TRENDS AND BEHAVIOUR

COMPONENT 2 SECTIGNVEDIA CONTEXTS
WEEK @ L5




STARTER AC

0 SN¥a &NWBYRD OyRI SHOUS K2 A
Discuss and Feedback

DATE AND TITLE ALL WRITTEN WORK




TREND BEHAVIO

A trend is a pattern or change of Behaviour refers to the actions,
direction in the way audiences choices, and habits of audience:

engage with media. It usually ~ For the media specifically, it car

reflects widespread shifts in refer to how people(fiim fans,
preferences, technology use, or News readersgonsume, interact
content consumption habits. with, or respond to content.

Example: The current growing trend of using  Example: Audiences now bingeatch entire
TikTok for news/and entertainment. series in one sitting, a new viewing behaviol



PASSIVE vs ACTIV

Trends and behaviours focus on the audience be{egme what)n control. - |
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The argument being here, that modern audiences need to be active in order to impact the media ecosystem

Audiences that respond to a text

Audiences that critique/decode media messages
Audiences that pay full attention

Audiences create their own opinions
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Audiences that observe a text w XFotS (2 AYGSNLINBG YSIEyAay3
Audiences that accept media messages without question w Xt AAGSYAyY3

Audiences that have short attention spans
Audiences that accept opinions as fact
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FILI\/I INDUSTRY

Trends & Behaviours
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. In the context of the film iIndustry, we will look at SIX curre |
wider patterns and trends in audience behaviour
Streaming Dominance

Cinema Attendance
Franchises
International Content

Personalised Algorithms

Fandom
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In the context of the film industry, audiences increasingly prefer streaming servfbestflix, Disney+, Amazon Printaer
traditional cinema, as they offer greater control and conveniengermanently reshaped viewing habits).

Bingewatching has become a normalized behaviour and has since become of the biggest trends ofstlelry. The dominance of streaming as the
number 1 form of distributing and consuming film content has shifted the industry away from physical c¢p¥e®, BltRay)and reduced cinema viewing.
People spend an average of 3hrs 9mins a day streaming digital media.

Netflix currently dominates the streaming market with 301.6 million subscribers worldwi@enazon Prime Video 200 millieDisney+ 153.6 millicrHBO Max
116.9 million- Paramount+ 67.5 millionPeacock 36 millionApple TV+ 25 milliondanuary 2025 Figures)




FILIML,

With the érowth of streaming and digital ® »
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time as cinemagoer numbers drop. However, it
remains relatively popular with audiences.

Cinema attendance in the United Kingdom from 2001 to 2022

(in millions)

The 2023 global box office made $33.9030.5% increase ([~ [| [l [
on 2022(15% behind prpandemic averagesiy mid \ || N { :
2024, the market dropped to $31.5(™ue tothe writers'
strike)but eventually picked up and finished up on 2023
(admissions up by 2.3% on 2023).

Highest-grossing films of 2024!'112]

The 2024 releases of Dune: Part Two, Inside Out 2, "~
Deadpool & Wolverine, Despicable Me 4, Paddington in
Peru, Gladiator 2, Wicked, Moana 2, Mufasa: The Lion & 3
King and Sonic the Hedgehog 3;-confirmed the |dreid
belief that when the films are-there, audiences will return. -

Title ¢ Distributor ¢+ Worldwide gross #
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Inside Out 2 $1,698,863,816

gl

Deadpool & Wolverine Disney $1,338,073,645

< g 3
Moana 2 1 $1,057,581,316

Despicable Me 4 $971,028,338
Universal
Wicked t $733,767,000

Proving popular with cinemas is how they-engage with

new-technologieg3D, 4DX and IMAXJhis approach has 4

ensured that audiences can'seek a.more.immersive b s’
experience than what is on offer at home. — 5
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Dune: Part Two Warner Bros. | $714,444,358

Mufasa: The Lion King t Disney $712,788,552

Godzilla x Kong: The New Empire  Warner Bros. | $572,305,338
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Kung Fu Panda 4 Universal $547,812,900
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Sonic the Hedgehog 3 t Paramount $487,888,103
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HIGHEST-GROSSING
FILM FRANCHISES
' V7 B\
1 . $3115B 2 SPIDERMIN $10.61B
>1 AR WlZARgli:le et s

3 WRRE $10.34B 4 WZARING 59668
5 007° $784B 6 X-MEN  $7.4B
7 Elkibus $7.33B 8 AL
o @d) $6.84B 10 JRsKPRK $6.01B
1 ybsiey $5.96B 12 TOEAPE - s56B
13 [fiRmers $5.33B 14 AvaTAr $5.24B
15 naisss $4.52B 16 $4.14B
17 SHReK $4.02B 18 *tvilight= $3.36B

Over the past two decades, the film industry has seen a huge rise
franchises, sequels, reboots, and cinematic universes.

Audiences have been more likely to attend cinemas for mainstream franch{désrvel,
Star Wars, etcand major studiogDisney, Warner Bros. ethiave exploited this trend by
sticking to a risk averse strategyninimise risk maximise audiences).



FILMIN

FAVOURITE

Despite the influx of franchises, sequels, reboots, a
wider awareness of global cinema has gro\thanks to
the development of digital).

JAMES BALDWIN

DECEMBER

International films and serieglike Korean or Indian cinemalje
gaining wide popularity thanks to the broad array and easy access of M |
content on streaming services. As a behaviour, subtitled and dubbed . p B o
content is now more widely accepted in western cultures. i 4

WRITTEN AND DIRECTED BY

ALFONSO CUARON

INSELECT THEATERS AND ON
widanes)  (CANNES)

RRTR Z 4 ‘A DEEPLY AFFECTING STORY
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Al algorithms analyse user preferences and behaviour to provide personalize
content recommendations. Streaming services like Netflix and music platfor
like Spotify, use Al to recommend content to users.

Audiences are increasingly guided by data, subtly being introduced to the latest trends and
behaviours via their platforms and devices. Al also helps media companies and advertisers targ

You might also like

J(HN audiences more effectively, improving ad relevance and engageni{@nédicting reactions for
B MGICK marketing and distribution strategies).

Profile inf : =  Watch patterns
rofile information n (whether a show was paused,

(including age, _gender, rewound, fast-forwarded)
language, location, and P
self-reported

content interests)

e Whether an entire
=u= movie or TV series
was completed .
Pimws 0
Number of searches
and what was
searched for

Personalized
recommenclations

Time and date user s
watched a title E,é

- How it helps to offer
Type of device S s =G tailored streaming content
used to stream - Browsing history
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Is it changing souety popular culture and the posmonlng of an audience?
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https://www.youtube.com/watch?v=B9Zum7azNIQ
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JENKINSPREADABLELM

The idea that online media is becoming participato
and Iinteractive which impacts an audiences'
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Fans can now respond to the creation and
communication of different media meanings, a W
process which needs to happen for a text to succee ‘( W




JENKINSPREADABLEZM
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them in ways that are not fully authorised by
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forming of new content and a new culture (Fando

Ly AAYLE S GSNYage "
Fans alter the meanings of texts to best suit their [ &8
interests. These new meanings aren't approved by tIEsIWE

creators of the texts, resulting in fan power




JENKINSPREADABLEM

The i1dea that fans construct their social and cultur?
identities through borrowing and inflecting mass
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Fans shape theiidentities (in society) by taking from &
media products and forming a culture where they ca g W&

Interact/engage/socialize with other fans




Strong online fan communities have begun to shape
discussions and expectatior(se.g., fan theories, memes).

Jenkins asserts that fans actively participate in the construction and circulation of
textual meanings and these fans become part of a participatory culture.

WCIFYR2YQXZ OlFy Ay Of dzRS NJ(donfoddabie cchi@rd) NI
theories, interpretations, fan fiction + fan art, memes, pod fiction, social interaction
(fans building and contributing to siteshmpetitions and Comic Con events/cosplay.

Some studios even adapt or alter content based on audience feedl¢Sokic).




NEWS INDUSTRY

Trends & Behaviours
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" In the context of the NEWS INDUSTRY, we will look at SIX"
current wider patterns and trends in audience behaviour y
Digital First
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GERBN[ELR_TIVA'I[ION

The idea that exposure to repeated patterns of
representation over long periods of time can shap
and influence the way in which people perceive th
world around them (cultivating views and opinions

LYy &AYLE S GSNYaxy _
Viewing the same representations for a long time cofis
change the way we see the world




GERBN:ELRTIVA’]ZION

[ II![
The idea that cultivation reinforces mainstream § 1 P
values (dominant ideologies) and this exposure tqla = ‘
persistent repetition has measurable effects on the -*‘ v
perceptual of people/worlds by audience members
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The greater the exposure to domlnant views of peop -
In society and the number of repeated messages ca

change the views of audience members




GERBN:ELR_TIVA'BION

The idea that heavy viewers (4hrs+ a day) develo @
misconception of the world by overestimating ho
much violence occurs in their communities due tg
extreme media exposure Mean World Syndrome

LYy aAYLE S USNNadm,
The exaggeration of content, often for entertainmentsss
purposes, can be taken as fact by viewers who

regularly consume/watch a large amount of media




ABOUT THE NEW

Think of the different ways you consume world

events, celeb gossip and important headlines
Make a list!

BREAKING NEWS
ROYAL BABY
Kensington Palace: Duke & Duchess expecting third child in April

BEAE NEWS  14:38 REVERSING BREXIT WOULD HAVE A 'POSITIVE' AND '
N o4

© CCTV: Sheans iuruder Tasered
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https://pressgazette.co.uk/publishers/digitagburnalism/sociaimedianewsdigitaknews

report/#:~:text=Where%20we%20get%200ur%20news,news%20in%20UK%20and%20US. &text=News%20consumers% 20across%20the %2 GgRdminess r9% 2 0websites% 20and%20apps.

MATCH THE PERCENTAGE TO THE PLATHQ®M36%- 52%- 40%- 22%

DAILY
Mirror
The Telegraph

guardian
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FINANCIAL UK
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Most audiences now consume news online, and not through more
traditional means such as print newspaper or broadcast television.

Mobile access is now key, with most people getting their news content
through converged devices such as smartphones.

As a trend of changing audience behaviour, news providers create apps,
websites, and ensure they have a presence on social media platforms such
as X and Facebook.

h /lwww.ofcom.orqg. i I r ments/r rckan
-radio-and-on-demandr rch/twr rch/news/new
nsumption2024/new nsumptionin-the-uk-2024r .bdf?v=379621



