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Entertainment

From Wikipedia, the free encyclopedia

For other uses, see Entertainment (disambiguation).

Entertainment is a form of
activity that holds the
attention and interest of an
audience, or gives pleasure
and delight. It can be an
idea or a task, but is more
likely to be one of the
activities or events that
have developed over
thousands of years
specifically for the purpose
of keeping an audience's
attention." Although
people's attention is held by
different things, because
individuals have different
preferences in
entertainment, most forms
are recognisable and
familiar. Storytelling, music,
drama, dance, and different
kinds of performance exist in all cultures, were supported in royal courts, developed
into sophisticated forms and over time became available to all citizens. The process
has been accelerated in modern times by an entertainment industry which records
and sells entertainment products. Entertainment evolves and can be adapted to suit
any scale, ranging from an individual who chooses a private entertainment from a
now enormous array of pre-recorded products; to a banquet adapted for two; to any
size or type of party, with appropriate music and dance; to performances intended for
thousands; and even for a global audience.

Watchers of a roadside television being entertained by a &-
live cricket match between India and Pakistan (2003)
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Entertainment is a form of
activity that holds the

attention and interest of an
audience, or gives pleasure and
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Entertainment can be an idea or a task,
but is more likely to be one of the
activities or events that have developed

over thousands of years specifically for
the purpose of keeping an audience’s
attention.
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Although people’s attention is
held by different things, because
individuals have different

preferences in enterftainment,
most forms are recognizable and
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The experience of being entertained has
come to be strongly associated with
amusement, so that one common

understanding of the idea is fun and
laughter, although many entertainments
have a serious purpose.

2014.08.22 IPSJ-SIGEC Kurama, Kyoto



From Entertainment Science to Entertainment Studies

The familiar forms of entertainment have
the capacity to cross over different

media and have demonstrated a seemingly
unlimited potential for creative remix.
This has ensured the continuity and
longevity of many themes, images, and
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Outline

Background - CGM in Japan

GDS Music

FMC3 and Af-Recot’'s

Physical Computing, Design Entertainment
Jami-Girls' Band

Discussion
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Background - CGM in Japan

"NicoNico" - the biggest community in Japan
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Consumer Generated Media and Media Entertainment

Background - CGM in Japan

"NicoNico" - the biggest community in Japan

- big video archives like YouTube

- "mad” videos (private modified)

- free tools (collage/arrange/3DCG...)
- collaboration works (amateur)

- live broadcasting (official/private)
- BIG offline meeting (festival)

Yoichi Nagashima (ASL/SUAC)
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http://www.youtube.com/watch?
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Background - CGM in Japan

"NicoNico" - the biggest community in Japan

Consumer Generated Media
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Consumer Generated Media and Media Entertainment

CGM in Japan

- "open source” culture
- "collaboration works" culture
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Consumer Generated Media and Media Entertainment

CGM in Japan

W

open source” culture

W

collaboration works" culture
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From Entertainment Science to Entertainment Studies

The familiar forms of entertainment have
the capacity to cross over different media

and have demonstrated a seemingly
unlimited potential for creative remix. This
has ensured the continuity and longevity of
many themes, images, and structures.
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1 Psychology and philosophy

2 History
2.1 Court entertainment
2.2 Public punishment

3 Children

4 Forms

5 Safety

6 Industry

7 Architecture

7.1 Architecture for entertainment
7.2 Architecture as entertainment
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4 Forms

4.1 Banquets

4.2 Music

4.3 Games

4.4 Reading

4.5 Comedy

4.6 Performance
4.6.1 Storytelling
4.6.2 Theatre
4.6.3 Cinema and film
4.6.4 Dance
4.6.5 Animals
4.6.6 Circus
4.6.7 Magic
4.6.8 Street performance
4.6.9 Parades
4.6.10 Fireworks

4.7 Sport

4.8 Fairs, expositions, shopping
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NOT skip:

8 Effects of developments in electronic media
8.1 Globalization
8.2 Obsolescence
8.3 Convergence
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8.1 Globalization
By the second half of the 20th century, developments in
electronic media made possible the delivery of entertainment

products o mass audiences across the globe. The technology
enabled people to see, hear and participate in all the familiar
forms - stories, theatre, music, dance - wherever they live.
The rapid development of entertainment technology was
assisted by improvements in data storage devices.
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8.2 Obsolescence

In combination with products from the entertainment industry, all
the traditional forms of entertainment became available personally.

People could not only select an entertainment product such as a piece
of music, film or game, they could choose the time and place to use it.

The "proliferation of portable media players and the emphasis on the
computer as a site for film consumption" together have significantly
changed how audiences encounter films.
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8.3 Convergence

By the second decade of the 21st century, analogue
recording was being replaced by digital recording and all
forms of electronic entertainment began to converge.

The "greater diversity in the ways that signals may be
received and packaged for the viewer, via the Internet"
also affects entertainment venues.
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8.3 Convergence

The possibility and popularity of user-generated
content, as distinct from commercial product, creates

a "networked audience model that makes programming
obsolete". Individuals and corporations use video
hosting services to broadcast content that is equally
accepted by the public as legitimate entertainment.
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Entertainment Computing

l

Entertainment Science

l

Entertainment Studies
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