
 

 

 
Challenge #3 
MEDIA + ENTERTAINMENT INNOVATION  

 
Challenge Statement: Utilize blockchain technology to disrupt the media industry in a new way.  
 
Market Background: The world of media, art and entertainment is massive. The art industry spent 
over $63 billion in 2017. Music was $17 billion. Film was $43 billion. Video games generated $110 
billion in revenue. We’ve also seen the music industry begin to crumble, cable television is dying 
and journalism across the world has been under attack. To say the least, these areas are ripe for 
disruption, each with their own opportunities and blockades (often due to decades- or even 
centuries-old, entrenched competitors and practices). For this challenge, it’s up to you whether 
you pursue visual arts, performance art, music, film, journalism, etc. How could you leverage 
emerging blockchain technology to change the industry and provide value for both the content 
creator and audience? 
 
Technology Background: In very basic terms, a blockchain is a secure, collaborative record of 
data, often also called a distributed ledger, which is maintained by a network of computers. It 
creates a public, verifiable record of contracts or other types of data. Up until recently, most 
blockchain attention has focused on the financial world - most notably the tremendous Bitcoin 
spike (and subsequent fall) in late 2017.  
 
Springboard Resources:  
Number One 
Number Two 
Number Three 
Number Four 
Number Five 
Number Six 
Number Seven 
Number Eight 

 
Project Tips: 

● Blockchain is an easily misunderstood technology. Start this challenge by doing your 
research on how it works, why it exists and identify the pros/cons. Don’t just slap 
“blockchain” on any idea! 

● Identifying an industry to focus on will be critical - can you do a small amount of initial 
research on each and narrow down based on 1) what may present the best opportunity, 2) 
what may be most accessible, 3) what may be most impactful and/or 4) what may be most 
exciting to explore?  

● It’s hinted above: the big players in these industries are not going quietly into the night. 
There’s a bit of hope because many are known for not treating artists and content creators 
very well. But then again, they hold the keys to reaching the masses.  

● Don’t forget that you’ll need to make money somehow. So will your artists or content 
creators. And we’ll say it now: you will NOT make money with advertising revenue.  

https://www.artnome.com/news/2018/7/21/art-world-meet-blockchain
https://coincentral.com/blockchain-in-the-music-industry/
https://www.hypebot.com/hypebot/2018/09/blockchain-competitors-on-the-rise.html
https://variety.com/2018/digital/news/blockchain-media-biz-1202729303/
https://www.forbes.com/sites/nelsongranados/2018/12/03/how-blockchain-is-making-waves-in-media-and-entertainment/#7d3fe32d3f6c
https://sloanreview.mit.edu/article/blockchain-is-changing-how-media-and-entertainment-companies-compete/
https://medium.com/the-slowdown/can-blockchain-fix-journalism-946418d4fac6
https://www.cjr.org/tow_center/what-can-blockchain-actually-do-for-journalism.php

