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ENTERTAINMENT -
AUDIENCE-CENTERED, COMMERCIAL CULTURE

Entertainment is a form of activity that holds the attention and interest 
of an audience or gives pleasure and delight.

Entertainment is any activity which provides a diversion or permits 
people to amuse themselves in their leisure time, and may also provide 
fun, enjoyment, and laughter.



OVERVIEW
The U.S. media and entertainment (M&E) 
industry is the largest in the world. 

At $717 billion, it represents a third of the 
global Entertainment industry, and it includes:

▪ Motion pictures

▪ Television programs and commercials

▪ Streaming content over the Internet

▪ Music and audio recordings, Podcasts

▪ Radio

▪ Book publishing

▪ Video games 

The U.S. industry is expected to reach more than 
$825 billion by 2023, according to the 2018-2023 
Entertainment & Media Outlook by 
PriceWaterhouseCoopers (PwC). 



About 87% of consumers say they’ll stick with their Entertainment services, after pandemic 
restrictions are lifted.

47% of people like watching new release films from home, even if going to a movie theatre or         
in-person was equally safe.





WHICH DEVICE DO WE USE TO VIEW THE CONTENT ?





CURRENT AND FUTURE PREDICTIONS

▪ After COVID-19 slumps, the global 
entertainment industry is set to rebound

▪ Online entertainment went up 30% 
during the pandemic.

▪ Streaming entertainment over the 
Internet, is the future.

▪ Many consumption patterns and 
consumer habits learned during the 
pandemic will stay the same.

▪ Live music and cinema are expected to 
bounce back.

INTERNET ACCESS IS NOW A BASIC AND 
ESSENTIAL UTILITY, ACROSS THE 

DEVELOPED AND DEVELOPING WORLDS. 



INTERESTING FACTS

▪ The Internet (Web) has 
over 1.7 billion websites !

▪ 4.5 billion people across the 
world, use it every day !! 

▪ How long would it take 
to download everything 
on the Web, using a high 
speed connection ?  

▪ 3 million (3,000,000) 
years.

▪ Every 24 hours, there are  
547,200 new websites 
which equals over 380 
websites  created every 
minute !  

Items with 
blue dots are 
Entertainment 
sites



INSTAGRAM

TWITTERSNAPCHAT



Amusement Parks 

Art Exhibits

Circuses

Comedy Clubs

Cultural Events

Dance

Dinner Theatre

Fairs

Fashion Shows

Festivals

Fireworks

Immersive Experiences

Improvisational Theatre

Karaoke

Magic Shows 

Media

Movies

Museums

Music

Nightclubs

Operas

Performance Art

Podcasts

Radio

Social Media

Spectator Sports

Storytelling

Streaming Media

Television

Theatre

Theme Parks

Trade Shows

Video

Video Games

Water Parks

THE 35 TYPES OF ENTERTAINMENT



TYPES OF ELECTRONIC MEDIA

3D Printers
5g
Blogs
Computer Networks
Computers
Content Delivery Networks
Digital Documents (e.g. presentation slide)
Digital Immersive Environments
Digital Media Files (e.g. video files)
Digital Outdoor Media (e.g. electronic billboard)
Digital Photos
Digital Screens (e.g. computer monitor)
Electronic Storage Devices (e.g. solid-state 
drives)
Email
Fiber Optics
Film
Game Consoles
Game Controllers
Holograms

Internet
Microphones
Mobile Apps
Mobile Devices
Neon Lights
Online Forums
Printers
Radio
Records, CDs & Tapes
Social Media
Speakers & Headphones
Streaming Media
Telegraph
Telephone
Television
VHS & DVD
Video Conferencing
Video Games
Virtual Reality (environments & gear)
Voice Recorders
Wifi



HERE ARE MORE OF THE KEY FACTS  
OF WHAT HAPPENS IN AN 

INTERNET MINUTE:

Amazon customers spend $283,000

12 million people send an iMessage

6 million people shop online

Instacart users spend $67,000

Slack users send 148,000 messages

Microsoft Teams connects 100,000 users

YouTube users stream 694,000 videos

Facebook Live receives 44 million views

Instagram users share 65,000 photos

Tiktok users watch 167 million videos



MEDIA STREAMING

It’s the age of technology 
where nothing is restricted 
to a TV or theatres. 

Every form of media is 
accessible digitally to a 
computer, tablet, or on a 
smartphone. 

Media Streaming has 
become a huge trend 
amongst young adults. 

The delivery of audio and 
video over the Internet now 
offers live sport, music, 
news, entertainment and  
on-demand content.



HOW NETFLIX (AND ALL OF THE OTHER 
COMPANIES) STREAM VIDEOS

Netflix uses the Internet to stream movies and TV shows 
from their computer servers to your screen.  

The signal goes to the world wide web and then to your 
Internet Service Provider (ISP) such as Fioptics, Spectrum, 
DirectTV, etc., and then to your device.

When Netflix hands off your video to your ISP, they must 
carry it through their network to your home. 

If there are no major roadblocks, your ISP will deliver the 
video right to your screen.

If their network has slowdowns or capacity problems, your 
Netflix experience will suffer.  















(VIDEO BLOGS)



MEDIA, 
ENTERTAINMENT 
& TECHNOLOGY







TYPES OF DIGITAL MEDIA 
AND METHODS

FOR ENTERTAINMENT

▪ Artificial Intelligence

▪ Audio - Music, Speech, and 
Text, 

▪ Augmented & Virtual Reality

▪ Broadcast Media

▪ Chatbots

▪ Digital Media and Art

▪ Electronic Display Surfaces

▪ Facial Recognition & Digital 
Human modeling for movies

▪ Holograms

▪ Immersive Experiences

▪ Interactive Media

▪ Internet

▪ Neural Sensing Headsets

▪ Photos

▪ Social Media

▪ Streaming Media (TV, Radio, 
and Podcasts)

▪ Videos and Deepfakes

TEXTING





HOW THE CLOCK SCENE WAS FILMED IN HAROLD LLOYD’S 
“SAFETY LAST” (1923)





ENTERTAINMENT USING 
ARTIFICIAL INTELLIGENCE
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33https://www.youtube.com/watch?v=GoXp1leA5Qc 1.25 min

Google announced their Duplex system, a new technology for conducting natural 
conversations to carry out “real world” tasks over the phone. 

The technology is directed towards completing specific tasks, such as scheduling 
certain types of appointments. 

For such tasks, the system makes the conversational experience as natural as possible, 
allowing people to speak normally, like they would to another person, without having 
to adapt to a machine.

https://www.youtube.com/watch?v=GoXp1leA5Qc


DEEPFAKE VIDEOS 
USING ARTIFICIAL 
INTELLIGENCE (AI)

Deepfake videos are 
mostly known for their 
capability to swap the 
faces of actors or 
politicians from one 
video to another. 

The “deep” in deepfake 
comes from the use 
of deep learning, the 
branch of AI that has 
become very popular in 
the past decade.





WHAT IS A 
GENERATIVE 

ADVERSARIAL 
NETWORK (GAN) ?

A generative adversarial 
network, or GAN, is a 
deep neural network 
framework which is able 
to learn from a set of 
training data and 
generate new data with 
the same characteristics 
as the training data. 

For example, a generative 
adversarial network 
trained on photographs of 
human faces can generate 
realistic-looking faces 
which are entirely 
fictitious.
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ARTIFICIAL NEURAL NETWORK (ANN) 

An ANN is based on a collection of connected units or nodes called artificial neurons, 
which loosely model the neurons in a biological brain. 

Each connection, like the synapses in a biological brain, can transmit a signal from one 
artificial neuron to another. 



40

DeepMind is a subsidiary of Google that focuses on the development of artificial 
intelligence.  

It is built around the framework of neural networks.  This means that the A.I can learn 
from its experiences and become more efficient at whatever it does. 

The way that the character moves is NOT pre-programmed to move like this.  

https://www.youtube.com/watch?v=gn4nRCC9TwQ (go to 1.40)

https://www.youtube.com/watch?v=gn4nRCC9TwQ
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AND A LITTLE HUMOR 
ABOUT ARTIFICIAL 
INTELLIGENCE !!
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WHAT'S THE DIFFERENCE BETWEEN VR, MR, AND 
AR?

Virtual reality (VR): An artificial world in which you 
interact with virtual objects.  You wear a light but closed 
headset.

Augmented reality (AR): Virtual objects added to the 
real world, like Snapchat filters.

Mixed reality (MR): Real objects added to a virtual 
world, or virtual objects added to the real world, or just 
virtual objects in a virtual world.   Example:   Microsoft 
Hololens



REC ROOM IS VR’S FIRST 
‘UNICORN’ STARTUP. 

An emphasis on community 
and user-generated content 
has driven success for the 
game-based virtual world. 

Last month, the Seattle-based 
gaming company announced its 
valuation at $1.25 BIllion, 
making it the first official 
software unicorn to emerge 
from the VR industry.

During the last year, it tripled 
its player base, recording more 
than 1 Million monthly active 
VR users and 15 Million lifetime 
users.



FUN ON THE SNAPCHAT    
WEBSITE !!

(Augmented Reality)



THE MAGIC OF AUGMENTED REALITY AT DISNEY

The folks at Disney's research division are working with augmented reality technology to 
make drawings literally come to life.   They're using an app on a standard, consumer-grade 
tablet, and a normal coloring book colored with normal crayons.

You, or a child, colors in the character on the page and the app does the rest of the work of 
bringing that drawing to life.    First:  You color in your drawing:



THE COLORING IS ALMOST DONE AND NOW ITS TIME 
TO ADD SOME BRIGHTER COLORS



AND HERE IS YOUR FINISHED COLORED IMAGE THAT IS SO 
HAPPY THAT IT IS DANCING !!



https://www.youtube.com/watch?time_continue=3&v=12D6zzCEKzA go to 1.03

Marc-O-Matic, aka Marco Ryan, is best described as a multidisciplinary immersive media artist.

While his skillset includes everything from animation to interpretive design, he has a particular 
talent for combining artistic storytelling and technology – specifically augmented and virtual reality 
– to create some incredibly captivating and immersive artworks.

https://www.youtube.com/watch?time_continue=3&v=12D6zzCEKzA
http://www.marcomatic.com/


USE FOR CHOOSING THE RIGHT PAINT COLOR 
FOR YOUR ROOMS 
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THE HOLOLENS

Microsoft’s HoloLens is a device that gives you views of a 3-dimensional Alternate 
Reality, when  you look at the area around you.

They say you are seeing Holograms but you aren’t.

The headset is able to project virtual images on top of the real world. 

https://www.youtube.com/watch?v=cCL3bFuC4IA 1.34 min

https://www.youtube.com/watch?v=cCL3bFuC4IA


https://www.youtube.com/watch?v=h4M6BTYRlKQ go to 2.54

COOL USES FOR MEDICAL EDUCATION !!

https://www.youtube.com/watch?v=h4M6BTYRlKQ


https://www.youtube.com/watch?v=IcJ-JuA_K7U

NASA'S MARS HOLOLENS DEMO 



DISPLAYS THAT RE-CREATE HISTORIC STRUCTURES AND PLACES 











VISUAL EFFECTS (VFX)

It lets filmmakers  
enhance a story by 
bringing to life believable 
characters, worlds, and 
stunts.

They can also create 
environments, objects, 
creatures, and even 
people that would 
otherwise be impractical 
or impossible to film in 
the context of a live-
action shot. 

VFX in film frequently 
involves using of live-
action footage, with 
computer-generated 
imagery (CGI).

EXAMPLE OF USING A GREEN BACKGROUND 
TO OVERLAY A SCENE















The Queen 
wore a green 
dress and hat 
as she didn’t 
realize what 
visual artists 
would do with 
it ! ☺



ELECTRONIC DISPLAY SURFACES



An electronic visual display, informally a screen, is a display device for presentation 
of still or  moving images, text, or video transmitted electronically, without producing a 
permanent record. 

Electronic visual displays include television sets, computer monitors, personal computers, 
smartphones, and digital signage as well as many types of medical, transportation and 
industrial equipment. 





A DAY MADE OF GLASS - https://www.youtube.com/watch?v=TTxBVFiD07w GO TO 4.38

https://www.youtube.com/watch?v=TTxBVFiD07w


HOLOGRAPHY AND OTHER 3D METHODS OF 
ENTERTAINMENT
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HOLOGRAPHY IS A TWO-STAGE PROCESS OF 
PHOTOGRAPHY USING COHERENT LIGHT 
FROM A LASER TO ILLUMINATE A SCENE

1) In the first stage a hologram is formed by 
combining the light scattered from the object 
and the direct laser beam on a photographic 
plate. 

2)  In the second stage a three-dimensional 
image is reconstructed without the use of lenses, 
by directing the laser beam through the 
hologram.



PROJECTED IMAGES ARE USED 
FOR HEADS-UP DISPLAY, IN 

PLANES AND NOW CARS
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PEPPER’S GHOST

In 1860, more than 150 
years ago, Pepper’s 
Ghost, an illusionary 
trick created by John 
Henry Pepper, was 
developed to make it 
appear that a ghost was 
part of a play.

By means of a sheet of 
glass, special lighting, 
and using the reflective 
properties of the glass, 
the impression or optical 
illusion is created that 
objects or persons 
appear and disappear. 
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PEPPER'S GHOST: HOW DEAD CELEBRITIES ARE BEING 
RECREATED AS REALISTIC “HOLOGRAMS”





https://www.youtube.com/watch?v=uQrfR4Ito44 2.5 min

BRINGING BACK OPERA SINGER, MARIA CALLAS 
AND ROCK N ROLL SINGER, ROY ORBISON.

https://www.youtube.com/watch?v=uQrfR4Ito44


PREDICTIONS ABOUT THE FUTURE OF ENTERTAINMENT
FROM ONE SOURCE OF ITEMS SHOWN IN THE NEXT SLIDE

A. Consumers will (finally!) get to choose what is top and what is not 
(Predictions 1-3)

B. Artists and other content creators will (finally!) be fairly compensated 
and everybody is a content creator (Predictions 1 + 4)

C. Entertainment will (almost!) be consumed in a seamless and personalized 
experience across many devices and media (Predictions 5-10)





THE FUTURE OF ENTERTAINMENT

Entertainment in the future is likely to be 
digital and increasingly virtual as multiple 
screens mediate nearly all aspects of our 
lives.

Today we have multiple screens – and 
screenless voice assistants who, for some 
people, assist with our work, our 
entertainment, our social lives, classrooms, 
doctor’s visits, and contain and remind us of 
items on our calendar. 

We’re not going back, we’re pushing 
forward, into the Metaverse !

To where ? 

Into the Metaverse !



The metaverse, a virtual universe 
that promises to be “the new chapter 
of the Internet,” 

Many have difficulty understanding –
or even imagining – how the 
metaverse works, since it does not 
exist yet. 

It is ambitious: to mirror the real 
world in the virtual environment, 
where people can interact through 
3D avatars and technologies such as 
virtual and augmented reality.

However, its arrival promises to 
promote new types of human 
connections and inaugurate different 
forms of work, leisure, and even 
travel. 

What is the Metaverse?

“A constantly operating virtual space in which 
people can interact with each other and with 
digital objects through their avatars, using 
virtual reality technologies.”



7 CORE PRINCIPLES OF THE METAVERSE:

1) Be consistent. No pauses or reboots – this is an 
immanent, endless world.

2) To exist synchronously for everyone and in real time.

3) Have no limit on the number of users.

4) Have a fully functioning domestic economy. People 
can not only spend money in it, but also earn 
money, open their own business, invest and sell.

5) Tie together real life and virtual. It is not so much a 
world separate from the present, as its 
augmentation, an addition.

6) Provide users with “unparalleled data compatibility”. 
So that if you bought clothes for your Fortnite 
avatar, you can use them in any other game or app.

7) Be open to any authors and content makers who can 
create their own “experiences” within the 
metaverse.





HERE ARE SOME FIGURES ON THE 
FUTURE OF MEDIA AND 

ENTERTAINMENT THAT ARE 
PARTICULARLY INTERESTING

▪ By 2021, Cisco says that 82% of all internet 
traffic will stem from digital video

▪ There will be 26.3 million VR headsets 
shipped in 2022, up from 100,000 in 2016

▪ The eSports market will jump 152% in size by 
2021

▪ By 2021, there will be 650 million subscribers 
to services like Amazon Prime or Netflix

▪ 5G latency is expected to be 0.001 seconds, 
which is 15-60x faster than 4G

It’s fair to say that in another decade, media 
and entertainment will be much less 
recognizable than what it looks like today.



THE END


