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This study aims to examine attributes of fandom related to storytelling of media conversion in
terms of division of obsession and hysteria from the psychoanalysis. Fandom of crossmedia
storytelling represented by adaptation of the original is the subject who experienced a great
satisfaction from the original and also the obsessive subject who does not accept easily story
transformation by adaptation. Besides, fandom of transmedia storytelling is the hysterical subject
who recognizes lack of the storyworld and enjoys such a lack. The original fandom of crossmedia
enjoys phallic order in the authority of an original author and the original storyworld, and fandom
of transmedia experiences continual and infinite 'other enjoyment’ through active and direct
experience beyond the linguistic order. This study is a theoretical argument to identify
characteristics of fandom shown from both extremes of media conversion through comparison of
obsession and hysteria. It is expected to prepare a foundation for understanding fandom of media
conversion through complementing qualitative analysis on the real fandom in the follow-up
research.
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