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HOT TRENDS M
OVING INTO 2021
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1
2

Setting The Stage…
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The Cloud Has Layers To Drive Speed and Efficiencies
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LED Screen Bloom
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The Current Situation:

•Serious ham
per on in-person video 

shooting and location-based w
ork.

•Protocols for w
ork in person are 

constantly evolving.

•Re-im
agining of ‘team

s’ and new
 

huddles.= The New
 Norm

al of Rem
ote, Virtual, Cloud Based W

ork
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Trend
 1 –

Strea
m

ing
 W

a
rs Esca

la
te

•
The stream

ing w
ars escalate due to the pandem

ic.
In 2020 

a plethora of new
 O

TT services cam
e online each w

ith 
original content and individual price tags.

•
As 2021 content creators w

ill look at new
 w

ays to help their 
w

ork stand out from
 the crow

d and platform
s w

ill seek new
 

technology to help battle content and w
allet fatigue.

•
Content Fatigue

•
W

allet Fatigue
•

Reaggregation
•

SVO
D vs AVO

D/Hybrid M
odels
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•
63%

 of people aged 18-34 w
atch

live stream
ing

content 
regularly. 

•
47%

 oflive stream
ing

video view
ers w

orldw
ide are w

atching 
m

ore
live

videos com
pared to a year ago.

•
80%

 of consum
ers prefer to w

atch
live

videos from
 a brand than 

read a blog

The
live

video
stream

ing
m

arket is estim
ated to 

grow
 from

 $30.29 billion in 2016 to m
ore than $70 

billion by 2021

Fortnite Launched Party Royale 
—

a separate, violence-free island 
w

ithin
Fortnite

-it features a
concertstage and 

a theater space, am
ong other attractions.

A recent Travis Scott concert had 12.3 M
illion 

concurrent attendees.
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Cloud Based Editorial and 
Review
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Trend
 2 –

A
I Info

rm
s The Co

ntent Lifecy
cle

•
From

 previsualization, to sm
art production, to tagging, data 

driven m
arketing, sm

art searches and closed captioning, AI 
w

ill enable cost-saving autom
ation, personalized content 

delivery and profit-boosting targeted selling.
•

Search, M
etadata, Editing

•
Personalization on Custom

er Journey
•

Autom
ation (M

achine Learning)
•

Data Driven Storytelling
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•According to
Statista,the 

global artificial intelligence 
softw

are m
arket is predicted 

to rise from
 9.5 billion U.S 

dollars to 118.6 billion by 
2025.
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d

 C
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e
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o

n
su

m
e
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g b

e
h

avio
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P
e

rso
n

alizatio
n

 fo
r au

d
ie

n
ce

 targe
tin

g
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n

sin
g in

 b
lo

ckch
ain

 e
n

viro
n

m
e

n
ts fo

r p
aym

e
n

t
Sh

azam
 like

 d
isco

ve
ry fo

r au
d

ie
n

ce
s

2
V

o
ice

 A
ssistan

ts 
•

B
u

ild
in

g o
p

p
o

rtu
n

itie
s in

sid
e

 o
f th

e
 P

e
rso

n
al A

ssts 

E
co

syste
m

.

3
O

p
tim

ize
d

 V
id

e
o

 
•

Q
u

ality C
o

n
tro

l fo
r e

n
co

d
in

g an
d

 d
e

live
ry

C
h

e
cks an

d
 B

alan
ce

s fo
r d

e
live

ry –
d

id
 it h

ap
p

e
n

4
Im

m
e

rsive
 C

o
n

te
n

t 
•

H
e

lp
in

g w
ith

 co
n

te
n

t au
th

o
rin

g, an
alyzin

g u
se

r’s 

e
xp

e
rie

n
ce

s, re
n

d
e

rin
g e

tc.

5
C

o
n

te
n

t C
re

atio
n

1
)P

re
 V

iz
•

P
re

 V
iz

fo
r sto

ryb
o

ard
s, A

R
, V

R
 p

lan
n

in
g e

tc.

2
)P

ro
d

u
ctio

n
•

C
re

atin
g C

h
aracte

rs, ch
aracte

r an
im

atio
n

3
)P

o
st P

ro
d

u
ctio

n
•

Stru
ctu

ral an
d

 se
m

an
tic an

alysis o
f vid

e
o

 co
n

te
n

t to
 h

e
lp

 

cre
ate

 sh
o

rt fo
rm

 vid
e

o
 sn

ip
p

e
ts fo

r n
e

w
s, vid

e
o

 

se
gm

e
n

tatio
n

 as w
e

ll as sp
e

cial in
te

re
st co

n
te

n
t fo

r fan
 

e
n

gage
m

e
n

t.
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t p

ro
o

fin
g, co

n
te

n
t cle
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u

p
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n
e
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e
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g an
d

 takin
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first p
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 e
d

itin
g. G

ive
n

 a scrip
t co

n
te
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u
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le
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n

e
 p

e
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rm
an

ce
s w

ith
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re
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se
le
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n

V
id

e
o
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in
g in

 slo
w

 m
o

vin
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n
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re
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fo

rm
ative
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ly co
n
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t

AI Grow
th 
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Trend
 3 –

Co
ntent G

ets Sm
a

rt &
 To

ta
lly

 M
o

d
ula

r

•
It’s no longer practical to create bespoke

“broadcasts” for each 
environm

ent.
Instead, content creators are thinking in term

s 
of “content objects” that can be endlessly and autom

atically 
recom

bined to suit different consum
ers in different spaces.

•
Broadcasters are relying on AI, edge com

puting, native cloud 
and other technologies to m

ove from
 a business m

odel based 
on view

ers to one based on im
pressions.

•
Data Journey from

 inception
•

Edge of the Cloud gets closer, ‘fog’ becom
es prom

inent
•

Instantly updated and personalized new
s, sports, w

eather
•

Conversion of GRP’s
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Trend
 4 –

The Sta
nd

a
rd

s “A
lp

ha
b

et So
up

” G
ets Thick

er

•
Constant technological and platform

 disruption brings w
ith it an 

unprecedented num
ber of audio, video and distribution standards.

•
Som

e like 4K, HDR, HFR, and U
HD are penetrating deeply into the 

production, postproduction and distribution life cycles.
O

thers like 5G, 
SM

PTE 2110, JPEG XS, and ATSC 3.0 are still in the building and 
developm

ent stages.
SM

PTE 2110 (five standards)

•
ATSC 3.0•

Slow
 adoption still expected

•
W

ide im
plications for audio and sports

•
Role in personalization

•
5G

•
Still in build phase

•
Lots of new

 hardw
are/softw

are com
ing on-line
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Trend
 5 –

2020 D
rives To

 A
 V

irtua
l W

o
rld

•
2020 drives us tow

ards a Virtual W
orld.

G
lobal pandem

ic!

•
In less than a year, the entire w

orld is m
oving to experience life and 

connect w
ith one another online.

A
s A

R and V
R technology begins to 

m
ature, consum

ers are turning to their headsets for m
edical advice, 

fitness, entertainm
ent, w

eddings and m
ore.

•
Covid D

rives Rem
ote Production

•
N

ew
 Content and Production M

odels 

•
V

R H
eadsets on Backorder

•
V

irtualizaton of gatherings
•

Esports and Legalized sports betting
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W
ork in Virtual 

Environm
ents
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Zoom
 upstream

M
e on LED stage 

w
ith just chair

Environm
ent generated by

Gam
ing engine
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Thank You!
Lori H. Schw

artz
(213) 973-7990

Lori@
Story-Tech.com


