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SUMMARY

Here’s What
We Will Be
Learning:

January 17

❏

Changing Trends in the Entertainment
Industry.

❏

Emergence of New and Growth of Existing
Entertainment Channels.

❏

A Glimpse of Trending Entertainment
Online and Mobile Apps.

❏

Exercises.
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VOCABULARY
Millennial: a person reaching young adulthood in the early 21st century.
For example: “The industry brims with theories on what makes millennials tick“.
Virtual Reality: virtual reality (VR) typically refers to computer technologies that use software to
generate realistic images, sounds and other sensations that replicate a real environment (or
create an imaginary setting), and simulate a user's physical presence in this environment.
Pared-down: with no unnecessary features; reduced to a very simple form. For example: Her
makeup and outfit were pared-down for the occasion.
Doodle: (Verb) to scribble absentmindedly. For Example: Karl was doodling in the margin
because the lecture was boring. (Noun) A rough drawing made absentmindedly. For example:
Doodles have become a trending art form.
Speed Bump: a ridge or a raised band set in a road surface, typically at intervals, to control the
speed of vehicles. In this context; something which slows down business.
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Changing Trends in the
Entertainment Industry
The way in which we consume news and
entertainment has changed dramatically over
the past decade, creating both challenges and
opportunities for traditional broadcasters.
Think about it: Millennials spend more time
streaming content than watching it on
television, and more than 20 percent of them
are viewing shows on their mobile devices.
Streaming services are growing rapidly, with
around 60 percent of consumers using them
monthly. With consumers in the driver’s seat,
traditional business models are hitting some
speed bumps.
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Emergence of New and Growth of
Existing Entertainment Channels
Given the continued fragmentation of audiences, companies need to focus on
expanding the reach of their content to the broadest audience possible. One of the
most exciting emerging developments in media and entertainment is augmented
and virtual reality. These technologies offer an entirely new set of opportunities
for content creation. An arms race has already begun: In 2015, 234 companies
working on virtual reality (VR) had raised a total of $3.8 billion in capital, and VR
companies now have a combined market value of $13 billion.
Virtual Reality

Augmented
Reality
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Trending Entertainment Online
and Mobile Apps
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LIVE STREAMING APPS:
Live streaming or Livecasting has become a
popular channel of digital entertainment and
communication since its inception in 2007. Live
streaming emerged from a universal need for
‘living the information’ rather than hearing
about it or seeing it later on the news. In 2014,
Twitter’s Periscope app gained popularity,
however, since 2016, many other digital
platforms have emerged and are slowly gaining
popularity. E.g. YouTube Live Streaming,
StreamUp, launched by Maker Studios and
Endemol alum Will Keenan.
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LIVE CHAT APPS:
Live Chat apps are used to send photos and
10-second videos to friends and friends can view
these for up to 10 seconds, and then they
disappear. Essentially, one has to capture a
photo or brief video with the app, then add a
caption, doodle or filter/lens over the top, and
send the finished creation to a friend. These apps
have been popular since 2011, some of these
include SnapChat, Wickr, Yovo, Slingshot,
Clipchart and Cyberdust.
Everyone uses live chat apps, however, they are
directed toward teens and adults. Snapchat is
mostly a hit among teenagers, according to
several research firms, though it is catching on
and embracing new demographics every day.
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SUBSCRIPTION VIDEO on DEMAND SERVICES:
Subscription video on demand (SVoD)
refers to a service that gives users unlimited
access to a wide range of programs for a
monthly flat rate. The users have full control
over the subscription, and can decide when to
start the program. They can also pause, fast
forward, rewind and stop the show as
preferred. These can be accessed through
television cable or set-top boxes and the
internet. Digital media companies which
provide video on demand subscriptions on the
internet are also called OTT (Over The Top)
providers. Most popular among these are
Netflix, Youtube, Hulu and Amazon Prime.
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Exercise 1
Tell the word being described.
1.
2.
3.

To scribble absentmindedly.
A person reaching young adulthood in the early 21st century.
With no unnecessary features; reduced to a very simple form.

4.

Typically referring to computer technologies that use software to
generate realistic images, sounds and other sensations that
replicate a real environment (or create an imaginary setting),
and simulate a user's physical presence in this environment.

5.

A ridge or a raised band set in a road surface, typically at
intervals, to control the speed of vehicles.
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Exercise 2
Describe this Image in Your Own Words:
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Exercise 3
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1)

Make a sentence each, using the words below:
a) Original
b) Research
c) Fragmentation
d) Trending
e) Unlimited Access

2)

Talk about any one of these:
a) Music Videos
b) My Favourite Entertainment App
c) Popular Entertainment Apps Used By Teenagers
d) Online Chatting
e) Video on Demand Service
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