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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 entertainment, 
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.
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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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- 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)
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CGM
Consumer Generated Media
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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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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 to 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.



From Entertainment Science to Entertainment Studies

2014.08.22 IPSJ-SIGEC Kurama, Kyoto

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.



From Entertainment Science to Entertainment Studies

2014.08.22 IPSJ-SIGEC Kurama, Kyoto

Entertainment Computing
↓

Entertainment Science
↓

Entertainment Studies



From Entertainment Science to Entertainment Studies

2014.08.22 IPSJ-SIGEC Kurama, Kyoto

thank you. (_o_)
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