and creative challenges such as how to subtitle and dub
dialogue so that it fits both the mouth movements of animated or live-action characters and
the expectations of local audiences (Diaz-Cintas & Remael, 2014; Pérez-Gonzalez, 2014;
Ranzato, 2015), in such a way that maintains immersion as well as fitting the character’s
personality. Game-localisation offers further parallels to these as it introduces the practice of
“transcreation,” where maintaining the function and emotional impact of content is more
important than literal equivalence, a principle that applies directly to the adaptation of comic
humour, timing, and music for screen (O’Hagan & Mangiron, 2013; Bernal-Merino, 2018).

Ultimately, this means that successful transmedia character design is an act of thoughtful
planning rather than a last-minute edit to a media change. Creative teams must decide in
advance which elements of character and story will remain consistent across all formats,
which will be adapted, and how audience reception will be observed and measured across
different linguistic and cultural communities (Halwani, 2022; Roxo, 2020; Glaude, 2023;
Ladson-Billings & Tate, 2021; Zhang & Wu, 2024; Tasi¢ & Stamenkovi¢, 2023; Giacomasso
& Conforti, 2024).



Applying Creative Practices: Case Studies

Comics and animation are deeply interconnected art forms that share common historical and
formal roots. The visual similarity between comic panels and animation frames, combined
with influences from the silent film era, established a close relationship between the two
media (Wells, 1998, Rahman, 2024). Both comics and animation rely on sequential frames to
engage audiences in filling narrative gaps, creating an active storytelling dynamic (Atkinson,
2009), which supports their ease of transition in many ways. In comics, emotional expression
and movement are implied through sequential expressive line work, and careful composition,
with readers imaginatively bridging the spaces between panels, an interaction that fosters a
unique emotional connection. Conversely, animation conveys character and emotion more
explicitly through continuous movement, following established animation principles (Thomas
& Johnston, 1981/1995), that enrich storytelling with deeper layers of contextualisation.
Adaptation studies examining comics-to-screen transitions demonstrate how this narrative
techniques complement one another, leveraging the strengths of each medium (Thompson &
Bordwell, 2010).

Case Study 1: Into the Spider-Verse

A prime example of this interplay is the critically acclaimed film Spider-Man: Into the
Spider-Verse, which serves as a narrative and stylistic breakthrough in contemporary
transmedia adaptations. The film masterfully translates the visual grammar of comics,
incorporating halftone textures, effects, speed lines, and panel transitions into a cinematic
vocabulary that maintains visual clarity and accessibility (Summers, 2019). This innovative
visual strategy not only helps to stabilise the character of Miles Morales across different
media platforms but also differentiates each “Spider-Person” through distinct animation
styles that reference their unique worlds of origin, embodying transmedia storytelling’s
potential to balance fidelity and creative reinvention and giving the film a distinct animation
dialect. Figure 1 shows how Into the Spider-Verse translates comic-specific visual grammar,
such as halftone textures and motion lines into animation. This is compared to the Dan Slott’s
source material in figure 2. These stylistic choices are not merely aesthetic but function to
preserve the affective qualities of the comic medium while exploiting animation’s capacity
for movement and timing.

Figure 1: Spider-Man: Into the Spider-Verse stylisation

The multiverse narrative device within recent years (Busi Rizzi & D1 Paola, 2025), has
become a prominent and effective storytelling strategy within superhero comics. The long
history of Spider-Man, marked by multiple adaptations and reinterpretations over the
decades, lends itself naturally to narratives that continually reinvent the character’s origins,
emotional complexity, and nuances while keeping the essence fresh and relevant. Spider-
Man: Into the Spider-Verse (2018), based loosely on a 2015 comic book arc by Dan Slott,



exemplifies this approach by retaining the core emotional resonance that defines every
iteration of Spider-Man: the struggles, achievements, and personal growth of a relatable
individual rather than a distant superhero archetype (Summers, 2019). Although the film
diverges significantly from its comic source, the narrative adaptation process takes the core of
the variants of the multiverse, and utilises those that would best fit the screen, predominantly
in how they differ from one another visually as well as the “What if?”” concept of our
favourite characters meeting and interacting with one another.

Figure 2: Artwork of the 2015 Spider-Verse comic depicting several variants that made it to
the screen.

The film’s multiversal framework permits a layered adaptation that captures the diverse
characterisations of Spider-Man, in all forms, making the narrative accessible and
emotionally engaging to a wide and varied audience.

Miles Morales’s journey is particularly notable for its depth of emotional resonance. His story
is shaped by trauma, uncertainty, and personal development, engaging viewers as he learns to
navigate the challenges of newfound powers alongside his evolving sense of identity (Sharp,
2023). This inner conflict resonates deeply, reflecting universal experiences of self-doubt,
cultural expectation, and the search for belonging, that weave their way through all the
narrative’s various Spider-people (see figure 3), despite the style and presentation. Moreover,
Miles’s narrative carries an optimistic message of perseverance and self-affirmation. His
resilience in the face of external pressures, alongside his affirmation of cultural and personal
identity, offers inspiring representation that transcends traditional comic superhero narratives
and connects meaningfully with new and returning audiences (Gonzalez, 2023).

Figure 3: The stylistic differences of the various Spider People, Into the Spider-Verse



Critical readings remind us that advancements in representation within the Spider-Man
franchise coexist alongside industry hierarchies. While the narrative rhetoric that “anyone can
wear the mask” promotes inclusivity as well as noting that anyone from any diverse
background can be a hero, industrial decisions continue to prioritise familiar legacy
characters, thereby limiting the extent to which Miles Morales, a relatively modern creation
by comparison, can be foregrounded throughout the expansive transmedia franchise (Jeffries,
2022/2023). Design choices around voice casting and music carry these tensions across dubs
and subtitles, where the same cues can either preserve situated and often-under supported
identity or alternatively, flatten it for further global circulation (Wang, 2024).

Eastern and Western comparative adaptation

While this paper does not analyse webtoons as a primary case study, their adaptation
strategies provide an important comparative context for understanding how emotional pacing
and character resonance are managed in East Asian comic-to-screen transitions. Korean
webtoons offer a distinct and highly productive pathway for comic-to-screen adaptation,
marked by their born-digital vertical scroll format that reshapes timing, and reader
engagement in ways that challenge conventional adaptation practices. Despite the existence
of a more Eastern formatted “Manhwa”, the webtoon has developed with the user platform in
mind, meaning that stories are developed with the creator noting the pacing and
characterisation resonance and how that is presented through mobile screen scrolling (Brown,
2013; Shao, 2021; Henchobdee & Teeravarunyou, 2022). As research shows, these
adaptations go far beyond direct translation; intricately interconnected "IP engines" and the
collaborative networks of creators and fans, guide webtoon intellectual property through
layers of participatory practices, as the narratives are adapted for television and film (Yecies,
2020; Jin, 2024).

Decisions surrounding localisation in these cases commonly focus on nuanced elements such
as kinship classifications, workplace or school traditions, and registers of humour anchored in
original panel rhythm. Adaptation practices here, foregrounds a key guiding principle, that
resonates with aforementioned similarities in Western comics: preserving the core function
and spirit of material while allowing for the development of communication styles. The
boundaries of creative adaptations are set not solely by formal license holders, but also by a
variety of fan communities, whose interpretations, “headcanon,” and commentary on
characterisations and narrative decisions help to play an active role in shaping perceptions of
authenticity (Zhang & Wu, 2024; Yu, 2023) as well as guiding emotional resonance with
characters.

The comparison with Japanese manga underscores parallel challenges inherent in adaptation
processes, particularly those pertaining to emotional expression and narrative pacing.
Scholarly analyses indicate that manga employs dynamic panel framing and atmospheric
pacing techniques that serve to help with immersing readers directly in the emotional states of
characters (Cohn, 2012; Shamoon, 2011). These visual strategies, ranging from exaggerated
emotional depictions to intentional “silent” pauses, known as “ma” (Strnadové, 2024), are
frequently transformed in anime adaptations. These strategies form ways in which to augment
emotional resonance and character complexity through the integration of music, timing and
vocal performance. Like Korean webtoon adaptations, manga adaptation necessitates a
delicate negotiation of pacing, narrative rhythm, and culturally coded elements, discerning
which aspects of identity are immutable and which may be adaptively translated without loss
of source meaning. Both media strive to balance the preservation of authenticity with the
demands of accessibility, particularly through careful localisation of humour and emotive
cues. (Feathers, 2020; Artsology, 2024; Vleghert, 2022).



Comparative research shows that transmedia strategies in manga and webtoon franchises
create characters whose identities resonate both locally and globally. Identity markers
highlight the need for intentional, transparent planning in character migration and
transformation (Ladson-Billings & Tate, 2021; Bourdaa, 2018; Roxo, 2020). Effective
adaptation demands a methodical, world-aware design. This starts with diagnosing character
functions and value systems (Klastrup & Tosca, 2016), followed by developing a detailed
cross-media “bible” to secure non-negotiable elements. Localisation must be guided by
frameworks such as Venuti’s (2008) translation theory, supported by audience testing and
decisions on transference (Burke, 2015; Summers, 2019) alongside market alignment (Diaz-
Cintas & Remael, 2014; Pérez-Gonzélez, 2014). Finally, evaluating reception within
subcultural and linguistic communities is vital, as successful transmedia storytelling relies on
both local recognition and global marketing (Scolari, 2009; Yu, 2023).

Case Study 2: YuYu Hakusho

Comics function as foundational storyboards in animation, offering a narrative and visual
framework that establishes story structure and character expression, which animators adapt
into fluid sequences (Arby & Widiastomo, 2024; Mirades, Vorn, & Gasar, 2022). The
manga-to-anime adaptation of YuYu Hakusho exemplifies how animation expands emotional
and narrative depth in shonen works. By embedding comic semiotics directly into animated
motion (figures 4 & 5), the anime reinforces continuity of character identity while
intensifying emotional immediacy. This demonstrating how adaptable expression can
enhance resonance without undermining recognisability.

Figure 4: YuYu Hakusho Anime Figure 5: YuYu Hakusho Japanese manga (vol.1)

While the manga conveyed story and character through panel composition and sequential art,
the anime heightened this emotional resonance and character nuances beyond the page
(Reddit: Yu Yu Hakusho, 2024; CBR, 2023). Yusuke Urameshi’s growth from delinquent to
spirit detective gains weight not just through fight choreography but through deepened
audience empathy. Additional scenes and interactions, such as moments of internal conflict
and relationship building, further strengthen viewer connection (Collider, 2023). It is through
these lengthened moments that we see a subversion of the typical shonen tropes of constant
fighting for power but rather a deeper study into the morality and psychological exhaustion
that comes alongside this. The anime cultivates emotional resonance by depicting struggles of
identity, friendship, and growth, building on the existing concepts presented in Togashi’s
original work. Protagonists in shonen narratives often embody awkwardness, persistence, and
uncertainty, especially in social and romantic contexts, fostering strong viewer identification
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(Ceylan-Dadakoglu et al., 2022; Duckworth, 2021) with animation heightening these
journeys (Safitri, 2012; Japan Powered, 2020; [jmr, 2024). The characterisation of a
protagonist needing to learn and “coming of age” supports real world resonance, deepens
parasocial bonds, as audiences form enduring emotional and moral attachments to characters.

Manga such as that of YuYu Hakusho is somewhat reflective of the Japanese yankii
subculture, providing a culturally specific lens, portraying youth marked by rebellion and
social negotiation. Although articulating juvenile identity politics through design and
backdrop, (Nippon.com, 2023; Unsriana, 2022), such anime adaptations preserve these socio-
cultural cues while broadening their resonance through universal themes of belonging and
resistance (Riessland, 2013; Leahy, 2023; Gutternaut.net, 2025). Successful adaptations
depend on faithfully translating these culturally and emotionally embedded details to sustain
authenticity to bridge gaps with unfamiliar audiences. YuYu Hakusho exemplifies the process
of successful comic to animation adaptation, demonstrating how animation expands character
development, deepens emotional stakes, and strengthens interpersonal dynamics.

Conclusion

Comparative studies of Korean webtoons, Japanese manga, and Western superhero comics
demonstrate that transmedia adaptation is a decision-driven, informed process aimed at
preserving continuity in narrative function and world-building. Strong adaptations build on
these foundations while embracing local variability in vocal expression, kinetic performance,
and framing. Transparent strategic planning is crucial for enabling audiences to recognise and
emotionally invest in characters across cultural contexts (Cohn, 2012; Shamoon, 2011;
Vleghert, 2022; Yecies, 2020; Jin, 2024).

Adapting comic characters into animation is therefore more than technical translation; it
requires balancing the preservation of core identity traits with adaptive expression suited to
animation’s affordances and cultural diversity. Comparative examples such as YuYu Hakusho
and Spider-Man: Into the Spider-Verse illustrate how audiovisuals deepen emotional
resonance and strengthen audience engagement. While this study focuses on animation, the
examined franchises also extend into video games, where character personality is shaped
through player agency rather than solely observation. In such contexts, emotional resonance
emerges through interaction, mechanics, and control, contrasting with animation’s reliance on
performance and expression. Acknowledging this distinction highlights how emotional
engagement shifts across media, even when core character identity remains consistent.
Further research could examine how agency reconfigures emotional resonance in transmedia
characters.

In conclusion, the negotiation between localisation and cultural translation is central to
sustaining authenticity across media platforms. Frameworks from transmedia storytelling,
adaptation studies, and semiotics demonstrate how coherence is achieved within expanding
narratives. The endurance of such franchises relies on strategic planning that balances global
continuity with sensitivity to local contexts. Ultimately, adaptation as a means of solidifying
emotional resonance must be understood not as a static process but as an active dialogue, one
that preserves the integrity of the original work while harnessing the transformative capacity
of animation.
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