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“2016 is a seminal 
moment in virtual 

reality. The time has 
fi nally come for 

everyone to enjoy VR 
in their own homes.”

— Shawn Layden, president of Sony Interactive 
Entertainment America and chairman of Sony 
Interactive Entertainment Worldwide Studios, 

who announced at E3 last week that PlayStation 
VR will debut in the U.S. on Oct. 13 with more 
than 50 games on tap for the platform, which 

will connect with PlayStation 4 consoles. 

Applying OTT Strategy to 
Innovation Adoption Lifecycle
Over-the-top (OTT) viewing itself may be common, but no two networks approach 
the concept exactly alike. Some have yet to offer a single program online, while 
the other end of the spectrum is full of Hulu-esque providers that have never had 
a numbered channel to turn to. If TV right now isn’t a Wild Wild West of offerings, 
it’s close. 

Different viewers expect different things, and it can’t be easy for the traditional 
networks to please everyone. For every device-viewer out there, there’s someone 
else who remembers having to turn the knob on a rotor box.

As crazy as all this sounds, it’s normal. In 1957, Joe Bohlen, George Beal, and Everett Rogers called the chang-
ing of systems “the diffusion model.” In 1962, Rogers formulated this model into a bell curve now called the 
Innovation Adoption Lifecycle. The three researchers may have come up with the concept to explain why grain 
sales lagged for certain farmers, but it’s since been used to explain why VHS beat Betamax, why Apple die-hards 
camp out overnight for a new phone and why your grandmother fi nally got on Facebook. All new ideas — be they 
products, technology, or ways of life — go through the same societal cycle: You have your innovators, your early 
adopters and your early majority. Then the late majority and laggards fi nally straggle behind.

 
Terena Bell is CEO of TVRunway, the industry’s fi rst OTT commerce platform that doesn’t edit, tag or alter 
the original video in any way.
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NUMBER

6,000+
The number of native apps supported 

on the fourth-generation Apple TV 
platform, which also provides 

access to more than 1,300 
video “channels,” per 
company senior vice 

president Eddy 
Cue, who offered 
the updated stats 

at last week’s Apple 
Worldwide Developers 

Conference. He said 
Apple’s voice-based Siri platform 
now searches across 650,000 

movies and TV shows. 
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“@PlayStation Is it fully playable on the PS4 or do I need to 
buy the Neo?”

— Seth Grey (@SagirKhan_), a consumer inquiring whether 
the PS VR will only work with a coming version of the Play-
Station console that will support 4K resolution. Sony said PS VR will work with the current 
PS4 console as well as the higher-end product, codenamed Neo. 

“Microsoft may be become the go-to company for 4K TV owners” 

— Phillip Swann (@SwanniOnTV), president of TVPredictions.com, on news that Microsoft’s 
new, sleeker Xbox One S will support 4K video streaming, 4K Blu-ray Discs and High 
Dynamic Range (HDR). The Xbox One S will ship this August and start at $299. 

TECH TWEETS

VIDEOPHILE
INTERNET AD REVENUES STILL SURGING 
The market for subscription-based over-the-top services continues to expand and fi nd new niches, but ad-supported 
video services are also positioned to take advantage of the online viewing trend. 

U.S. Internet ad revenue reached $15.9 billion in the fi rst quarter, a new record that blew away the $13.2 billion 
record set in the year-ago period, according to the Interactive Advertising Bureau’s latest Advertising Revenue 
Report, conducted independently by PricewaterhouseCoopers. 

 “These landmark revenues confi rm the growing importance of interactive for brand marketers to reach consum-
ers who are increasingly spending their time on digital screens,” David Doty, the IAB’s executive vice president 
and chief marketing offi cer, 
said. “Last year, the indus-
try reached its highest level 
of investment at over $50 
billion, and this fi rst quarter 
lays the foundation for what 
could very well be the big-
gest year yet for digital ad 
spending.”

The IAB-sponsored re-
port is based on a survey 
that includes online ad rev-
enues data from websites, 
commercial online services, 
and others that sell online 
advertising. 
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