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Abstract
For over four decades, scholars have developed the field of entertainment science, establishing a thorough understanding 
of the business behind filmed, recorded, written, and programmed media products and services, encompassing consumer 
behavior and strategic decision-making. Building on six foundational characteristics that jointly define entertainment offerings 
(i.e., their hedonic, narrative, cultural, creative, innovative, and digital nature), we synthesize key findings from entertain-
ment science research. Since each of these characteristics can be found individually in various industries, this review offers 
substantial potential for learning beyond the entertainment world. Leveraging the entertainment industry’s pioneering role 
in major cross-industry trends, including virtual worlds and generative AI, we then provide best practices for adapting to 
these developments. We conclude by proposing a comprehensive agenda for future research on each of the foundational 
entertainment characteristics within the field of entertainment science and beyond.

Keywords  Entertainment · Hedonic consumption · Movies · Video games · Virtual worlds · Generative AI · Research 
agenda

Exposition: Showtime for entertainment 
science

They sacrifice calories to buy some entertainment, 
some pleasure. […] I think as human beings we need 
both (Banerjee qtd. in Alexander, 2012).

The entertainment industry provides filmed, recorded, 
written, and programmed media products and services to 

satisfy humans’ innate need for pleasure (Hennig-Thurau 
& Houston, 2019; Hirschman & Holbrook, 1982). Through 
these offerings, it has become a global economic heavyweight, 
generating nearly a trillion dollars in consumer spending 
annually (Ballhaus et  al., 2023), and a force of cultural 
significance as it both reflects and influences our culture 
(Yang & Saba, 2023). As a testament to this, entertainment 
science, as the body of knowledge derived from scholarly 
research on the business behind entertainment offerings, 
has become a major industry-specific research stream in 
marketing and business (e.g., Eliashberg et al., 2007; Foutz 
& Jank, 2010; Hadida, 2009) and has inspired extensive work 
in other scholarly disciplines (e.g., Vorderer, 2001).

This article demonstrates that the entertainment industry, 
despite its particularities, can offer insights that are applica-
ble to a wide range of industries and research fields. Drawing 
from and synthesizing more than 40 years of entertainment 
science research since Holbrook and Hirschman’s (1982) 
seminal work on hedonic consumption, we identify the 
hedonic, narrative, cultural, creative, innovative, and digi-
tal nature of entertainment offerings as their foundational 
characteristics and develop a framework that links them with 
fundamental areas of business and life, namely companies as 
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part of larger industries on the supply side and consumers as 
part of larger societies on the demand side.

While the combination of all six characteristics uniquely 
defines the entertainment industry’s offerings compared to 
other products, each characteristic can also be found in vari-
ous other industries. This creates tremendous potential for 
cross-disciplinary learning from entertainment science. For 
instance, insights from entertainment research could provide 
valuable guidance in areas such as effective storytelling in 
advertising (e.g., Tellis et al., 2019), designing innovation 
processes for creative services like design (e.g., Catmull & 
Wallace, 2014), or transitioning to radically different digital 
business models such as freemium (e.g., Nicolaou, 2017). 
The interdisciplinary approach and our framework distin-
guish this article from others that have mostly focused on the 
entertainment industry itself (e.g., Hadida, 2009; McKenzie, 
2023) or on individual success drivers such as stars and crit-
ics (e.g., Carrillat et al., 2018; Hofmann et al., 2017).

This article contributes to marketing thought and cross-
disciplinary research in three distinct ways. First, we review 
research in entertainment science based on the six founda-
tional characteristics, highlighting key findings for each. 
Second, we present best practices and insights for other 
industries, drawing on the entertainment industry’s pioneer-
ing role in three major cross-industry trends that intersect 
with the different foundational characteristics. Finally, we 
develop a rich agenda for future research, outlining extensive 
opportunities for cross-disciplinary collaborations for each 
of the six entertainment characteristics.

Rising action: Introducing the six 
foundational characteristics 
of entertainment offerings

Entertainment science is a research context that spans more 
than four decades of publications geared toward establishing 
theoretical and empirical knowledge about phenomena, busi-
ness strategies, and consumer behavior related to the enter-
tainment industry. Drawing from Stremersch et al. (2023), 
we argue that while the entertainment industry may appear 
to be a specific research context, it holds tremendous poten-
tial for the study of a wide range of phenomena that gener-
alize to other research and industry areas. It is inherently 
interdisciplinary (McKenzie, 2023), spanning marketing 
(e.g., Sood & Drèze, 2006), management (e.g., Eliashberg 
et al., 2007), economics (e.g., De Vany and Walls, 1999), 
and information systems (e.g., Smith & Telang, 2009), 
among other fields, which makes it a melting pot of theories, 
methods, and ideas (e.g., Bryant & Vorderer, 2006). With 
the availability of rich data and entertainment's pioneering 
role in many areas of business and life, it serves as an ideal 
empirical context for exploring phenomena from research 

fields outside of entertainment (e.g., Corona et al., 2017; 
Heath et al., 2015).

To analyze how entertainment science provides insights 
beyond its industry boundaries, we distinguish between the 
demand side and the supply side. Each side allows for two 
different levels of analysis: societies and industries at the 
macro level as well as consumers and companies as their 
constituent elements at the micro level. Within this setting, 
we place six foundational characteristics of entertainment 
offerings that connect the macro- and micro-level entities. 
Figure 1 shows the framework.

On the demand side, the hedonic nature of entertainment 
offerings satisfies consumers' innate need for pleasure, which 
is deeply rooted in our human psyche. The hedonic charac-
teristic is central to the industry’s offerings (being hedonic is 
the raison d’être for entertainment) and understanding it and 
its consequences has been fundamental for research since its 
inception (Hirschman & Holbrook, 1982). With functional 
advantages being increasingly hard to achieve, industries 
can learn from insights into the emotion- and fantasy-driven 
desires of consumers.

On a societal level, entertainment products shape and 
reflect our culture. Movies are at the center of major cul-
tural trends, such as the ‘Barbenheimer phenomenon’ (the 
marketing clash of the two wildly different movies, Barbie 
and Oppenheimer; Yang & Saba, 2023), and constitute entire 
subcultures, such as ‘Trekkies’ (Kozinets, 2001). Understand-
ing this cultural nature provides managers and researchers in 
other fields insights into how to resonate with customers by 
infusing products with group-creating cultural values.

Most entertainment offerings are of a narrative kind, 
which reflects both the individual and societal need for nar-
ratives as a broad and pervasive human practice (Read & 
Miller, 1995). Narratives play a dual role: they provide us 
with pleasure by stimulating imagery and emotions, but they 
also promote social cohesion among audiences and cultural 
norms in the form of shared stories and myths. Both aspects 
are wanted by many industries, and entertainment science 
helps to understand what makes storytelling effective.

On the supply side, entertainment offerings are essentially 
creative, which makes creativity a fundamental ingredient 
for the development of any kind of entertainment. Creativity 
describes the raw capability of generating novel and origi-
nal ideas, which usually emanate from creative personnel, 
important for ideation and generation phases. The entertain-
ment industry has developed a rich understanding of effective 
human resource management at the individual, group, and 
organizational level to nurture and facilitate this resource, 
which is of obvious importance also in many other industries.

As information goods, entertainment offerings are also 
at their core of a digital nature. This characteristic has 
triggered disruptions of business and revenue models and 
resulted in the accumulation of strong digital capabilities, 
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which tell others how to cope with disruptive emerging tech-
nologies, either in a defensive or offensive way by effectively 
designing, managing, and monetizing digital products and 
platforms.

Furthermore, entertainment products must be innovative 
to thrive which is reflected in an enormous frequency of new 
product releases at the industry level to combat satiation. It 
implies a high pressure to innovate at the company level, 
requiring a strategic way to align creative capabilities with 
market demands to continuously produce new and success-
ful products. Although creativity and innovation are inter-
twined, the former focuses more on the internal raw capa-
bility to create novel things (e.g., to compose a new song), 
while the latter is more externally oriented to strategically 
plan and steer the transformation of creativity into commer-
cial products (e.g., to turn the song into a hot release). Inno-
vation strategies developed in entertainment science (e.g., 
balancing novel sensations and comforting familiarity on 
the product level and in innovation sequences) can improve 
innovation success in industries well beyond entertainment.

Climax: How the six entertainment science 
characteristics create value

While entertainment is defined, and set apart from other 
offerings, by the joint presence of its six foundational char-
acteristics, we discuss the core insights generated for each 
of these characteristics sequentially to facilitate the transfer 
of such learnings to other industries, where they may also 
have individual applications.

The hedonic nature of entertainment offerings

Consumers indulge in hedonic offerings because of the 
direct experience of pleasure through the act of consumption 
itself, fulfilling one of the most fundamental human needs. 
Economists Abhijit Banerjee and Esther Duflo (2007) have 
demonstrated the significance of pleasure in a study of the 
world’s poorest populations. Here, they observe that despite 
severe malnutrition, the poorest spent approximately 40% of 
their budget on pleasure-related items, sacrificing calories 
for some form of entertainment.

The essentials  Research into the foundations of hedonic 
consumption dates back to the work of marketing scholars 
Elisabeth Hirschman and Morris Holbrook (Hirschman & 
Holbrook, 1982; Holbrook & Hirschman, 1982). They argued 
that the largely dominant information-processing view of con-
sumer behavior at that time would only apply to ‘utilitarian’ 
consumption, where aspects such as the presence of multiple 
product attributes and the evaluation of their individual con-
tribution to achieving various goals are of core importance 
(e.g., Fishbein & Ajzen, 1975; Mazis et al., 1975). ‘Hedonic’ 
consumption would instead resemble psychoanalyst Sigmund 
Freud’s (1915) concept of primary-process thinking, when 
consumers seek the immediate gratification of their need for 
pleasure. Consumption serves as the end goal instead of an 
instrument, as it directly satisfies consumers’ inner needs 
(e.g., to escape from everyday life, to achieve success and 
mastery, to feel a sense of social belonging). Consumers make 
more holistic and emotional judgments regarding hedonic 
products (“Will I enjoy this game?”), rather than carefully 

Fig. 1   The six foundational characteristics of entertainment offerings
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calibrating the value from isolated product attributes. Indi-
vidual aspects of a hedonic product (e.g., the participation of 
a beloved star actor; Thomson, 2006) or critical evaluations 
(e.g., by an acclaimed reviewer; Basuroy et al., 2003) serve 
rather as information cues for consumers, helping them to 
assess whether consuming the overall product will likely give 
them pleasure or not (Hennig-Thurau et al., 2001).

Let us note that the distinction between utilitarian and 
hedonic consumption is not clear-cut though. They should 
rather be understood as independent product dimensions, 
as utilitarian and hedonic elements can coexist in a single 
product (Voss et al., 2003). As utilitarian products can fea-
ture elements that appeal to hedonic consumption (e.g., a 
toothpaste’s nice taste), entertainment science findings can 
also apply to products and services which are traditionally 
not considered as ‘entertainment.’

The road to pleasure  Holbrook and Hirschman (1982) con-
ceptualize two main procedural ‘roads’ to experience pleas-
ure, namely emotions and imagery. Empirical research of the 
‘emotional road’ by entertainment scholars often builds on 
the circumplex model of emotions (Russel 1980), which pro-
poses valence and arousal as two bipolar dimensions that can 
be used to describe any emotion and to investigate the cen-
tral role of emotions in hedonic experiences. High arousal 
emotions (both positive and negative!) increase consump-
tion satisfaction (Aurier & Guintcheva, 2014), while high 
emotional complexity (i.e., the range of emotions covered; 
Fowdur et al., 2009) and high volatility (i.e., stark changes 
in emotional valence; Berger et al., 2021) have been found to 
increase economic success of filmed entertainment.

With the pre-release phase being of crucial importance 
for many entertainment offerings (Elberse & Anand, 2007; 
Houston et al., 2018), Henning et al. (2012) show that both 
anticipatory (i.e., felt before the release) and anticipated (i.e., 
expected to be experienced during consumption) emotions 
drive consumers’ attitudes and purchase decisions. While 
these insights are aimed at understanding consumer reac-
tions to upcoming entertainment products (such as the next 
video game of the hyped Grand Theft Auto franchise), they 
can clearly be applied to other types of anticipated products 
as well (such as new AI technology or Apple’s Vision Pro 
headset).

The ‘imagery road’ builds on the link between imagery, 
as the automatic creation, processing, and storage of inner 
images, which can include rich stimuli from all senses 
(Hirschman & Holbrook, 1982), and pleasure. Entertain-
ment scholars have shown that imagery facilitates mental 
states such as transportation (Green et al., 2004), immersion 
(Visch et al., 2010), and flow (Hoffman & Novak, 1996), 
which function as drivers of pleasure. While transporta-
tion describes a consumer’s mental entry into a story world 

(Van Laer et al., 2014), immersion refers to a feeling of 
being present in an alternate, often non-narrative world 
(e.g., sports video games; Slater & Wilbur, 1997), and flow 
occurs when an active challenge matches consumers’ skills 
when they act with full involvement (Csikszentmihalyi, 
1975). For instance, video games like Hades, Dark Souls, 
and Elden Ring challenge experienced gamers with a match-
ing degree of difficulty to foster the emergence of flow, 
which has become an integral part of their success formula.

The narrative nature of entertainment offerings

Storytelling is one of the oldest forms of communication 
within a society; sharing stories, myths, and gossip are at the 
core of our human social relationships, enabling the forma-
tion and coordination of large societies as we know them 
today (Dunbar, 2004). In the context of commercial enter-
tainment offerings, research on narratives has focused on 
why consumers are entertained by stories, and how stories 
can be delivered effectively.

Why stories engage and entertain consumers  Narrative 
transportation has been found to be the key mechanism for 
engaging and entertaining consumers with stories (Green 
et al., 2004; Van Laer et al., 2014). The level to which such 
transportation happens is influenced by individual-level fac-
tors such as familiarity with a story (which increases con-
sumers’ ability to process, interpret, and appreciate it more 
easily) and the attention that a consumer pays (transportation 
is a cognitively demanding process that is diminished by 
distractions). Transportation can trigger persuasive effects, 
which result from this type of experience being more pro-
nounced and longer-lasting than experiences resulting from 
more analytically processed communication, as consumers 
reduce critical thought (Van Laer et al., 2014).

How stories are delivered effectively  Effective storytelling in 
entertainment requires a thorough understanding of narrative 
elements and delivery styles (Van Laer et al., 2014). Identifi-
able characters provide opportunities to relate to, empathize 
with, and vicariously experience their beliefs and emotions 
to dive deeper into the story world. The case of Marvel’s 
Black Panther illustrates how representation, here in the 
form of an African superhero, can facilitate identification 
for African consumers, as expressed by actor John Kani: 
“[…] when you see the Black Panther as a young boy and 
he takes off that mask you think, ‘Oh my God, he looks like 
me. He is African and I am African. Now we can look up 
to some person who is African.’” (Associated Press, 2018). 
An imaginable plot can further support a clear understand-
ing of the events unfolding, which fuels audiences’ imagery. 
Also, the story should provide verisimilitude (i.e., fictional 
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realism; Green, 2004), which requires the story to adhere to 
the rules of the fictional world in which it is unfolding. A 
lack of verisimilitude can break transportation and prevent 
audiences from experiencing pleasure.

Using large-scale natural language analyses, scholars 
(e.g., Boyd et al., 2020; Reagan et al., 2016) have shown that 
many entertainment stories converge on typical narrative 
patterns proposed by story scholars in the field of literary 
studies (e.g., Man-in-Hole [Vonnegut, 2005]; 5-act dramatic 
pyramid [Freytag, 1863]). While the relative effectiveness of 
individual patterns is still debated, research has shed light on 
other facets of narrative patterns. Recent research suggests 
that both increasing emotional volatility (i.e., how strong 
valence shifts between positive and negative) and increasing 
the number of semantic shifts, or the speed with which dif-
ferent topics are covered, lead to more favorable evaluations 
(Berger et al., 2021; Toubia et al., 2021). Beyond entertain-
ment, the effectiveness of narrative advertising (Dessart, 
2018) showcases the importance of these findings for other 
industries, such as when Budweiser utilized the power of 
storytelling about the deep bond of a puppy and a horse in 
their Superbowl ad to strengthen their brand (Chaves, 2024).

The cultural nature of entertainment offerings

People often consume entertainment products that align with 
their own values, which can signal ‘who they are’ to others, 
such as when the choice of a certain music genre associates 
them with specific cultural groups (Berger & Heath, 2008). 
In cases of extreme fandom, entertainment brands can even 
become essential pillars for one’s sense of self and what is 
important in life. Holt (2004) accordingly identifies enter-
tainment offerings as a key creator of modern myths that 
resonate strongly with consumers.

Cultural hypes  Hypes describes a specific dynamic of cul-
tural circulation, where a product enjoys an explosive surge 
(and later decline) in popularity, which is largely driven by 
self-reinforcing ‘bandwagon’ processes (Powers, 2012). 
Hyped products typically create or change a cultural mean-
ing (Gray, 2008), which acts as a signal value for consumers, 
especially if the product is closely associated with certain 
cultural groups (Berger, 2007). Whereas this signal value is 
typically a key driver of the hype’s surge in popularity, it can 
also often explain its subsequent decline: with new (main-
stream) social groups adopting the offer over time as well, 
its original meaning changes and initial supporters abandon 
the product to disassociate themselves from the new group 
members (Berger & Heath, 2008). Hypes and their commer-
cial exploitation are not limited to entertainment offerings, 
but also apply to the context of technological innovations and 
finance, such as the metaverse and blockchain, for instance.

Human brands as central success drivers of cultural prod‑
ucts  Hype dynamics in entertainment are regularly associated 
with human brands, such as singer-songwriter Taylor Swift, 
whose cultural impact has been referred to as a ‘taylormania’ 
(Hiatt, 2023). While entertainment economics have attributed 
the attractiveness and market dominance of such superstars to 
the rarity of talent and consumers’ unwillingness to trade high 
talent for lower talent (Rosen, 1981) as well as to luck (Adler, 
1985), scholars in marketing have noted consumers’ attach-
ment to human brands and the loyalty associated with such 
attachment as a value driver (Thomson, 2006). Human brands 
thereby not only function as cultural markers, but also act as 
product ingredients (or product creators) and communication 
partners. As ingredient brands, they generate immediate aware-
ness (e.g., “Have you seen the new movie with Brad Pitt?”) 
and convey associations through their image (e.g., “Brad Pitt 
only stars in cool, high-quality movies”) that reflect on the 
cultural host product (Hofmann et al., 2017; Luo et al., 2010). 
As communication partners, they can exploit their own star 
power to stimulate demand, may it be for promoting their own 
entertainment offerings or endorsing unrelated products, via 
social media postings and other channels (Kupfer et al., 2018).

The creative nature of entertainment offerings

To lay the foundation for success in an innovation-driven 
industry, managers seek approaches to nurture internal crea-
tive capabilities by effectively managing creative personnel 
in an otherwise commercial setting (Catmull, 2008). This 
implies paradoxes and tensions (see Smith & Lewis, 2011).

Creativity’s organizational challenges  Creativity, as the ability 
to develop many different and unusual goal-directed ideas (i.e., 
creating ideas with high elaboration, fluency, flexibility, and 
originality as described in the seminal work of Guilford [1950, 
1967]) is a general concept that is of particular importance 
for the creation of entertainment. Entertainment scholars have 
dedicated particular attention to the challenges that result from 
the management of creative personnel.

Caves (2000) suggests three key challenges to acknowl-
edge when managing creatives, who can be driven by their 
artistic vision and exhibit a high need for independence 
(Bryant & Throsby, 2006). The ‘arts-for-art’s sake’ chal-
lenge describes a goal conflict between the artistic quality 
and integrity valued by creatives and the potential market 
value and commercial profit sought by managers. In this 
field of tension, compromise can be difficult, such as when 
Justice League movie director Zack Snyder attacked execu-
tives on social media as part of his request for more finan-
cial resources (Siegel, 2022). Managers need to empatheti-
cally align these diverging goal systems, allowing for a high 
degree of creativity while adhering to economic constraints.
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Moreover, the ‘motley crew’ challenge results from a 
non-linear production function of creative offerings: a weak 
performance of a single ingredient (e.g., bad acting or a 
lack of verisimilitude in a key scene) can ruin an entire 
movie (see Barker, 2023 for an example) or video game 
(see Shayo, 2022). Managers thus need to take the chem-
istry and dynamics between creatives involved in a project 
into account when composing teams to unleash their full 
potential (Dacombe, 2023) or prevent disastrous combina-
tions (Boone, 2023). Finally, the ‘infinite variety’ challenge 
arises from the infinite array of design choices that exists 
for creative work. To address this challenge, managers 
must establish flexible processes and heuristics in creative 
projects that both prevent wasting resources unnecessarily 
and stifling creative capabilities. Thus, the animation stu-
dio Pixar makes resource constraints salient to creatives by 
giving them popsicle sticks representative of the available 
teamwork hours, which they can assign to open tasks to 
prioritize important work (Catmull & Wallace, 2014). How-
ever, managers should allow for trial and error, as the suc-
cessful video game BioShock Infinite demonstrates, which 
had enough content for five to six full games cut before its 
release (Pitcher, 2013).

Fostering creativity via culture and structure  In the past, 
entertainment companies made unsuccessful attempts at 
controlling creative processes, stifling creativity under rigid 
micro-management (e.g., Disney’s oversight group; Catmull 
& Wallace, 2014). Instead, radical companies like Netflix 
and Pixar successfully align creative and economic person-
nel with two resources: organizational culture and structure.

Organizational culture guides behavior toward common 
outcomes in a flexible environment by establishing strong 
shared values and beliefs. Entertainment firms have suc-
cessfully developed cultures which build on a combina-
tion of autonomy and responsibility, providing freedom 
when performance indicators are met (e.g., profitability 
at Guerilla Games; AT5, 2017); establishing common 
goals to coordinate efforts (e.g., refusal to compromise 
quality); embracing an entrepreneurial orientation based 
on risk-taking and learning from failure; and producing a 
peer culture built on candor and trust that allows for free 
communication and feedback across hierarchies and func-
tions (e.g., postmortems; all practices at Pixar; Catmull & 
Wallace, 2014). At the same time, managers should culti-
vate an atmosphere where candor and compromise are pos-
sible without endangering the identity of creatives (Wei, 
2012). In addition, common goals can be strengthened by 
including both commercial interests and artistic integrities 
in key performance indicator (KPI) systems, such as the 
public Metacritic review rating used alongside revenue for 
bonus payments in the gaming industry (see Sultan, 2020; 
Walker, 2014).

Yet even the strongest cultures do not allow for unlim-
ited freedom. Organizational structures need to ensure that 
processes are flexible and catastrophic failures (e.g., ethical 
or legal issues) prevented. Successful entertainment com-
panies combine (relatively) flat hierarchies that facilitate 
peer-to-peer communication and decision-making; structure 
processes in a ‘loose-tight’ fashion, prioritizing failures in 
the early stages of creativity when they are cheap and pre-
venting them in later stages as they become more costly to 
correct; and hire high-performing people who thrive in flex-
ible environments rather than over-structuring their organi-
zation as they grow (e.g., Netflix; Hastings & Meyer, 2020). 
Going beyond individual personnel, managers should also 
pay attention to team composition due to the motley crew 
effect discussed before, which is important in the entertain-
ment industry (Narayan & Kadiyali, 2016) and beyond (e.g., 
innovation: Sethi et al., 2001; sales: Li et al., 2019).

The innovative nature of entertainment offerings

The entertainment industry is highly innovative with about 
9,100 PC games, 11,700 feature movies, 500,000 books, and 
72,400 music albums released in 2023 only, in comparison to 
just 75 new car models and 25 smartphones.1 To keep up with 
their competition, entertainment companies produce a high 
volume of innovations by strategically transforming their 
creative capabilities into in-demand commercial products. 
However, this endeavor involves a high degree of company-
level risk, illustrated by half of all movies failing to turn a 
profit (Follows, 2016), which has let the entertainment indus-
try to develop strategic approaches to successfully innovate 
not only on the product, but also the portfolio level.

Innovation through exploration and exploitation  In inno-
vation processes, companies face the question whether to 
explore new ideas or exploit successful ones for new prod-
uct development (March, 1991). Exploration and exploita-
tion are radically different innovation approaches; while the 
former requires free, creative discovery, the latter demands 
tight, efficient control (Dougherty & Heller, 1994). Success-
ful entertainment companies combine both by following 
one of the paths suggested by management scholars Gupta 
et al. (2006). Some firms including Pixar alternate between 
exploration and exploitation over time in the same organiza-
tional unit, exploring originals (such as Pixar’s Elemental) 
to stay creative and exploiting successful brands (like Toy 
Story and Inside Out) to stay financially afloat (Lussier, 
2023). Corporations such as the game developer Ubisoft 
instead are separating exploration and exploitation into 

1  These numbers have been compiled from multiple sources such as 
IMDbPro, Steamspy, wordsrated, and Wikipedia.
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different business units, leaving room for some employees 
to freely explore trends and prototype ideas and then hand 
promising ones off to dedicated production teams (Ubisoft, 
2022, 2023).

Single‑brand extensions: Balancing sensations and familiar‑
ity  Entertainment science research provides evidence that 
the extension of existing ideas (or intellectual property), on 
average, generates higher revenues (for movies, see Clement 
et al., 2014; for books, see Schmidt-Stölting et al., 2011; for 
video games, see Marchand, 2016) and involves less risk 
(Hennig-Thurau et al., 2009) compared to original content. 
However, not all extensions are equally successful.

Bohnenkamp et al. (2015) provide a theoretical expla-
nation for this, showcasing that extensions differ in both 
the sensations and the familiarity they provide, which the 
authors sketch as two main routes to pleasure. Sensations 
describe a product’s ability to offer stimulation by appealing 
to basic human needs for change and variety (Zuckerman, 
1971) via new, innovative, unprecedented experiences, such 
as when Steven Spielberg brought dinosaurs to modern life 
in Jurassic Park (1993). By contrast, familiarity refers to 
consumers’ sense of connection with a product typically 
instilled by using well-known characters, stories, settings, 
and other narrative elements (e.g., Green et al., 2004). Enter-
tainment science’s sensations-familiarity framework states 
that balancing both factors is important; a proposition that 
has also been validated empirically in the context of video 
game platforms by Allen et al. (2022). If extensions fail to 
offer sufficient levels of sensations and focus predominantly 
on familiarity, as is often the case with remakes, the rev-
enue advantage associated with product extensions disap-
pears. Thus, remaking strong movie brands that stay close 
to the original is a potential recipe for failure (Bohnenkamp 
et al., 2015). Sequels, however, inherently offer more room 
for sensations, and for them a favorable parent brand image 
and high brand awareness, along with star- and age-rating 
continuity and a timely release, are among the most impor-
tant success drivers (Basuroy & Chatterjee, 2008; Hennig-
Thurau et al., 2009).

Multi‑brand extensions: Balancing exploitation and explora‑
tion for multiple iterations  Entertainment companies have 
developed the concept of ‘franchises,’ as series of exten-
sions of an entertainment brand released over a longer time 
frame (25 James Bond movies so far, 12 Star Wars movies, 
30 Call of Duty games). Here, managers must carefully bal-
ance exploration vs. exploitation over long time periods and 
iterations to find the optimal degree of innovativeness in 
extension sequences. When Heath et al. (2015) investigate 
the dynamics of balancing exploitation and exploration (i.e., 
high vs. low similarity) in movie innovation sequences over 
time, their simulations show that low similarity to the prior 

movie is detrimental in the beginning but hardly matters by 
the third sequel and that high similarity is penalized by the 
fifth sequel. Thus, entertainment managers need to closely 
monitor the ‘freshness’ of their franchise and ensure that 
enough sensations are provided to avoid the adverse effects 
of satiation and sequel fatigue (McClintock, 2016).

The digital nature of entertainment offerings

Despite its roots in the analog era, the entertainment indus-
try has become a pioneer of digitalization at every stage 
of value creation (Behrens et al., 2021), though sometimes 
unintentionally. Companies in the industry have witnessed 
the rise, fall, and rebirth of standards (e.g., vinyl vs. CD 
vs. streaming), business models (e.g., transactional physi-
cal rental to digital flat-fee streaming), and entire industries 
(e.g., the music industry’s turmoil in the age of piracy). This 
has forced them to develop new capabilities to survive in the 
industry, which often put them at the forefront of emerging 
digital businesses fields and consumer trends like streaming 
and binge watching and generating value and insights from 
data (Schweidel & Moe, 2016; Weinberg et al., 2021).

Managing digital products and revenues  First-copy costs, 
which occur before the first sale of a product, are a key dif-
ference between digital products and their analog counter-
parts (Hennig-Thurau & Houston, 2019). They are especially 
pronounced for entertainment products: hundreds of mil-
lions of dollars are spent on entertainment products such as 
the movie Avengers: Age of Ultron ($365 m) and the game 
Star Citizen ($501 m) before the first unit is sold, while the 
cost of additional digital copies is close to zero. The digital 
nature of products also eases their distribution and storage, 
making them accessible to virtually any potential customer 
in an instant.

Furthermore, products’ digital nature enables and facili-
tates the effectiveness of revenue models implemented and 
partly pioneered by the entertainment industry, such as 
bundling (e.g., music albums [Elberse, 2010]; flat-rate sub-
scription models [Wlömert & Papies, 2016]) and freemium 
pricing (Gu et al., 2018). While those models have allowed 
digital firms such as Spotify and Epic Games (the creators of 
Fortnite) to scale up, companies are now also adapting them 
in the physical space. For example, Sixt offers unlimited car 
rentals for a flat fee and Fitbit offers paid premium services 
that extend the capabilities of their tracking devices.

But the digital nature also presents unique challenges such 
as piracy, which research shows is detrimental to revenue 
(e.g., Hennig-Thurau et al., 2007; Rob & Waldfogel, 2006) 
and essentially forces companies to compete with free offer-
ings. With 52.5 billion visits to piracy sites in the first quar-
ter of 2022, up 29.3% from the prior year, piracy remains a 
major threat to digital content creators (Muso, 2022). The 
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music industry provides a cautionary tale of the havoc piracy 
can wreak – and how to recover from it. Napster, one of the 
first digital piracy platforms that became available in 1999, 
attracted 20 million users in less than a year, enabling peer-
to-peer music sharing without quality loss and eroding the 
competitive advantage of the original that analog formats had 
(Mills, 2023). The significant decline in overall music sales in 
this period can largely be attributed to the rise of file sharing 
(Liebowitz, 2016; Rob & Waldfogel, 2006; Zentner, 2006).

To prevent or combat digital piracy, entertainment sci-
entists propose two different strategies: increasing the bar-
riers to piracy and increasing the attractiveness of the legal 
format. The former includes measures that limit access to 
piracy (e.g., shutting down Megaupload; Danaher & Smith, 
2014), increase potential legal costs if caught (e.g., HADOPI 
law; Danaher et al., 2014), and restrict unauthorized access 
to content (e.g., DRM, which may also make the legal ver-
sion less attractive; Sinha et al., 2010). The latter helps cre-
ate legal digital formats that offer equal or superior value as 
illegal copies by bundling a wide range of content, offering 
high technical quality, and providing value-added services 
at a competitive price. Spotify, for instance, has been instru-
mental in saving the music industry by providing access to 
a vast music streaming catalog in a highly personalized and 
social way that piracy cannot offer.

Understanding digital platform economics  Digital plat-
forms like Spotify have been able to monetize their ‘free’ 
tier for two reasons: network effects and two-sided markets. 
Network effects increase the value of a platform with the 
number of users (e.g., Clements & Ohashi, 2005). Direct 
network effects create value through increased opportunities 
for interaction and exchange. Beyond its straight forward rel-
evance for multiplayer games and social networks, scholars 
have shown that direct network effects provide a powerful 
advantage for ‘freemium’ offerings, such as games and apps 
that offer a ‘free-to-play’ layer in addition to a paid layer 
(Boudreau et al., 2022). Indirect network effects occur at the 
platform level, where a larger user base attracts complemen-
tary products (e.g., available video games apps increase with 
its user base). Network effects can lead to reinforcing cycles 
that make the strong even stronger and, in extreme cases, 
result in winner-take-all markets. Entertainment scientists 
have demonstrated their importance for (software) product 
sales; for example, Marchand (2016) shows that game sales 
are affected not only by direct network effects, but also by 
the number of sold consoles.

Two-sided markets (Rysman, 2009) describe a related, but 
distinct scenario in which a platform targets several distinct 
customer groups in different markets, capturing the potential 
dynamics between audiences as ‘externalities.’ For example, 
Spotify offers ‘free’ access to a segment of consumers who 

not only create network effects, but also pay with their atten-
tion which is then sold to advertisers (Papies et al., 2011). 
Here a positive externality occurs when this user base grows, 
as this makes the platform more valuable to advertisers by 
increasing the reach of their messages. By contrast, attract-
ing more advertisers to the platform could lead to a negative 
externality, as consumers' enjoyment and attention may be 
diminished by too many ad breaks, making the platform less 
valuable to them. Thus, platform owners must strike a deli-
cate, oftentimes data-driven balance between the interests of 
each customer group to avoid the potential negative effects, 
something that scholars have studied both theoretically and 
also empirically (e.g., Li et al., 2024).

Generating value from rich data  The entertainment indus-
try is particularly conducive to generate value from data. 
It provides access to a large amount of rich structured and 
unstructured data that is constantly updated and easily 
accessible. Both commercial companies and hobbyist pro-
jects track minute aspects of entertainment products, their 
success, and related consumer expectations and experi-
ences that have been used to answer otherwise challenging 
research questions (e.g., the predictive power of virtual mar-
kets; Karniouchina, 2011; Völckner et al., 2023). Similarly, 
the products themselves can be considered as packages of 
unstructured data (i.e., audiovisual, textual) that provide an 
ideal context for exploring cutting-edge methods to make 
sense of them and turn them into useful applications (e.g., 
Liu et al., 2018).

Moreover, entertainment can also serve as a guiding 
example on creating more compelling and profitable prod-
ucts through data analytics, as evidenced by entertainment 
scientists (Behrens et  al., 2021). Over the past decade, 
some non-traditional entertainment companies, such as 
Netflix, have created value for consumers through extensive 
experimental testing (Tingley et al., 2022), technological 
innovation (Chen et al., 2023a, 2023b), and the creation of 
data-driven services such as recommender systems (Gomez-
Uribe & Hunt, 2015).

Final suspense: High‑impact trends 
in the world of entertainment—and beyond

To showcase the relevance of entertainment science research 
across its core industry boundaries, we now use our frame-
work as a multidisciplinary lens to facilitate the understand-
ing of three high-impact trends that affect a multitude of 
industries and societies and which either originate from or 
heavily impact the entertainment industry: (1) buzz, block-
busters, and brand universes, (2) virtual worlds, and (3) 
generative AI.
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Buzz, blockbusters, and brand universes

The three interrelated strategies of buzz, blockbusters, and 
brand universes have been pioneered by the entertainment 
industry but are increasingly used across industries. They 
combine implications from two of entertainment’s foun-
dational characteristics, namely its cultural and innovative 
nature. The cultural nature of entertainment illustrates how 
products can be created and human brands be utilized that 
resonate with consumers. Entertainment’s innovative nature 
helps to find the sweet spot between exploiting the estab-
lished (i.e., providing familiarity) and exploring the novel 
(i.e., providing sensations).

Buzz  Pre-release buzz deals with consumers’ collective 
observable expressions of anticipation (Houston et  al., 
2018); it describes a certain ‘frenzy’ in the market that 
occurs when many consumers eagerly await an upcoming 
product. This concept is similar to the general idea of cul-
tural hypes but focuses on the time before a product hits the 
market. In this early (pre-)stage of a product’s life cycle, 
excitement can spread even before anyone has experienced 
the product in the form of a ‘shadow diffusion,’ accumulat-
ing future adopters when the new entertainment offering is 
not yet available (Peres et al., 2010). Like hypes, buzz can 
initiate contagious success-breeds-success cascades (Sal-
ganik et al., 2006), boosting future sales as consumers want 
to be part of the social phenomenon and stay in the cultural 
loop (Iannone et al., 2018; Liu, 2006). Hence, products that 
culturally resonate with consumers are often also particu-
larly successful in creating buzz, as are products with high 
degrees of familiarity and/or unique sensations. In a movie 
context, when consumers created memes and fan art that 
combined elements of upcoming movies Barbie and Oppen-
heimer, the resulting pre-release buzz for ‘Barbenheimer’ 
boosted the success of both movies (Yang & Saba, 2023). 
Strategies to support such dynamics, like raising the visibil-
ity of buzz (e.g., creating long queues at cinemas for Jaws 
by limiting the number of theaters) or using popular human 
brands, are spreading beyond entertainment to a diverse set 
of industries, ranging from tech products (e.g., Apple’s pre-
announcement speeches), to apparel (Yeezy sneakers) to art 
(e.g., the auctioned Leonardo da Vinci painting Salvator 
Mundi).

Blockbusters  Building on such contagious dynamics is the 
blockbuster strategy, which dominates entertainment these 
days (Elberse, 2013). Blockbusters typically draw heavily 
from familiarity, such as popular human and product brands, 
and combine those with straight-forward, easy-to-grasp sen-
sations (e.g., the lifelike dinosaurs of Jurassic Park, the 3D 
effects of Avatar), to appeal to a maximum audience. The 
blockbuster strategy aims to generate massive pre-release 

buzz to ensure high immediate returns, regardless of prod-
uct quality (Hall & Neale, 2010). The collective pre-release 
awareness and excitement of consumers are scheduled to 
‘pre-sell’ an offer and recoup a major part of the compa-
ny’s investment directly after its release, which, in turn, can 
stimulate further success-breeds-success cascades via charts 
and bestseller lists. Research has stressed some limitations 
of such blockbuster logic in our digital times though, result-
ing in part from the immediate flow of quality information 
among consumers (Hennig-Thurau et al., 2015).

Brand universes  Brand universes apply blockbuster logic 
and buzz to large arrays of connected brands. With 34 mov-
ies released under its brand since 2007, the Marvel Cin-
ematic Universe is a prime example for this strategy. Marvel 
capitalizes on its extensive library of familiar (superhero) 
character brands to spin a net of entertainment offerings with 
interrelated narratives over time and across product catego-
ries, where each product can profit from its predecessors in 
terms of pre-installed awareness and established associa-
tions. By combining different characters into ‘team brands,’ 
they further foster substantial bi-directional spillover effects, 
particularly for constituent characters that are frequently 
shown with their team and contribute unique associations to 
it (Klostermann et al., 2023). The familiarity with the reso-
nating story world and emotional connections with recurring 
characters, if given, thereby offer a diverse set of advantages, 
including increased narrative transportation. To avoid satia-
tion, Marvel aims to complement their characters’ familiar-
ity with sensations by deliberately challenging established 
success formulas, bringing in talent from unconventional 
backgrounds with unique perspectives, and maintaining a 
willingness to adapt to a changing world (Harrison & Beard, 
2019; Harrison et al., 2019). Recent developments though 
indicate that certain limits exist for such brand universes, 
such as when an exploding quantity of content struggles to 
maintain the quality of the universe (Dockterman, 2023). 
Toy maker Lego exemplifies the transferability of the brand 
universe concept, having partnered its building blocks with 
numerous brand tie ins (Loveless, 2024), with co-branded 
offerings ranging from partnerships with entertainment 
brands like Harry Potter and Star Wars in its core market 
of plastic bricks, but also by extending its video games to 
its own movies and series franchise and integrating virtual 
versions of all of these on its own LEGO Fortnite platform.

A related development is when content creators build their 
own empires, extending their role from being a brand coop-
erator (e.g., as a communication vehicle for other brands) 
to a brand creator, launching their own products and chan-
nels. YouTube star MrBeast has not only built a profes-
sional stream of content in multiple languages across sev-
eral channels, but has also expanded into ancillary activities 
and businesses (e.g., MrBeast Burger, Feastables, and Beast 
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Philanthropy; Elberse & Band, 2023). Such popular human 
brands have begun to form small team constellations or alli-
ances with other creators, where they support each other 
to create spillover effects between their offerings (as is the 
case for MrBeast and science YouTuber Mark Rober since 
#TeamTrees). Given the heightened importance of content 
creators for marketing activities across disciplines, such shifts 
in power structures should be thoroughly studied.

Virtual worlds

Consumers engage with brands through virtual experiences 
in virtual worlds on platforms such as Roblox, Fortnite, and 
VRChat, now also through VR headsets and related high-
immersive devices. Predicted to become a multi-trillion-
dollar industry (e.g., Elmasry et al., 2022), such virtual 
worlds have garnered a great deal of professional and aca-
demic attention recently (e.g., Hennig-Thurau et al., 2023). 
Yet, to translate hype into real value, entertainment and 
other industries must find compelling experiences wrapped 
in suitable digital business models for commercialization. 
The video game sector constitutes the most prolific, and 
profitable, use case for virtual worlds, with extensive and 
decade-long experience. The hedonic nature of entertain-
ment thereby helps understand what draws consumers into 
virtual worlds, whereas its digital nature offers insights on 
how to monetize them.

Creating attractive virtual worlds  While entertainment sci-
ence provides general guidance on the underlying mecha-
nisms of video game enjoyment (e.g., transportation, immer-
sion, and flow) and initial insights on hedonic applications 
in VR (e.g., virtual movie theaters; Hennig-Thurau et al., 
2023), best practices from the games industry for building 
attractive immersive environments offer rich examples of 
how to do so. Some companies outside of entertainment 
already successfully adopt such insights; for example, in its 
popular Vans World on Roblox, the apparel brand Vans offers 
an experience that is heavily inspired by classic 3D skate 
games such as Tony Hawks Pro Skater (LaPorte, 2021).

More specifically, successful story-driven video games 
like Baldur’s Gate 3 are a masterclass for creating virtual 
worlds that consumers seek to immerse themselves in, attract-
ing more than half a million active daily players (Bailey, 
2024). Games like this provide consumers with captivating 
narratives, expansive and detailed world building with rich 
lore, and multi-faceted characters that people want to engage 
and identify with (e.g., Martin, 2023)—offering a great out-
let for escapism as a central hedonic motive. To facilitate 
these aspects, managers can draw on the bordering narrative 
nature of entertainment. A key ingredient to the success of 
Baldur’s Gate 3 is its extraordinary degree of interactivity 

with the environment and almost limitless creative freedom 
it gives players (Yuhas, 2023), something that also character-
izes other successful games from high-fidelity No Man’s Sky 
to casual Minecraft and Animal Crossing. Here, instead of 
striving for an ultimate goal, the world itself is a ‘sandbox’ 
environment that equips players with manifold opportunities 
to satisfy their desires for exploration and creative expression 
(Blanco-Herrera et al., 2019).

Related, today’s technology, including the newest gen-
eration of headsets, enables the opportunity to use virtual 
worlds together with other users and thus to generate social 
value (Hennig-Thurau et al., 2023). Massive multiplayer 
online (roleplaying) games such as World of Warcraft, 
Destiny 2, and Guild Wars 2 or Fortnite and Roblox have 
built large active communities spanning millions of highly 
engaged players (Bainbridge, 2007). Community cohesion 
and engagement is facilitated by collaborative (PVE, player 
vs. environment) or competitive (PVP, player vs. player) 
modes. While PVE features activities and challenges that 
require the collaborative efforts of multiple players (e.g., 
World of Warcraft provides an experience loop in which 
5–40 players must work together to fight strong enemies in 
dungeons and raids), PVP content focuses on competitive 
social aspects, pitting (groups of) players against each other 
in various formats, as in Fortnite Battle Royale.

Commercializing virtual worlds  The games industry has 
grown into an economic heavyweight with $227 billion 
in annual revenue in 2023 (Ballhaus et al., 2023), most of 
which stem from 3D virtual world settings. At the core of 
the games industry’s rapid expansion are new and effective 
business models tailored to the digital nature of entertain-
ment, which guide the commercial exploration of virtual 
environments also beyond gaming.

Providing games as a service has emerged as a dominant 
business model to turn social virtual worlds into a viable 
commercial offering. World of Warcraft, Fortnite, and 
Roblox are successfully generating billions of dollars and 
are representative examples of three distinct revenue gen-
eration models for digital offerings. World of Warcraft was 
a pioneer in the domain of subscription-based services and 
has generated well over $10 billion in cumulative revenue in 
the ten years after its release in 2004 (Eu, 2014). They have 
augmented their core model of selling bi-yearly paid expan-
sions (i.e., large content updates) and monthly subscription 
fees by offering optional in-game items (e.g., cosmetics and 
mounts) and complementary game-related services (e.g., 
faction changes and renaming characters), which capitalizes 
on the extreme fandom attached to the franchise (Kissing, 
2023).

In contrast, Fortnite is offering its core gaming experi-
ence for free. Here the cumulative revenues of about $20 
billion (until 2023; Strickland, 2023) result solely from a 
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combination of in-game asset sales (e.g., cosmetic items and 
emotes) and premium subscriptions (Mai and Hu, 2023). 
Fortnite has also established itself as an attractive brand 
platform, attracting 180 collaborations including automotive 
brand Ferrari and fashion brand Balenciaga as well as Lego 
(Tsiaoussidis, 2023) and also professional agencies special-
ized in creating such branded experiences (Peters, 2022). 
This trend is very popular with younger audiences (Adams, 
2022), which offers ways for managers to not only build 
unique experiences, but also to promote their brands in other 
virtual worlds, where striking a balance between hedonic and 
commercial elements is required (e.g., Song et al., 2015).

Finally, Roblox as another free-to-play environment sets 
itself apart by having one of the largest ‘creator economies,’ 
with 70.2 million daily active users, 3.2 billion annual virtual 
transactions, 5.6 million creators, and $1.1 billion bi-yearly 
creator earnings (Roblox, 2024). The company focuses on 
lowering entry barriers for development through easy-to-
use developer tools and monetary incentives for successful 
virtual worlds and assets. In return, they attract a diverse 
range of creators from less technical backgrounds such as 
teenagers, who are familiar with the needs of their own target 
demographic (Weinberger, 2017). Thus, the platform lever-
ages a combination of direct and indirect network effects for 
sustained growth. Setting the right incentives for innovation 
is essential for any creator model, and entertainment research 
can provide guidance.

Generative AI

Generative AI is changing the way we perceive and per-
form work in creative fields, with entertainment once more 
being affected strongly by recent advancements in the 
quality of transformer- and diffusion-based generative AI 
models trained on massive datasets to produce text (e.g., 
Google Gemini), code (e.g., GitHub Copilot), images (e.g., 
Midjourney), and video (e.g., OpenAI Sora). Many indus-
tries (want to) use generative AI to create better products 
faster and catalyze creative tasks across industries (e.g., 
fashion) and domains (e.g., product development; Harreis 
et al., 2023). Early research suggests a wide range of appli-
cations, from helping experts sift through the best ideas in 
less time (in a crowdsourcing context; Bell et al. 2023), to 
improving the writing of creative appeals (Hong & Hoban, 
2022), to automatically testing emails to optimize open 
rates (Nguyen et al., 2024). Beyond specific applications, 
knowledge regarding the creative nature of entertainment 
helps to understand the tensions between human and arti-
ficial creativity (as witnessed in the 2023 SAG-AFTRA 
strikes of film actors and writers), and narrative skills can 
guide the creation of resonant AI content by focusing on 
consumer expectations for great storytelling.

Human vs. artificial creativity  The recent performance 
increases of generative AI models cast doubt regarding the 
role of human personnel for creating content, which extends 
the tug of war between artistic and commercial interests that 
the entertainment industry has been facing since its begin-
nings. Entertainment also serves as a powerful context for 
projects that benchmark themselves against high-quality 
human creativity, offering a first glimpse into the implica-
tions of their integration (Kido, 2024).

De Cremer et al. (2023) discuss three potential scenarios 
for how the tension between human and artificial creativ-
ity might play out. In the ‘explosion of AI-assisted crea-
tive work’ scenario, AI models will complement creative 
work, making it more efficient for creatives and lowering 
entry barriers. Models will help iterate through ideas and 
solutions more quickly but will still require human guidance 
and post-processing. In the ‘machines monopolize creativ-
ity’ scenario, the incentives for technological innovation and 
authentic human creation will be unbalanced, resulting in 
extensive automated content generation and likely crowd-
ing out human creativity. This would lead to an abundance 
of highly personalized content, undermining shared con-
sumption experiences. Only a small number of exceptional 
human creators would remain in the market, given the ever-
increasing search costs. In the third scenario, people grow 
tired of synthetic content, crave authentic creativity, and are 
willing to pay a ‘premium for human-made creativity.’ Given 
the lack of training data for new trends, humans will have a 
competitive edge in creating timely content that algorithms 
can hardly match. While it is too early to judge the likeli-
hood of these scenarios, the entertainment industry will be an 
important environment to witness how the conflict evolves.

Producing compelling AI content  Experts argue that gen-
erative AI models can assist in producing better, more per-
sonalized, and diverse content, especially when models are 
adapted to specific domains and use cases (Davenport & 
Mittal, 2022). So how can general models be aligned with 
domain-specific conventions to produce compelling content?

Prompt engineering allows for precise guidance of gen-
erative models towards desired outcomes without adjusting 
the model itself. It builds on domain expertise about the 
constituents of ‘great content,’ which are integrated into 
model prompts explicitly (e.g., requesting certain traits of 
successful stories; Eliashberg et al., 2014) and/or implic-
itly (e.g., providing examples of good story writing). Model 
fine-tuning allows to adjust the weights and biases of exist-
ing high-performing models by providing carefully curated 
corpora of desired content outputs such as successful screen-
plays and novels when wanting a model that assists with 
writing good stories. Content-rich industries also seek to 
establish new revenue streams as companies are eager to 
license such content for AI model training (Butler, 2024; 
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Ghaffary et al., 2024). Lastly, agent-based models, which 
focus on the cooperation of multiple LLMs with differing 
task foci to simulate human behavior (Park et al., 2023), 
can emulate complex social creative processes like a writ-
ers’ room. They have been successfully applied in creative 
contexts like video game development (Chen et al., 2023a, 
2023b) but would need to be refined with domain-related 
expertise in prompt-engineering and/or domain-specific data 
in fine-tuning to aid with compelling content production.

Beyond these considerations, integrating generative AI 
with existing processes remains a challenge. Managers in 
entertainment and beyond should complement their domain 
expertise with sufficient knowledge of the understanding of 
AI models to assess their potential to increase effectiveness 
(i.e., achieve better solutions) and efficiency (i.e., achieve 
solutions faster) and determine the requirements for imple-
menting models (e.g., upskilling employees, necessary inter-
nal and external data; for applied examples, see Magoon 
et al., 2023). Context-specific frameworks, such as that pro-
posed by Huang and Rust (2021) in the marketing domain, 
can offer valuable guidance in this regard.

Denouement: An agenda for future research

The world is in constant flux, with new technological 
advances and related changes in consumer behavior challeng-
ing marketers in a broad set of industries, including entertain-
ment. We finish with a future research agenda that discusses 
how current changes will affect the six foundational charac-
teristics of entertainment and what kind of questions results 
from this that affect entertainment, but also other industries.

A new chapter for hedonic consumption

Managers of non-hedonic offerings are increasingly interested 
in ‘hedonizing’ their products, stimulating consumers’ emo-
tions and imagery by making utilitarian offerings fun, adding 
gamified elements to products and services, and creating pleas-
urable experiences to stimulate consumers’ brand engagement, 
in physical, digital, and now also 3D virtual environments. The 
successful provision of hedonic benefits requires a thorough 
understanding of central hedonic consumption processes as 
well as of their dark side, as we detail in Table 1 below.

Table 1   Research agenda for the hedonic nature of (entertainment) offerings

Category Topic relevance Concrete research questions

Emotions and imagery Managers who want to add hedonic value to their offerings 
should understand the role emotions and imagery play 
for their enjoyment. Trends such as Twitch, a platform 
for watching others play video games with 22.4 billion 
hours of content consumed in 2022 (Iqbal, 2023), dem-
onstrate the power of anticipatory emotions, for example. 
Here, consumers enjoy a form of vicarious consumption 
(MacInnis & Price, 1987), the act of consuming informa-
tion about the product instead of the product itself.

Such concepts also work for non-entertainment prod-
ucts, as demonstrated by the YouTube channel Unbox 
Therapy, which attracted more than 4.5 billion views 
for its product presentations. In addition, novel virtual 
worlds can be used by brands to evoke both emotions and 
imagery through their ability to create immersive and 
interactive experiences.

• What happens when anticipated emotions are not 
matched with subsequent product performances, 
as was the case with video games like Cyberpunk 
2077 and No Man’s Sky which promised too much 
before release and then triggered unmet expecta-
tions? What can be learned about recovering from 
bad product releases?

• Does imagining the possession of unboxed goods 
and the enjoyment of watching others experience 
products increase the longing for the respective 
offering or substitute its adoption through vicarious 
consumption?

• How can companies build engaging and enjoyable 
brand experiences in virtual worlds that trigger 
valuable consumer emotions and imagery and avoid 
reactance?

• For what industries are virtual worlds suitable? 
How should worlds be adapted for different goals 
(e.g., improving brand image vs. selling products) 
and contexts (e.g., FMCG vs. lifestyle brand)?

Hedonic’s darker side With a new focus on KPIs such as traffic and time spent, 
platform managers and creators of digital and 3D 
virtual offerings seek ways to ensure continued platform 
usage. They try to beat the ‘satiation threat’ of hedonic 
consumption and have consumers so hooked on their 
technology that they start using the products and services 
“out of sheer habit” (Eyal & Hoover, 2014)

On a societal level, the question arises whether such con-
tinued usage can turn out to be too much of a good thing. 
In 1985, the American author Neil Postman built on the 
Orwellian vision of the future and postulated that we, the 
people, might “amuse ourselves to death.”

• What are adverse effects of using the ‘wrong’ 
KPIs?

• How can platform owners and content creators 
avoid negative satiation effects and prolong con-
sumers’ platform usage?

• How can researchers help younger consumers, who 
are particularly prone to excessive forms of hedonic 
consumption, avoid negative outcomes?

• What happens to consumers’ feelings of connect-
edness in society when we become absorbed in 
consuming hedonic offerings in solitude? Do the 
same effects exist for joint digital and 3D virtual 
consumption?
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Narrativity in the age of the attention economy

As Simon (1971, p. 40) stated, “a wealth of information 
creates a poverty of attention.” This poverty of attention 
in our digital age has raised managers’ interest in effective 
storytelling. As purely informational appeals lack engage-
ment and typically result in decreased sharing behaviors 
(Akpinar & Berger, 2017), most communication efforts 
include narrative elements, embedding information in 
stories and distributing those via platforms and networks. 
Therefore, marketers in the digital age need to understand 
how they can use new formats, including reels and stories 
on Instagram and TikTok, for narrative brand communica-
tion. A particularly hot topic in this regard are the powerful 
capabilities of generative AI for creating new personalized 
narratives, both fast and at low cost. Table 2 lists promising 
research topics related to narrativity.

Achieving cultural resonance to form relationships 
with Gen Z

The beliefs, attitudes, and expectations of younger genera-
tions differ from older ones, something that seems to affect 
‘Gen Z,’ as the first fully native digital cohort, in a particu-
lar way. For example, Gen Z tends to be more interested in 
a brand’s purpose and values than other consumer cohorts 
(Edelman, 2018). Incumbent companies and brands often 
struggle to respond adequately to this new consumer mindset. 
One way to form meaningful consumer–brand relationships 
with belief-driven consumers could be to position the brand 
around meaningful topics that resonate with them. The cul-
tural element of entertainment offerings can help understand, 
predict, and connect with such zeitgeist developments. Creat-
ing cultural meaning is especially important for the creation 
of buzz and blockbuster offerings which require a high level 
of consumer interest and engagement. Table 3 lists research 
ideas around cultural hypes and cultural bedrock brands.

Table 2   Research agenda for the narrative nature of (entertainment) offerings

Category Topic relevance Concrete research questions

Storyteller Capturing consumers’ attention is becoming increas-
ingly difficult. Drama elements can foster the virality of 
short social media videos (Tellis et al., 2019). Scholars 
can build on the work of drama theorists such as Kurt 
Vonnegut (2005) to investigate how to tell effective 
stories online. Generative AI can facilitate the creation 
of narratives at a large scale and hence contribute to the 
explosion of available content.

In the context of more enduring narratives, it is also of 
interest to investigate how narrations can help companies 
communicate their heritage and convey their purpose to 
customers. In this context, companies are under increas-
ing pressure to engage in authentic dialogue with their 
consumers, especially when it comes to their values, 
mission, and divisive socio-political issues.

• How can managers use different narrative arcs in 
short advertising clips to cut through the clutter?

• How can companies utilize generative AI for creat-
ing personalized and unique narratives that attract 
consumers’ attention?

• How can managers use storytelling elements to 
engage in accessible, authentic, and effective com-
munication that resonates with consumers?

• How can a company communicate its purpose, 
mission, and socio-political stance authentically 
over time through narrativity?

Story receiver Technological advances such as virtual reality and AI 
are changing the way stories can be experienced. These 
capabilities allow story receivers to co-create storylines 
and narratives to shift from static entities to dynamic 
ones. The future might also shift the ‘one-story-fits-all’ 
approach to highly personalized narratives.

• How do consumers perceive personalized narra-
tives matched to their current mood and personal or 
political values?

• Does the personalization of storytelling on social 
media foster the emergence of echo chambers?

• If the future of narratives is more personalized, 
engaging, and without length and format restric-
tions, will consumers increasingly engage in bing-
ing behaviors?

• How does the consumption of stories via new 
technological means (such as headsets) influence 
the story receiver’s enjoyment?
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The role of creativity in times of ChatGPT, 
Midjourney, and Dall‑E 3

The rise of large language models for text generation and 
diffusion models for image generation has put a new spot-
light on creativity. The popular press debates “how generative 
AI is changing creative work” (Davenport & Mittal, 2022), 
whether “generative AI can augment human creativity” 
(Eapen et al., 2023), and “why generative AI needs a crea-
tive human touch” (Stackpole, 2023). While AI is likely to 
perform many tasks in the future, the future of (artificial) 
creative work remains unclear, and the position of creativity 
as a uniquely human skill is under siege (Preece & Hafize, 
2023). Future research should provide a solid foundation for 
such societal debates by delving into the anatomy of creative 
processes and their changing role in the age of powerful gen-
erative AI tools. Moreover, the management of creativity also 
requires scholars’ attention, given both the rise of the creator 
economy as well as its likely turmoil due to the implementa-
tion of generative AI for creative tasks. Table 4 lists research 
challenges related to entertainment’s creative nature.

Innovate or die

How can marketers and innovation managers cope with 
shorter product life cycles and increased competition? 
Would intensifying the blockbuster strategy be a promis-
ing approach, despite the strategy’s limitations in a digi-
tized global environment? Another challenge regarding the 
need for continuous innovations is the rising expectation 
in the market of constant product updates, new versions, 
and ever-improving extensions. How can companies suc-
cessfully manage an innovation pipeline and also keep 
consumers’ willingness to pay up over a series of con-
tinuous iterations? Also, how final should a near minimum 
viable product such as a game be to not be sunk by nega-
tive consumer responses and a lack of buzz? Table 5 lists 
innovation-related research questions that we would like 
to be answered.

Table 3   Research agenda for the cultural nature of (entertainment) offerings

Category Topic relevance Concrete research questions

Cultural hypes Social networks with their underlying algorithmic pro-
cesses have amplified the influence of cultural hypes, 
which supports a “tyranny of trends” (Aral, 2020). 
Hyped topics and viral content enjoy higher levels 
of exposure and engagement, as they are favored by 
algorithms when it comes to curating the information 
consumers receive and naturally attract more attention 
from the human brain.

• How can a hype be managed, especially if the 
hyped topic is not under the management’s control?

• How can companies design pre-release (buzz) 
marketing strategies and blockbuster products to 
benefit from the dynamics of cultural hypes?

• What are the societal effects of a dominance of 
hypes and trends?

• How can managers turn short-lived hypes into 
enduring consumer–brand relationships based on 
cultural resonance?

Cultural bedrock brands Several entertainment brands (e.g., Netflix, Marvel) 
have achieved high cultural resonance and established 
themselves as important parts of our culture. Under-
standing how entertainment products gain and maintain 
this cultural status can help brands incorporate cultural 
statements in communication efforts and build long-term 
relationships with consumers. Recent examples, such as 
the explosive case of Bud Light and Dylan Mulvaney, 
where conservatives boycotted the beer brand due to its 
endorsement by the transgender influencer, prove that 
this task is not trivial but inhibits the risk of cultural 
clashes.

• How can firms develop sustainable cultural bed-
rock brands by understanding how entertainment 
products become part of culture?

• How can managers identify zeitgeist developments 
and connect Gen Z with brands and products?

• How can firms balance cultural sensitivities and 
handle cultural clashes?

• How can firms manage brands that get hijacked by 
cultural movements?
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Table 4   Research agenda for the creative nature of (entertainment) offerings

Category Topic relevance Concrete research questions

Creativity and AI The interplay of creativity and generative AI is a key topic 
in entertainment science and beyond. The work of crea-
tives is likely going to be strongly affected by the rise 
of generative AI, given that it can be prompted to create 
a rap like Jay-Z. Consequences of using AI for creative 
work are manifold, opening a broad array of possible 
research questions. For product success, consumers’ 
responses to AI-created offerings are also of key impor-
tance, as evidenced by the controversy surrounding the 
release of the Beatles song Now and Then (Sun, 2023).

• Does ‘true creativity’ require heart and soul, sweat, 
and tears-or are prompts enough?

• How can AI facilitate creative processes, in terms 
of both efficiency (getting the same things done 
faster) and effectiveness (pushing the boundaries of 
creativity)?

• Are there adverse effects associated with using arti-
ficial creativity? Will it crowd out human creativity 
in organizations?

• How is AI creativity and its disclosure affecting 
consumers’ perceptions of creative products?

Managing creativity A majority of companies now works with individual 
creators as part of the current platform environment. 
Goldman Sachs (2023) expects the ‘creator economy’ 
to approach half a trillion dollars by 2027, an industry 
in which only 4% of creators are reportedly deemed 
professionals. Whereas marketers used to send briefs to 
professional advertising agencies, they must now deal 
with a diverse set of content creators and new technologi-
cal possibilities, requiring new approaches.

• How can managers transfer the knowledge on how 
to work with creatives to working with new forms 
of content creators such as influencers?

• How can managers balance creative freedom and 
authenticity with economic goals and guidelines 
when working with content creators?

• How will the rise of generative AI and artificial 
creativity shift the fickle power balances between 
creatives and managers?

• How can managers facilitate creativity remotely via 
new channels such as Zoom and 3D virtual worlds?

Table 5   Research agenda for the innovative nature of (entertainment) offerings

Category Topic relevance Concrete research questions

Managing portfolios of 
innovations

In the past decade, major product brands and franchises 
have begun to dominate the market. Brand universes, as 
the culmination of such branding approaches, has been 
named the “gold standard” of modern brand building 
(Meyers, 2021). Consultancies have hence argued that 
marketers should learn from Marvel and its way of man-
aging a stream of interrelated product innovations.

• How can firms build cross-media brand universes?
• How can firms avoid franchise fatigue?
• How can firms facilitate accessibility to complex, 

long-running brand universes?
• Will human brands grow into empires like brand 

universes as well? How would such a shift affect 
power dynamics in the market?

Managing continous innova-
tions

Typical new product development processes are based on 
completed innovations, which are finished until a next 
iteration begins. With games, but also apps and software-
driven cars, this is no longer the case. Instead, early ver-
sions of the product, sometimes resembling the minimum 
viable product, hit the market and are constantly updated 
from then on.

• How can firms manage a constant stream of inno-
vations?

• How can firms manage the product and develop-
ment cycle of ‘fluid products’ that are continuously 
updated?

• What is the balance between releasing an innova-
tion too early with many bugs and waiting too long 
and missing the market opportunity?

• How can firms leverage consumer feedback to 
drive and improve product development in such 
processes?
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Let’s get digital

The gaming industry has a wealth of knowledge and expe-
rience in creating engaging digital environments, deliver-
ing (social) virtual experiences to many players at once, 
and monetizing digital assets. Insights into how to manage 
offerings such as World of Warcraft and Fortnite gain impor-
tance, as 3D virtual environments, experiences, and products 
become more relevant to other industries. Understanding fac-
tors and strategies that make digital and virtual experiences 
engaging and captivating along with ways to monetize them 
are thus becoming of growing importance (see Table 6).

Conclusion

Our exploration and synthesis of more than four decades of 
entertainment science research demonstrates that a central 
set of foundational characteristics of entertainment offerings 
exists, whose joint use sets entertainment apart from other 
products. At the same time, each of those characteristics 

is, or can be, also used in isolation by marketers in other 
industries, which provides opportunities for learning from 
the cumulated findings regarding these characteristics of 
entertainment science. In this article, we provide a status quo 
of academic knowledge on the hedonic, narrative, cultural, 
creative, innovative, and digital nature of entertainment 
products; discuss how entertainment science can brighten 
the understanding of key marketing trends; and present an 
agenda to stimulate future research for each of entertain-
ment science’s foundational characteristics, whether applied 
to entertainment or other industries.

Our synthesis of knowledge is not meant to be a final 
point, but rather a summary of the state of research and also 
a call for collaborative inquiry. With our high-impact trends, 
including the exploding power of generative AI, massive 
collaborative virtual worlds, and a Web3-backed virtual 
assets economy on the rise (Brown, 2022; Iskiev, 2023), 
change is for certain. The entertainment industry will be a 
canary in the coal mine in these areas and for a broad range 
of other emerging trends, offering early insights into how 
other industries might be affected in the future.

Table 6   Research agenda for the digital nature of (entertainment) offerings

Category Topic relevance Concrete research questions

How to create engaging and 
interactive experiences

Massively multiplayer online role-playing games demon-
strate how large numbers of consumers can meaningfully 
interact both with the environment and each other in 
virtual environments at the same time. For example, the 
virtual concert of rapper Travis Scott in Fortnite’s virtual 
environment was experienced by a staggering 28 million 
players (Arrigo, 2020). While these events and services 
were directed at gamers, the virtual ‘metaverse’ is open-
ing this form of experience to an even broader audi-
ence. Managers from a wide range of industries are now 
attempting to profit from digital and virtual experiences 
by creating products (e.g., Roblox) and engaging with 
creators (e.g., Twitch).

• Which features make 2D digital and 3D virtual 
environments successful with consumers?

• What is the right balance between co-creating 
online worlds with online users and losing control 
over what happens?

• What facilitates digital and virtual joint consump-
tion experiences and how can we transfer them to 
other contexts like retailing?

• How can managers derive meaningful insights 
from the vast amount of behavioral data generated 
in 3D virtual environments?

How to manage digital 
assets

The soccer game FIFA by EA Sports only generates about 
25% of its revenue with selling the game; the major part 
of its revenues comes from digital in-game sales, where 
gamers pay extra to boost their soccer teams (Sohns, 
2023). The economics of digital entertainment offerings 
and their revenue models are increasingly gaining atten-
tion from other industries. For example, leading fashion 
brands like Valentino have begun selling their digital 
clothes to avatars (McDowell, 2023), and Meta CEO 
Mark Zuckerberg predicts digital goods to become “an 
important way to express yourself in the metaverse and a 
big driver of the creative economy” (Malik, 2022).

• How do consumers perceive the value and owner-
ship of 2D digital and/or 3D virtual products? Does 
the access device make a difference?

• What is the relationship between physical products 
and their 2D digital and 3D virtual twins?

• What are beneficial pricing and bundling options 
for 2D digital and 3D virtual products?

• How can firms enable ‘true’ ownership of digital 
assets, and how can they build a working economy 
around them?



Journal of the Academy of Marketing Science	

Acknowledgements  We thank Richard Gretz and Franziska Völckner 
for their thoughtful comments on the manuscript and insightful inspi-
rations for the future research agenda. We would like to express our 
deepest gratitude to the many entertainment scholars who have laid the 
groundwork for the field and will continue to nurture it in the future. 

Authors’ contributions  The first two authors wrote the manuscript, the 
third author revised the manuscript and provided important conceptual 
ideas.

Funding  Open Access funding enabled and organized by Projekt 
DEAL. No funding was received.

Data availability  Not applicable.

Declarations 

Ethical approval  Not applicable (literature review).

Competing interests  The authors have no conflict of interest to declare 
that are relevant to this article.

Open Access  This article is licensed under a Creative Commons Attri-
bution 4.0 International License, which permits use, sharing, adapta-
tion, distribution and reproduction in any medium or format, as long 
as you give appropriate credit to the original author(s) and the source, 
provide a link to the Creative Commons licence, and indicate if changes 
were made. The images or other third party material in this article are 
included in the article’s Creative Commons licence, unless indicated 
otherwise in a credit line to the material. If material is not included in 
the article’s Creative Commons licence and your intended use is not 
permitted by statutory regulation or exceeds the permitted use, you will 
need to obtain permission directly from the copyright holder. To view a 
copy of this licence, visit http://creativecommons.org/licenses/by/4.0/.

References

Adams, P. (2022). How marketers can connect with Gen Z in emerging 
virtual worlds. Marketing Dive. https://​tinyu​rl.​com/​2vdaw​uuc. 
Accessed 10 Oct 2023.

Adler, M. (1985). Stardom and talent. The American Economic Review, 
75(1), 208–212.

Akpinar, E., & Berger, J. (2017). Valuable virality. Journal of Market-
ing Research, 54(2), 318–330.

Alexander, R. (2012). Dollar benchmark: The rise of the $1-a-day sta-
tistic. BBC. Available at https://​tinyu​rl.​com/​4fayh​3fb. Accessed 
8 Oct 2023.

Allen, B. J., Gretz, R. T., Houston, M. B., & Basuroy, S. (2022). Halo 
or cannibalization? How new software entrants impact sales of 
incumbent software in platform markets. Journal of Marketing, 
86(3), 59–78.

Aral, S. (2020). The hype machine: How social media disrupts our 
elections, our economy and our health - and how we must adapt. 
HarperCollins.

Arrigo, Y. (2020). What does Fortnite’s Travis Scott event reveal 
about the future of entertainment? Campaign. Available at 
https://​tinyu​rl.​com/​mr37z​wtf. Accessed 13 Sep 2023.

Associated Press. (2018). Tears, exuberance as “Black Panther” opens 
across Africa. Voice of America. Available at https://​tinyu​rl.​com/​
4a89d​pdr. Accessed 21 Apr 2024.

AT5. (2017). Hermen Hulst (Guerrilla Games) ‘Wij mogen van Play-
station maken wat we willen’. AT5. Available at https://​tinyu​rl.​
com/​23f3m​n85. Accessed 1 Mar 2023.

Aurier, P., & Guintcheva, G. (2014). Using affect-expectations theory 
to explain the direction of the impacts of experiential emotions 
on satisfaction. Psychology & Marketing, 31(10), 900–913.

Bailey, D. (2024). Baldur’s Gate 3 dev still floored by the RPG’s sus-
tained popularity: 644,205 average daily players in the last 7 
days is still so insane to me this far from launch. Gamesradar. 
Available at https://​tinyu​rl.​com/​mtync​j5j. Accessed 22 Apr 2024.

Bainbridge, W. S. (2007). The scientific research potential of virtual 
worlds. Science, 317(5837), 472–476.

Ballhaus, W., Wilson C., & Rivet E. (2023). Perspectives from the 
Global Entertainment & Media Outlook 2023–2027. PWC. 
Available at https://​tinyu​rl.​com/​6bve8​bz6. Accessed 17 June 
2023.

Banerjee, A. V., & Duflo, E. (2007). The economic lives of the poor. 
Journal of Economic Perspectives, 21(1), 141–167.

Barker, S. (2023). 15 movies that were ruined by one performance. 
ScreenRant. Available at https://​tinyu​rl.​com/​39f5t​7jt. Accessed 
10 Oct 2023.

Basuroy, S., & Chatterjee, S. (2008). Fast and frequent: Investigating 
box office revenues of motion picture sequels. Journal of Busi-
ness Research, 61(7), 798–803.

Basuroy, S., Chatterjee, S., & Abraham Ravid, S. (2003). How critical 
are critical reviews? The box office effects of film critics, star 
power, and budgets. Journal of Marketing, 67(4), 103–117.

Behrens, R., Foutz, N. Z., Franklin, M., Funk, J., Gutierrez-Navratil, 
F., Hofmann, J., & Leibfried, U. (2021). Leveraging analytics 
to produce compelling and profitable film content. Journal of 
Cultural Economics, 45(2), 171–211.

Bell, J. J., Pescher, C., Tellis, G. J., & Füller, J. (2023). Can AI help 
in ideation? A theory-based model for idea screening in crowd-
sourcing contests. Marketing Science, 43, 1–19.

Berger, J. (2007). Identity signaling, social influence, and social con-
tagion. In M. J. Prinstein & K. A. Dodge (Eds.), Understanding 
peer influence in children and adolescents (pp. 181–199). The 
Guilford Press.

Berger, J., & Heath, C. (2008). Who drives divergence? Identity 
signaling, outgroup dissimilarity, and the abandonment of 
cultural tastes. Journal of Personality and Social Psychology, 
95(3), 593–607.

Berger, J., Kim, Y. D., & Meyer, R. (2021). What makes content 
engaging? How emotional dynamics shape success. Journal 
of Consumer Research, 48(2), 235–250.

Blanco-Herrera, J. A., Gentile, D. A., & Rokkum, J. N. (2019). Video 
games can increase creativity, but with caveats. Creativity 
Research Journal, 31(2), 119–131.

Bohnenkamp, B., Knapp, A.-K., Hennig-Thurau, T., & Schauerte, R. 
(2015). When does it make sense to do it again? An empirical 
investigation of contingency factors of movie remakes. Journal 
of Cultural Economics, 39(1), 15–41.

Boone, B. (2023). On-screen chemistry that made our skin crawl. 
Looper. Available at https://​tinyu​rl.​com/​3dm3k​4ru. Accessed 
10 Oct 2023.

Boudreau, K. J., Jeppesen, L. B., & Miric, M. (2022). Competing on 
freemium: Digital competition with network effects. Strategic 
Management Journal, 43(7), 1374–1401.

Boyd, R. L., Blackburn, K. G., & Pennebaker, J. W. (2020). The 
narrative arc: Revealing core narrative structures through text 
analysis. Science Advances, 6(32), eaba2196.

Brown, S. (2022). What second life and Roblox can teach us about 
the Metaverse. MIT Sloan School of Management. Available at 
https://​tinyu​rl.​com/​38bbp​p3h. Accessed 10 Oct 2023.

http://creativecommons.org/licenses/by/4.0/
https://tinyurl.com/2vdawuuc
https://tinyurl.com/4fayh3fb
https://tinyurl.com/mr37zwtf
https://tinyurl.com/4a89dpdr
https://tinyurl.com/4a89dpdr
https://tinyurl.com/23f3mn85
https://tinyurl.com/23f3mn85
https://tinyurl.com/mtyncj5j
https://tinyurl.com/6bve8bz6
https://tinyurl.com/39f5t7jt
https://tinyurl.com/3dm3k4ru
https://tinyurl.com/38bbpp3h


	 Journal of the Academy of Marketing Science

Bryant, W. D. A., & Throsby, D. (2006). Creativity and the behavior 
of artists. In V. Ginsburgh & D. Throsby (Eds.), Handbook 
of the economics of art and culture (pp. 507–529). Elsevier.

Bryant, J., & Vorderer, P. (2006). Psychology of entertainment. 
Routledge.

Butler, J. R. (2024). How licensing models can be used for AI train-
ing data. Variety. Available at https://​tinyu​rl.​com/​y6pd6​sx4. 
Accessed 22 Apr 2024.

Carrillat, F. A., Legoux, R., & Hadida, A. L. (2018). Debates and 
assumptions about motion picture performance: A meta-anal-
ysis. Journal of the Academy of Marketing Science, 46(2), 
273–299.

Catmull, E. (2008). How Pixar fosters collective creativity. HBR. 
Available at https://​tinyu​rl.​com/​4wmpw​zch. Accessed 7 Feb 
2023.

Catmull, E., & Wallace, A. (2014). Creativity, Inc. overcoming the 
unseen forces that stand in the way of true inspiration. Ran-
dom House.

Caves, R. E. (2000). Creative industries - Contracts between art and 
commerce. Harvard University Press.

Chaves, L. (2024). 15 best storytelling ads & examples in market-
ing (2024). Vidico. Available at https://​tinyu​rl.​com/​4dhk8​7f6. 
Accessed 28 Jul 2024.

Chen, B., Amir, Z., Tucker, R. S., & Yuchen, X. (2023a). Match 
cutting: Finding cuts with smooth visual transitions. In Pro-
ceedings of the IEEE/CVF winter conference on applications 
of computer vision (pp. 2115–2125).

Chen, D., Wang, H., Yunhao, H., Li, Y., & Zhang, H. (2023b). 
GameGPT: Multi-agent collaborative framework for game 
development. arXiv preprint arXiv:2310.08067.

Clement, M., Steven, W., & Fischer, M. (2014). Empirical gener-
alizations of demand and supply dynamics for movies. Inter-
national Journal of Research in Marketing, 31(2), 207–223.

Clements, M. T., & Ohashi, H. (2005). Indirect network effects and 
the product cycle: Video games in the U.S., 1994–2002. The 
Journal of Industrial Economics, 53(4), 515–542.

Corona, M., Geum, Y., & Lee, S. (2017). Patterns of protecting both 
technological and nontechnological innovation for service offer-
ings: Case of the video-game industry. Service Science, 9(3), 
192–204.

Csikszentmihalyi, M. (1975). Beyond boredom and anxiety. Jossey-
Bass Publishers.

Dacombe, M. (2023). Musicians who left their bands for unsuccessful 
solo careers. Medium. Available at https://​tinyu​rl.​com/​4wnnv​
hvu. Accessed 10 Oct 2023.

Danaher, B., & Smith, M. D. (2014). Gone in 60 seconds: The impact 
of the Megaupload shutdown on movie sales. International Jour-
nal of Industrial Organization, 33, 1–8.

Danaher, B., Smith, M. D., Telang, R., & Chen, S. (2014). The effect 
of graduated response anti-piracy laws on music sales: Evidence 
from an event study in France. The Journal of Industrial Eco-
nomics, 62(3), 541–553.

Davenport, T. H., & Mittal, N. (2022). How generative AI is chang-
ing creative work. HBR. Available at https://​tinyu​rl.​com/​4jx26​
zap. Accessed 10 Oct 2023.

De Cremer, D., Bianzino, N. M., & Falk, B. (2023). How generative 
AI could disrupt creative work. HBR. Available at https://​tinyu​
rl.​com/​a4jyn​cpf. Accessed 10 Oct 2023.

De Vany, A., & Walls, W. D. (1999). Uncertainty in the movie industry: 
Does star power reduce the terror of the box office? Journal of 
Cultural Economics, 23(4), 285–318.

Dessart, L. (2018). Do ads that tell a story always perform better? The 
role of character identification and character type in storytell-
ing ads. International Journal of Research in Marketing, 35(2), 
289–304.

Dockterman, E. (2023). How Marvel lost its way. Time. Available 
https://​tinyu​rl.​com/​36xva​srs. Accessed 6 Sep 2024.

Dougherty, D., & Heller, T. (1994). The illegitimacy of successful 
product innovation in established firms. Organization Science, 
5(2), 200–218.

Dunbar, R. I. M. (2004). Gossip in evolutionary perspective. Review of 
General Psychology, 8(2), 100–110.

Eapen, T. T., Daniel J. F., Folk, J., & Venkataswamy, L. (2023). How 
generative AI can augment human creativity. HBR. Available at 
https://​tinyu​rl.​com/​5yt9t​vk8. Accessed 10 Oct 2023.

Edelman. (2018). Brands take a stand. Edelman. Available https://​tinyu​
rl.​com/​5bjjh​tvr. Accessed 10 Oct 2023.

Elberse, A. (2010). Bye-bye bundles: The unbundling of music in digi-
tal channels. Journal of Marketing, 74(3), 107–123.

Elberse, A. (2013). Blockbusters hit-making, risk-taking, and the big 
business of entertainment. Henry Holt and Company.

Elberse, A., & Anand, B. (2007). The effectiveness of pre-release 
advertising for motion pictures: An empirical investigation using 
a simulated market. Information Economics and Policy, 19(3–4), 
319–343.

Elberse, A., & Band, O. (2023). MrBeast: Building a YouTube empire 
(pp. 523–103). Harvard Business School Case.

Eliashberg, J., Hui, S. K., & Zhang, Z. J. (2007). From story line to box 
office: A new approach for green-lighting movie scripts. Manage-
ment Science, 53(6), 881–893.

Eliashberg, J., Hui, S. K., & Zhang, J. Z. (2014). Assessing box office 
performance using movie scripts: A kernel-based approach. 
IEEE Transactions on Knowledge and Data Engineering, 26(11), 
2639–2648.

Elmasry, T., Hasan, E., Khan, H., Kelly, G., Srivastava, S., Yee, L., 
& Zemmel, R. W. (2022). Value creation in the metaverse: The 
real business of the virtual world. McKinsey. Available at https://​
tinyu​rl.​com/​bddht​wrd. Accessed 22 Apr 2024.

Eu, G. T. (2014). MDeC shifts its focus to games and digital comics 
sector. Digital News Asia. Available at https://​tinyu​rl.​com/​3rbj6​
a5t. Accessed 22 Apr 2024.

Eyal, N., & Hoover, R. (2014). Hooked how to build habit-forming 
products. Portfolio Penguin.

Fishbein, M., & Ajzen, I. (1975). Belief, attitude, intention, and behav-
ior: An introduction to theory and research. Addison-Wesley.

Follows, S. (2016). Do Hollywood movies make a profit? Stephen Fol-
lows. Available at https://​tinyu​rl.​com/​3c5xc​v8c. Accessed 10 
Oct 2023.

Foutz, N. Z., & Jank, W. (2010). Prerelease demand forecasting for 
motion pictures using functional shape analysis of virtual stock 
markets. Marketing Science, 29(3), 568–579.

Fowdur, L., Vrinda, K., & Vishal, N. (2009). The impact of emotional 
product attributes on consumer demand: An application to the U.S. 
motion picture industry. Johnson School Research Paper, 22(9).

Freud, S. (1915). General psychological theory. Macmillan Publish-
ing Company.

Freytag, G. (1863). Die technik des dramas. Autorenhaus-Verlag.
Ghaffary, S., Graham S., & Brody F. (2024). OpenAI in talks with CNN, 

Fox and Time to license content. Bloomberg. Available at https://​
tinyu​rl.​com/​3puxf​ksa. Accessed 22 Apr 2024.

Goldman, S. (2023). The creator economy could approach half-a-tril-
lion dollars by 2027. Goldman Sachs. Available at https://​tinyu​
rl.​com/​326ah​mzj. Accessed 4 Nov 2023.

Gomez-Uribe, C. A., & Hunt, N. (2015). The Netflix recommender 
system: Algorithms, business value, and innovation. ACM Trans-
actions on Management Information Systems, 6(4), 1–19.

Gray, J. (2008). Television pre-views and the meaning of hype. Inter-
national Journal of Cultural Studies, 11(1), 33–49.

Green, M. C. (2004). Transportation into narrative worlds: The role 
of prior knowledge and perceived realism. Discourse Processes, 
38(2), 247–266.

https://tinyurl.com/y6pd6sx4
https://tinyurl.com/4wmpwzch
https://tinyurl.com/4dhk87f6
https://tinyurl.com/4wnnvhvu
https://tinyurl.com/4wnnvhvu
https://tinyurl.com/4jx26zap
https://tinyurl.com/4jx26zap
https://tinyurl.com/a4jyncpf
https://tinyurl.com/a4jyncpf
https://tinyurl.com/36xvasrs
https://tinyurl.com/5yt9tvk8
https://tinyurl.com/5bjjhtvr
https://tinyurl.com/5bjjhtvr
https://tinyurl.com/bddhtwrd
https://tinyurl.com/bddhtwrd
https://tinyurl.com/3rbj6a5t
https://tinyurl.com/3rbj6a5t
https://tinyurl.com/3c5xcv8c
https://tinyurl.com/3puxfksa
https://tinyurl.com/3puxfksa
https://tinyurl.com/326ahmzj
https://tinyurl.com/326ahmzj


Journal of the Academy of Marketing Science	

Green, M. C., Brock, T. C., & Kaufman, G. F. (2004). Understand-
ing media enjoyment: The role of transportation into narrative 
worlds. Communication Theory, 14(4), 311–327.

Gu, X., Kannan, P. K., & Ma, L. (2018). Selling the premium in free-
mium. Journal of Marketing, 82(6), 10–27.

Guilford, J. P. (1950). Creativity. American Psychologist, 5(9), 
444–454.

Guilford, J. P. (1967). The nature of human intelligence. McGraw Hill.
Gupta, A. K., Smith, K. G., & Shalley, C. E. (2006). The interplay 

between exploration and exploitation. Academy of Management, 
49(4), 693–706.

Hadida, A. L. (2009). Motion picture performance: A review and 
research agenda. International Journal of Management Reviews, 
11(3), 297–335.

Hall, S., & Neale, S. (2010). Epics, spectacles, and blockbusters a 
Hollywood history contemporary approaches to film and media 
series. Wayne State University Press.

Harreis, H., Theodora, K., Roger, R., & Te, K. (2023). Generative AI: 
Unlocking the future of fashion. McKinsey. Available at https://​
tinyu​rl.​com/​3u49d​7wu. Accessed 10 Oct 2023.

Harrison, S., & Beard, A. (2019). Business lessons from how marvel 
makes movies. HBR. Available at https://​tinyu​rl.​com/​4b4cx​4yh. 
Accessed 9 Oct 2023.

Harrison, S., Carlsen, A. & Škerlavaj, M. (2019). Marvel’s block-
buster machine. HBR. Available at https://​tinyu​rl.​com/​46249​
ndw. Accessed 9 Oct 2023.

Hastings, R., & Meyer, E. (2020). No rules rules Netflix and the culture 
of reinvention. Penguin Press.

Heath, T. B., Chatterjee, S., Basuroy, S., Hennig-Thurau, T., & Kocher, 
B. (2015). Innovation sequences over iterated offerings: A rela-
tive innovation, comfort, and stimulation framework of consumer 
responses. Journal of Marketing, 79(6), 71–93.

Hennig-Thurau, T., & Houston, M. B. (2019). Entertainment science. 
Springer.

Hennig-Thurau, T., Walsh, G., & Wruck, O. (2001). An investigation 
into the factors determining the success of service innovations: 
The case of motion pictures. Academy of Marketing Science 
Review, 6(1), 1–23.

Hennig-Thurau, T., Henning, V., & Sattler, H. (2007). Consumer file 
sharing of motion pictures. Journal of Marketing, 71(4), 1–18.

Hennig-Thurau, T., Houston, M. B., & Heitjans, T. (2009). Conceptual-
izing and measuring the monetary value of brand extensions: The 
case of motion pictures. Journal of Marketing, 73(6), 167–183.

Hennig-Thurau, T., Wiertz, C., & Feldhaus, F. (2015). Does Twitter 
matter? The impact of microblogging word of mouth on consum-
ers’ adoption of new movies. Journal of the Academy of Market-
ing Science, 43, 375–394.

Hennig-Thurau, T., Aliman, D. N., Herting, A. M., Cziehso, G. P., 
Linder, M., & Kübler, R. V. (2023). Social interactions in the 
Metaverse: Framework, initial evidence, and research roadmap. 
Journal of the Academy of Marketing Science, 51(4), 889–913.

Henning, V., Hennig-Thurau, T., & Feiereisen, S. (2012). Giving the 
expectancy-value model a heart. Psychology and Marketing, 
29(10), 765–781.

Hiatt, B. (2023). Taylormania! How Taylor Swift emerged from the 
pandemic bigger than ever. Rolling Stone. Available at https://​
tinyu​rl.​com/​6zs5f​5de. Accessed 22 Apr 2024.

Hirschman, E. C., & Holbrook, M. B. (1982). Hedonic consumption: 
Emerging concepts, methods and propositions. Journal of Mar-
keting, 46(3), 92–101.

Hoffman, D. L., & Novak, T. P. (1996). Marketing in hypermedia com-
puter-mediated environments: Conceptual foundations. Journal 
of Marketing, 60(3), 50–68.

Hofmann, J., Clement, M., Völckner, F., & Hennig-Thurau, T. (2017). 
Empirical generalizations on the impact of stars on the economic 

success of movies. International Journal of Research in Market-
ing, 34(2), 442–461.

Holbrook, M. B., & Hirschman, E. C. (1982). The experiential aspects 
of consumption: Consumer fantasies, feelings, and fun. Journal 
of Consumer Research, 9(2), 132–140.

Holt, D. B. (2004). How brands become icons: The principles of cul-
tural branding. Harvard Business Review Press.

Hong, J., & Hoban, P. R. (2022). Writing more compelling creative 
appeals: A deep learning-based approach. Marketing Science, 
41(5), 941–965.

Houston, M. B., Kupfer, A.-K., Hennig-Thurau, T., & Spann, M. 
(2018). Pre-release consumer buzz. Journal of the Academy of 
Marketing Science, 46(2), 338–360.

Huang, M.-H., & Rust, R. T. (2021). Engaged to a robot? The role of AI 
in service. Journal of Service Research, 24(1), 30–41.

Iannone, N. E., Kelly, J. R., & Williams, K. D. (2018). “Who’s that?” 
The negative consequences of being out of the loop on pop cul-
ture. Psychology of Popular Media Culture, 7(2), 113–129.

Iqbal, M. (2023). Twitch revenue and usage statistics (2023). Business 
of Apps. Available at https://​tinyu​rl.​com/​hab7p​r7d. Accessed 22 
Jul 2023.

Iskiev, M. (2023). The Hubspot blog’s 2023 social media marketing 
report: (Data from 1200+ global marketers). Hubspot. Available 
at https://​tinyu​rl.​com/​4x4by​vn5. Accessed 10 Oct 2023.

Karniouchina, E. V. (2011). Are virtual markets efficient predic-
tors of new product success? The case of the Hollywood stock 
exchange. The Journal of Product Innovation Management, 
28(4), 470–484.

Kido, R. (2024). From AI to Z: Unleashing artificial intelligence’s 
impact on the global entertainment economy. Forbes. Avail-
able at https://​tinyu​rl.​com/​yeys8​bau. Accessed 22 Apr 2024.

Kissing, S. (2023). $15 world of warcraft mount made more money 
than StarCraft 2: Wings of liberty. BattleChat. Available at 
https://​tinyu​rl.​com/​y9vaj​762. Accessed 22 Apr 2024.

Klostermann, J., Hinze, T., Völckner, F., Kupfer, A. K., & Schwerdt-
feger, R. (2023). Avengers, assemble! A network-based con-
tingency analysis of spillover effects in multi-brand alliances. 
Journal of the Academy of Marketing Science, 52, 449–469.

Kozinets, R. V. (2001). Utopian enterprise: Articulating the mean-
ings of Star Trek’s culture of consumption. Journal of Con-
sumer Research, 28(1), 67–88.

Kupfer, A.-K., Pähler, N., vor der Holte, N. P., Kübler, R. V., & 
Hennig-Thurau, T. (2018). The role of the partner brand’s 
social media power in brand alliances. Journal of Marketing, 
82(3), 25–44.

LaPorte, N. (2021). Why Vans is launching a skateboarding world 
inside of Roblox. Fast Company. https://​tinyu​rl.​com/​6c4ux​az9. 
Accessed 7 Oct 2023.

Li, J., Lim, N., & Chen, H. (2019). Examining salesperson effort 
allocation in teams: A randomized field experiment. Marketing 
Science, 39(6), 1122–1141.

Li, X., Balasubramanian, H., Chen, Y., & Pang, C. (2024). Man-
aging conflicting revenue streams from advertisers and sub-
scribers for online platforms. European Journal of Operational 
Research, 314(1), 241–254.

Liebowitz, S. J. (2016). How much of the decline in sound recording 
sales is due to file-sharing? Journal of Cultural Economics, 
40(1), 13–28.

Liu, Y. (2006). Word of mouth for movies: Its dynamics and impact 
on box office revenue. Journal of Marketing, 70(3), 74–89.

Liu, X., Shi, S. W., Teixeira, T., & Wedel, M. (2018). Video content 
marketing: The making of clips. Journal of Marketing, 82(4), 
86–101.

Loveless, L. (2024) The beginning of LEGO’s IP partnerships. Brick-
nerd. Available at https://​tinyu​rl.​com/​5ypmj​kh8. Accessed 23 
Jul 2024.

https://tinyurl.com/3u49d7wu
https://tinyurl.com/3u49d7wu
https://tinyurl.com/4b4cx4yh
https://tinyurl.com/46249ndw
https://tinyurl.com/46249ndw
https://tinyurl.com/6zs5f5de
https://tinyurl.com/6zs5f5de
https://tinyurl.com/hab7pr7d
https://tinyurl.com/4x4byvn5
https://tinyurl.com/yeys8bau
https://tinyurl.com/y9vaj762
https://tinyurl.com/6c4uxaz9
https://tinyurl.com/5ypmjkh8


	 Journal of the Academy of Marketing Science

Luo, L., Chen, X., Han, J., & Whan Park, C. (2010). Dilution and 
enhancement of celebrity brands through sequential movie 
releases. Journal of Marketing Research, 47(6), 1114–1128.

Lussier, G. (2023). Pixar’s leader talks balancing originals and 
sequels. Gizmodo. Available at https://​tinyu​rl.​com/​5am9u​zwm. 
Accessed 10 Oct 2023.

MacInnis, D. J., & Price, L. L. (1987). The role of imagery in infor-
mation processing: Review and extensions. Journal of Con-
sumer Research, 13(4), 473–491.

Magoon, N., Sanderson, D., Andre J., & Imogen, R. (2023). Tech in 
content production: Will AI kill the video star? Available at 
https://​tinyu​rl.​com/​uvjd7​ah8. Accessed 10 Oct 2023.

Mai, Y., & Bin, H. (2023). Optimizing free-to-play multiplayer 
games with premium subscription. Management Science, 
69(6), 3437–3456.

Malik, A. (2022). Meta is launching a digital clothing store where 
you can purchase outfits for your avatar. TechCrunch. Avail-
able at https://​tinyu​rl.​com/​ycx4v​5az. Accessed 10 Oct 2023.

March, J. G. (1991). Exploration and exploitation in organizational 
learning. Organization Science, 2(1), 71–87.

Marchand, A. (2016). The power of an installed base to combat lifecy-
cle decline: The case of video games. International Journal of 
Research in Marketing, 33(1), 140–154.

Martin, C. (2023). Exploring the enigmatic creative process in Bal-
dur’s Gate 3. Alamy. Available at https://​tinyu​rl.​com/​yckem​ss8. 
Accessed 10 Oct 2023.

Mazis, M. B., Ahtola, O. T., & Klippel, R. E. (1975). A comparison of 
four multi-attribute models in the prediction of consumer atti-
tudes. Journal of Consumer Research, 2(1), 38–52.

Mcclintock, P. (2016). Hollywood’s new problem: Sequels moviegoers 
don’t want. The Hollywood Reporter. Available at https://​tinyu​rl.​
com/​bd7fa​9mk. Accessed 10 Oct 2023.

Mcdowell, M. (2023). Valentino to dress meta avatars in digital fash-
ion. Vogue Business. Available at https://​tinyu​rl.​com/​3dduf​rhp. 
Accessed 4 Nov 2023.

McKenzie, J. (2023). The economics of movies (Revisited): A sur-
vey of recent literature. Journal of Economic Surveys, 37(2), 
480–525.

Meyers, A. (2021). How Marvel became the ‘gold standard’ super 
brand. Morning Consult. Available at https://​tinyu​rl.​com/​bdmn5​
9ys. Accessed 8 Oct 2023.

Mills, T. (2023). Home taping is killing music: When the music indus-
try waged war on the cassette tape during the 1980s, and punk 
bands fought back. Open Culture. Available at https://​tinyu​rl.​
com/​yr9su​4vn. Accessed 10 Oct 2023.

MUSO (2022). Muso discover Q1 2022 digital piracy data insights. 
Muso. Available at https://​tinyu​rl.​com/​4y7xh​sek. Accessed 10 
Oct 2023.

Narayan, V., & Kadiyali, V. (2016). Repeated interactions and 
improved outcomes: An empirical analysis of movie production 
in the United States. Management Science, 62(2), 591–607.

Nguyen, N., Johnson, J., & Tsiros, M. (2024). Unlimited testing: Let’s 
test your emails with AI. Marketing Science, 43(2), 419–439.

Nicolaou, A. (2017). How streaming saved the music industry. Finan-
cial Times. Available at https://​tinyu​rl.​com/​ywhx3​3kc. Accessed 
28 Feb 2023.

Papies, D., Eggers, F., & Wlömert, N. (2011). Music for free? How 
free ad-funded downloads affect consumer choice. Journal of 
the Academy of Marketing Science, 39, 777–779.

Park, J. S., O’Brien, J. C., Cai, C. J., Morris, M. R., Liang, P., & Bern-
stein, M. S. (2023). Generative agents: Interactive simulacra of 
human behavior. In The 36th annual ACM symposium on user 
interface software and technology (pp. 1–22).

Peres, R., Muller, E., & Mahajan, V. (2010). Innovation diffusion and new 
product growth models: A critical review and research directions. 
International Journal of Research in Marketing, 27(2), 91–106.

Peters, J. (2022). Fortnite creators are making studios to build ambi-
tious - and branded - worlds. The Verge. Available at https://​
tinyu​rl.​com/​4fuch​bua. Accessed 10 Oct 2023.

Pitcher, J. (2013). BioShock infinite had enough cut from it to make 
five or six full games. Polygon. https://​tinyu​rl.​com/​yxce3​h5s. 
Accessed 10 Oct 2023.

Postman, N. (1985). Amusing ourselves to death: Public discourse in 
the age of show business. Viking Penguin.

Powers, D. (2012). Notes on hype. International Journal of Commu-
nication, 6(1), 857–873.

Preece, C., & Hafize Ç. (2023). AI is a powerful tool, but it’s not a 
replacement for human creativity. World Economic Forum. Avail-
able at https://​tinyu​rl.​com/​32k78​7p9. Accessed 10 Oct 2023.

Read, S. J., & Miller, L. C. (1995). Stories are fundamental to meaning 
and memory: For social creatures, could it be otherwise? In R. 
S. Wyer Jr. (Ed.), Knowledge and memory: The real story (pp. 
139–152). Psychology Press.

Reagan, A. J., Mitchell, L., Kiley, D., Danforth, C. M., & Dodds, P. S. 
(2016). The emotional arcs of stories are dominated by six basic 
shapes. EPJ Data Science, 5(1), 1–12.

Rob, R., & Waldfogel, J. (2006). Piracy on the high C’s: Music down-
loading, sales displacement, and social welfare in a sample of 
college students. The Journal of Law and Economics, 49(1), 
29–62.

Roblox. (2024). Roblox documentation – Earning on Roblox. Roblox. 
Available at https://​tinyu​rl.​com/​yv4tm​tdk. Accessed 22 Apr 2024.

Rosen, S. (1981). The economics of superstars. The American Eco-
nomic Association, 71(5), 845–858.

Russell, J. A. (1980). A circumplex model of affect. Journal of Person-
ality and Social Psychology, 39(6), 1161–1178.

Rysman, M. (2009). The economics of two-sided markets. Journal of 
Economic Perspectives, 23(3), 125–143.

Salganik, M. J., Dodds, P. S., & Watts, D. J. (2006). Experimental study 
of inequality and unpredictability in an artificial cultural market. 
Science, 311(5762), 854–856.

Schmidt-Stölting, C., Blömeke, E., & Clement, M. (2011). Success 
drivers of fiction books: An empirical analysis of hardcover and 
paperback editions in Germany. Journal of Media Economics, 
24(1), 24–47.

Schweidel, D. A., & Moe, W. W. (2016). Binge watching and advertis-
ing. Journal of Marketing, 80(5), 1–19.

Sethi, R., Smith, D. C., & Whan Park, C. (2001). Cross-functional 
product development teams, creativity, and the innovativeness of 
new consumer products. Journal of Marketing Research, 38(1), 
73–85.

Shayo, L. (2022). 10 video game endings so bad they ruined every-
thing, according to Reddit. ScreenRant. Available at https://​tinyu​
rl.​com/​yckjj​aw9. Accessed 10 Oct 2023.

Siegel, T. (2022). How the ‘Justice League’ Snyder Cut was driven by 
bots & an ad agency. Rolling Stone. Available at https://​tinyu​rl.​
com/​3e4yd​u8p. Accessed 29 Sep 2023.

Simon, H. A. (1971). Designing organizations for an information-rich 
world. In M. Greenberger (Ed.), Computers, communications, 
and the public interest (pp. 38–72). Johns Hopkins Press.

Sinha, R. K., Machado, F. S., & Sellman, C. (2010). Don’t think twice, 
it’s all right: Music piracy and pricing in a DRM-free environ-
ment. Journal of Marketing, 74(2), 40–54.

Slater, M., & Wilbur, S. (1997). A framework for immersive virtual 
environments (FIVE): Speculations on the role of presence in 
virtual environments. Teleoperators & Virtual Environments, 
6(6), 603–616.

Smith, W. K., & Lewis, M. W. (2011). Toward a theory of Paradox: 
A dynamic equilibrium model of organizing. The Academy of 
Management Review, 36(2), 381–403.

https://tinyurl.com/5am9uzwm
https://tinyurl.com/uvjd7ah8
https://tinyurl.com/ycx4v5az
https://tinyurl.com/yckemss8
https://tinyurl.com/bd7fa9mk
https://tinyurl.com/bd7fa9mk
https://tinyurl.com/3ddufrhp
https://tinyurl.com/bdmn59ys
https://tinyurl.com/bdmn59ys
https://tinyurl.com/yr9su4vn
https://tinyurl.com/yr9su4vn
https://tinyurl.com/4y7xhsek
https://tinyurl.com/ywhx33kc
https://tinyurl.com/4fuchbua
https://tinyurl.com/4fuchbua
https://tinyurl.com/yxce3h5s
https://tinyurl.com/32k787p9
https://tinyurl.com/yv4tmtdk
https://tinyurl.com/yckjjaw9
https://tinyurl.com/yckjjaw9
https://tinyurl.com/3e4ydu8p
https://tinyurl.com/3e4ydu8p


Journal of the Academy of Marketing Science	

Smith, M. D., & Telang, R. (2009). Competing with free: The impact of 
movie broadcasts on DVD sales and internet piracy. MIS Quar-
terly, 33(2), 321–338.

Sohns, J. (2023). This is how much money EA sports earns with FIFA 
23. Early Game. Available at https://​tinyu​rl.​com/​yc2rb​e83. 
Accessed 22 Apr 2024.

Song, R., Meyer, J., & Ha, K. (2015). The relationship between product 
placement and the performance of movies. Journal of Advertis-
ing Research, 55(3), 322–338.

Sood, S., & Drèze, X. (2006). Brand extensions of experiential goods: 
Movie sequel evaluations. Journal of Consumer Research, 33(3), 
352–360.

Stackpole, B. (2023). Why generative AI needs a creative human touch. 
MIT Sloan School of Management. Available at https://​tinyu​rl.​
com/​3drfu​zc3. Accessed 10 Oct 2023.

Stremersch, S., Gonzalez, J., Valenti, A., & Villanueva, J. (2023). The 
value of context-specific studies for marketing. Journal of the 
Academy of Marketing Science, 51(1), 50–65.

Strickland, D. (2023). Fortnite made over $20 billion in revenue. 
TweakTown. Available at https://​tinyu​rl.​com/​47rv6​bv7. 
Accessed 22 Apr 2024.

Sultan, Z. (2020). Ask a Game Dev. askagamedev. Available at https://​
tinyu​rl.​com/​tr6ak​m9z. Accessed 10 Oct 2023.

Sun, M. (2023). Paul McCartney says there’s nothing artificial in new 
Beatles song made using AI. The Guardian. Available at https://​
tinyu​rl.​com/​2hz8t​6xs. Accessed 6 Sep 2024.

Tellis, G. J., MacInnis, D. J., Tirunillai, S., & Zhang, Y. (2019). What 
drives virality (sharing) of online digital content? The critical 
role of information, emotion, and brand prominence. Journal of 
Marketing, 83(4), 1–20.

Thomson, M. (2006). Human brands: Investigating antecedents to con-
sumers’ strong attachments to celebrities. Journal of Marketing, 
70(3), 104–119.

Tingley, M., Zheng, W., Ejdemyr, S., Lane, S., McFarland, C., Ten-
dulkar, M., & Brooks, T. (2022). Netflix: A culture of learning. 
Netflix Tech Blog. Available at https://​tinyu​rl.​com/​3crvs​7n9. 
Accessed 22 Apr 2023.

Toubia, O., Berger, J., & Eliashberg, J. (2021). How quantifying 
the shape of stories predicts their success. Proceedings of the 
National Academy of Sciences, 118(26), 1–5.

Tsiaoussidis, A. (2023). Every single Fortnite collab & crossover in 
battle royale’s history. Dexerto. Available at https://​tinyu​rl.​com/​
4day4​287. Accessed 10 Oct 2023.

Ubisoft. (2022). Ubisoft’s R&D network goes global – Driving inno-
vation in video games with “La Forge”. Ubisoft. Available at 
https://​tinyu​rl.​com/​ytem2​2fw. Accessed 10 Oct 2023.

Ubisoft. (2023). Innovation lab. Ubisoft. Available at https://​tinyu​rl.​
com/​2s3dd​bmt. Accessed 10 Oct 2023.

Van Laer, T., de Ruyter, K., Visconti, L. M., & Wetzels, M. (2014). 
The extended transportation-imagery model: A meta-analysis 

of the antecedents and consequences of consumers’ narrative 
transportation. Journal of Consumer Research, 40(5), 797–817.

Visch, V. T., Tan, E. S., & Molenaar, D. (2010). The emotional and 
cognitive effect of immersion in film viewing. Cognition & Emo-
tion, 24(8), 1439–1445.

Völckner, F., Spann, M., Sattler, H., Schwerdtfeger, R., Hennig-Thurau, 
T., & Hirche, M. (2023). Applying option thinking to value 
experiential marketing content. Journal of Media Economics, 
35(1–2), 1–27.

Vonnegut, K. (2005). A man without a country. Seven Stories Press.
Vorderer, P. (2001). It’s all entertainment—sure. But what exactly is 

entertainment? Communication research, media psychology, and 
the explanation of entertainment experiences. Poetics, 29(4–5), 
247–261.

Voss, K. E., Spangenberg, E. R., & Grohmann, B. (2003). Measur-
ing the hedonic and utilitarian dimensions of consumer attitude. 
Journal of Marketing Research, 40(3), 310–320.

Walker, P. (2014). The data is in and your review score still matters 
– EEDAR. GamesIndustryBiz. Available at https://​tinyu​rl.​com/​
mrf7a​ekj. Accessed 10 Oct 2023.

Wei, J. (2012). Dealing with reality: Market demands, artistic integrity, 
and identity work in reality television production. Poetics, 40(5), 
444–466.

Weinberg, C. B., Otten, C., Orbach, B., McKenzie, J., Gil, R., 
Chisholm, D., & Basuroy, S. (2021). Technological change and 
managerial challenges in the movie theater industry. Journal of 
Cultural Economics, 45, 239–262.

Weinberger, M. (2017). A video game you’ve never heard of has turned 
three teens into multimillionaires — and it’s just getting started. 
Business Insider. Available at https://​tinyu​rl.​com/​bp92b​9ys. 
Accessed 22 Apr 2024.

Wlömert, N., & Papies, D. (2016). On-demand streaming services and 
music industry revenues - Insights from Spotify’s market entry. 
International Journal of Research in Marketing, 33(2), 314–327.

Yang, A., & Saba H. (2023). ‘Barbenheimer’ weekend energizes the 
box office, brings moviegoers back to theaters. NBC News. Avail-
able at https://​tinyu​rl.​com/​2w8yj​a6h. Accessed 4 Apr 2024.

Yuhas, A. (2023). The spellbinding freedom of Baldur’s Gate 3. The 
New York Times. Available at https://​tinyu​rl.​com/​2wwxz​9st. 
Accessed 22 Apr 2024.

Zentner, A. (2006). Measuring the effect of file sharing on music pur-
chases. The Journal of Law and Economics, 49(1), 63–90.

Zuckerman, M. (1971). Dimensions of sensation seeking. Journal of 
Consulting and Clinical Psychology, 36(1), 45–52.

Publisher's Note  Springer Nature remains neutral with regard to 
jurisdictional claims in published maps and institutional affiliations.

https://tinyurl.com/yc2rbe83
https://tinyurl.com/3drfuzc3
https://tinyurl.com/3drfuzc3
https://tinyurl.com/47rv6bv7
https://tinyurl.com/tr6akm9z
https://tinyurl.com/tr6akm9z
https://tinyurl.com/2hz8t6xs
https://tinyurl.com/2hz8t6xs
https://tinyurl.com/3crvs7n9
https://tinyurl.com/4day4287
https://tinyurl.com/4day4287
https://tinyurl.com/ytem22fw
https://tinyurl.com/2s3ddbmt
https://tinyurl.com/2s3ddbmt
https://tinyurl.com/mrf7aekj
https://tinyurl.com/mrf7aekj
https://tinyurl.com/bp92b9ys
https://tinyurl.com/2w8yja6h
https://tinyurl.com/2wwxz9st

	There is business like show business! What marketing scholars and managers can learn from 40 years of entertainment science research
	Abstract
	Exposition: Showtime for entertainment science
	Rising action: Introducing the six foundational characteristics of entertainment offerings
	Climax: How the six entertainment science characteristics create value
	The hedonic nature of entertainment offerings
	The narrative nature of entertainment offerings
	The cultural nature of entertainment offerings
	The creative nature of entertainment offerings
	The innovative nature of entertainment offerings
	The digital nature of entertainment offerings

	Final suspense: High-impact trends in the world of entertainment—and beyond
	Buzz, blockbusters, and brand universes
	Virtual worlds
	Generative AI

	Denouement: An agenda for future research
	A new chapter for hedonic consumption
	Narrativity in the age of the attention economy
	Achieving cultural resonance to form relationships with Gen Z
	The role of creativity in times of ChatGPT, Midjourney, and Dall-E 3
	Innovate or die
	Let’s get digital

	Conclusion
	Acknowledgements 
	References


