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First out-of-home entertainment

Age of Matter
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Permanent location-based entertainment

Age of Matter
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Age of Matter
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Age of Matter

At-Home

c. 3500 BC
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First mass production of out-of-home 
entertainment for in the home

1877

analog Age

c.1850
1st creative destruction of venue-based entertainment
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Digital Age

c. 1877
Creative destruction of location.  No longer 
needed to be in same location to socialize
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First electronic out-of-home entertainment

1894 1896

analog Age
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Electronic transmission to at-home entertainment 

1920 1941

analog Age

1st live entertainment destruction of venue-based entertainment
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analog Age

1945 1954

First mobile electronic entertainment

1st creative destruction of both venue-based
 and at-home entertainment
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1971
Birth of Digital Age

Digital Age
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1974 1995

Digital Age
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Digital Age

2001 2007 2010

Move creative destruction of location
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1978 - Bulletin Boards
1994 - Geocities
1995 - theglobe.com
1997 - AOL Instant Messenger

2002 - Friendster
2003 - MySpace
2004 - Facebook

Digital Age
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Digital Age
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Digital Age
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Digital Age

Entertainment is no longer 
location dependent
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Digital Age

It’s a Zero Sum Game

5 Hours Average 
Leisure Time per Day
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Digital Age
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Digital Age

Social Stratification
 of 

Location-Based Entertainment

Lower

Higher

Soc
ioec
ono
mic
s

PricePer Capita
Participation
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Digital Age
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Digital Age
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Digital Age
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Digital Age
Time Awake:   945 minutes
Media & Communications:   425 minutes
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Digital Age
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Digital Age

Joe Pine



The Multiverse
Digital Age
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Digital Age

The Multiverse
1. Reality
2. Augmented Reality
3. Alternate Reality
4. Warped Reality
5. Virtuality
6. Augmented Virtuality
7. Physical Virtuality
8. Mirrored Virtuality
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Digital Age

Why Are video games so appealing?
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Digital Age

80% Socializers

10% Achievers

  9% Explorers

  1% Killers

Oxytocon
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Digital Age

“We are consumed by 
what we are nourished by.”

William Shakespeare
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Digital Age

The Virtual is replacing the REAL
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Digital Age

Creative Destruction of Location-Based Bricks & Mortar

1970s
600 SF Today

200 SF 2015
50 SF

Today
8%

2015
15%

office space per person

internet retail sales
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Digital Age

High Fidelity ConvenienceFidelity Belly
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Digital Age

Back to the Future

Caveman to the Rescue
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Digital Age

#1 Reason for Attending Cultural Events

Dance  -  Socialize 60%

Arts & Crafts Fair  -  Socialize 59%

Music  -  Socialize 60%

Play  -  Socialize 68%

Art Museum  -  Gain Knowledge 65% (socialize 45%)
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Digital Age

Cinemas increasing their Fidelity
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Digital Age

Bowling increasing its Fidelity
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TimeLess

Stood test of time
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Digital Age
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Digital Age

1. Reality
2. Augmented Reality
3. Alternate Reality
4. Warped Reality
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Digital Age
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Digital AgeConvergence
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Digital Age

Customiza*on
Deliver

Services

Make

Goods

Commodi-es

Extract

Commodi*za*on

Stage

Experiences

Commodi*za*on

©	
  	
  1999	
  Strategic	
  Horizons	
  LLP

Source: B. Joseph Pine II and James H. Gilmore, The Experience 
Economy: Work Is Theatre & Every Business a Stage,

(Boston: Harvard Business School Press, 1999), p. 22.

Customiza*on

Guide

Transforma-on

Customiza*on

Commodi*za*on

The Progression of Economic Value
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Digital Age

Customer Co-Creation
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Digital Age
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Digital Age

Randy White, CEO

THANK YOU
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