game of thrones age rating

game of thrones age rating has become a focal point for viewers considering diving into the epic fantasy
series. With its blend of mature themes, graphic violence, and complex political intrigue, understanding
the age rating of Game of Thrones is essential for parents, guardians, and audiences seeking content suitable
for their age group. This comprehensive guide explores why Game of Thrones carries its particular age
ratings in different regions, breaks down the content behind those ratings, and analyzes how these ratings
impact viewership. Whether you're a concerned parent, a curious fan, or a new viewer, this article will
offer clarity on Game of Thrones age ratings, content warnings, parental guidance recommendations, and
international differences. Read on to discover everything you need to know about the age suitability of one

of television’s most talked-about series.
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Understanding the Game of Thrones Age Rating

The age rating for Game of Thrones is a critical detail that helps viewers assess if the show’s content is
appropriate for their age or their family. Game of Thrones, produced by HBO, is known for its mature
themes, explicit scenes, and intense storytelling. Its age rating draws attention to these elements and serves
as a guide for audiences. In most territories, Game of Thrones carries a high age rating due to violence,

sexuality, language, and adult situations.

In the United States, Game of Thrones is rated TV-MA, which stands for "Mature Audience.”" This rating
signals that the series is not suitable for children under 17 and may contain strong language, sexual content,

or graphic violence. Internationally, other ratings systems apply, but the consensus is clear: Game of



Thrones is intended for adult viewers.

Why Age Ratings Matter for Game of Thrones

Age ratings serve an important purpose by helping viewers make informed decisions. Game of Thrones
age rating directly affects who can watch the series legally and ethically, especially in households with
children or teenagers. The show's unfiltered depiction of mature themes, including war, betrayal, and adult
relationships, means the age rating is more than just a guideline—it's a protective measure for younger

audiences.

For content providers, networks, and streaming services, displaying the correct age rating is a legal
requirement. It helps avoid controversy, parental complaints, and regulatory issues. For parents and
guardians, the rating is a vital tool to manage what their children consume and to prevent exposure to

inappropriate material.

Main Content Factors Influencing the Series Rating

Graphic Violence and Gore

One of the most prominent reasons for the mature age rating of Game of Thrones is its frequent depiction
of violence and gore. The series features intense battle scenes, executions, physical assaults, and other

graphic content that may be disturbing for younger viewers.

Battle scenes with realistic bloodshed

Depictions of torture and brutality

Frequent deaths of major and minor characters

Realistic injuries and wounds

Sexual Content and Nudity

Game of Thrones is also known for its explicit sexual content and nudity. These scenes are integral to the

narrative and character development but contribute significantly to the TV-MA rating. The show does not



shy away from depicting intimate relationships, sexual violence, and nudity, making it unsuitable for

younger viewers.

Strong Language

The use of strong language and profanity is prevalent throughout the series. Characters often use adult

language in moments of stress, anger, or humor, which also factors into the mature age rating.

Adult Themes and Complex Narratives

Game of Thrones explores complex themes such as power struggles, betrayal, incest, and moral ambiguity.
These mature topics require a certain level of emotional maturity and understanding, further justifying the

high age rating.

Age Ratings Across Different Countries

Game of Thrones age rating varies slightly across different countries due to local standards and regulations.

However, the consensus remains that the series is intended for adults or older teens.

United States: Rated TV-MA (Mature Audience), not suitable for viewers under 17.
United Kingdom: Typically rated 18 by the British Board of Film Classification (BBFC).
Canada: Rated 18+ (Adult), or equivalent provincial ratings.

Australia: Rated MA 15+ (Mature Accompanied), suitable for viewers aged 15 and over with adult

supervision.
Germany: Rated 16 or 18 depending on the season and episode.

France: Rated 16+, indicating suitability for viewers aged sixteen and above.



These ratings reflect each country’s approach to mature content and ensure that Game of Thrones is

presented in a manner consistent with local laws and cultural norms.

Parental Guidance and Viewer Recommendations

For parents and guardians, the age rating for Game of Thrones offers clear guidance. Due to the show's
intense and mature content, parental discretion is strongly advised. Even teenagers may find some scenes

disturbing or inappropriate, depending on their sensitivity and maturity.

It is recommended that parents preview episodes and consult content warnings before allowing younger
viewers to watch. Discussions about the show's themes—such as violence, sexuality, and morality—can help

contextualize the content for older teens who choose to watch.

1. Review episode-specific content advisories before viewing.
2. Consider co-viewing with teens to discuss challenging topics.
3. Utilize parental controls on streaming platforms to restrict access.

4. Encourage open dialogue about the show’s mature content.

Impact of Age Ratings on Game of Thrones Viewership

The mature age rating of Game of Thrones has shaped its audience and cultural impact. By targeting adult
viewers, the series has gained a reputation for boundary-pushing storytelling and complex character arcs.
The age rating has also influenced marketing strategies, streaming platform restrictions, and the way the

series is discussed in the media.

While the age rating may limit younger audiences, it has contributed to the show’s authenticity and bold
creative direction. Game of Thrones has set a precedent for future fantasy series, demonstrating that mature

themes can coexist with mainstream popularity when clearly labeled for appropriate audiences.



Frequently Asked Questions About Game of Thrones Age Rating

Q What is the official age rating for Game of Thrones in the United
States?

A: Game of Thrones is rated TV-MA in the United States, indicating it is intended for mature audiences

ages 17 and older.

Q Why does Game of Thrones have a high age rating?

A: The series contains graphic violence, explicit sexual content, nudity, strong language, and mature

themes, making it unsuitable for children or younger teens.

Q: Is Game of Thrones appropriate for teenagers?

A: Game of Thrones may be suitable for older teens (16+) depending on local regulations and individual

maturity, but parental discretion is strongly advised.

Q How do international age ratings for Game of Thrones differ?

A: Different countries assign ratings based on their standards, such as 18 in the UK, MA15+ in Australia,

and 16+ in France, but all indicate content for adults or older teens.

Q Can parental controls restrict access to Game of Thrones on streaming
platforms?

A: Yes, most streaming services offer parental control features to prevent underage viewers from accessing

mature content like Game of Thrones.

Q Are there episodes of Game of Thrones with lower content warnings?

A: While some episodes may be less explicit, the overall series maintains a mature rating due to recurring

adult themes and scenes.



Q: Does the age rating impact how Game of Thrones is marketed?

A: Yes, the mature rating influences promotional materials, advertising channels, and placement on

streaming platforms to target adult viewers.

Q: Are there shows similar to Game of Thrones with lower age ratings?

A: Some fantasy series offer comparable themes but with less explicit content, resulting in lower age

ratings suitable for broader audiences.

Q What resources can parents use to check content advisories for Game of
Thrones?

A: Parents can consult episode-specific advisories provided by streaming services or third-party parental

guidance websites.

Q: Is it legal for minors to watch Game of Thrones?

A: While not illegal, it is strongly discouraged due to the mature rating, and streaming services may

restrict access based on age verification.
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game of thrones age rating: e-Pedia: Game of Thrones (season 6) Wikipedia Contributors,
2017-02-22 This carefully crafted ebook is formatted for your eReader with a functional and detailed
table of contents. The sixth season of the fantasy drama television series Game of Thrones premiered
on HBO on April 24, 2016, and concluded on June 26, 2016. It consists of ten episodes, each of
approximately 50-60 minutes, largely of original content not found in George R. R. Martin's A Song
of Ice and Fire series. Some material is adapted from the upcoming sixth novel The Winds of Winter
and the fourth and fifth novels, A Feast for Crows and A Dance with Dragons. The series was
adapted for television by David Benioff and D. B. Weiss. HBO ordered the season on April 8, 2014,
together with the fifth season, which began filming in July 2015 primarily in Northern Ireland, Spain,
Croatia, Iceland and Canada. Each episode cost over $10 million. This book has been derived from
Wikipedia: it contains the entire text of the title Wikipedia article + the entire text of all the 593
related (linked) Wikipedia articles to the title article. This book does not contain illustrations.
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e-Pedia (an imprint of e-artnow) charges for the convenience service of formatting these e-books for
your eReader. We donate a part of our net income after taxes to the Wikimedia Foundation from the
sales of all books based on Wikipedia content.

game of thrones age rating: Netflix, Dark Fantastic Genres and Intergenerational Viewing
Djoymi Baker, Jessica Balanzategui, Diana Sandars, 2023-07-04 Focusing on Netflix’s child and
family-orientated platform exclusive content, this book offers the first exploration of a controversial
genre cycle of dark science fiction, horror, and fantasy television under Netflix’s Family Watch
Together TV tag. Using a ground-breaking mix of methods including audience research, interface,
and textual analysis, the book demonstrates how Netflix is producing dark family telefantasy content
that is both reshaping child and family-friendly TV genres and challenging earlier broadcast TV
models around child-appropriate family viewing. It illuminates how Netflix encourages family
audiences to watch together through intergenerational dynamics that work on and offscreen. The
chapters in this book explore how this Netflixication of family television developed across landmark
examples including Stranger Things, A Series of Unfortunate Events, The Dark Crystal: Age of
Resistance, and even Squid Game. The book outlines how Netflix is consolidating a new dark family
terrain in the streaming sector, which is unsettling older concepts of family viewing, leading to
considerable audience and critical confusion around target audiences and viewer expectations. This
book will be of particular interest to upper-level undergraduates, graduates, and scholars in the
fields of television studies, screen genre studies, childhood studies, and cultural studies.

game of thrones age rating: The New Stone Age Carol Woolton, 2020-05-12 A fashion-forward
guide to living well with crystals from the jewelry editor of British Vogue—including guidance and
advice from designers, jewelers, and celebrity crystal fans. The New Stone Age guides you through
fifteen different types of stones, categorized by color, and teaches you how to stylishly incorporate
them into your wardrobe, home, and beyond. Assigning each crystal to a particular ailment of the
modern age, whether it’s self-doubt, travel anxiety, or restlessness, Carol Woolton explains how a
simple crystal worn around your neck, tossed in your purse, or sitting next to your computer can
help inspire you to make positive changes in your life. Woolton traces the history of crystals,
showing how the same quartz that was used as a form of protection in the handles of Egyptian
daggers can also be hung near a bedside to help with burnout. Filled with insights, facts, and
real-life stories from people who attribute dramatic personal improvements to their crystals, The
New Stone Age is a fun and informative idea book for crystal lovers everywhere.

game of thrones age rating: Fantasy and Science Fiction Medievalisms: From Isaac
Asimov to A Game of Thrones - Student Edition Helen Young, 2015-07-30 Note: this is an
abridged version of the book with references removed.The complete edition is also available on this
website. From advertisements to amusement parks, themed restaurants, and Renaissance fairs
twenty-first century popular culture is strewn with reimaginings of the Middle Ages. They are
nowhere more prevalent, however, than in the films, television series, books, and video games of
speculative genres: fantasy and science fiction. Peter Jackson's The Lord of the Rings and The
Hobbit film trilogies and George R. R. Martin's multimedia Game of Thrones franchise are just two of
the most widely known and successful fantasy conglomerates of recent decades. Medievalism has
often been understood as a defining feature of fantasy, and as the antithesis of science fiction, but
such constructs vastly underestimate the complexities of both genres and their interactions.
Medieval has multiple meanings in fantasy and science fiction, which shift with genre convention,
and which bring about their own changes as authors and audiences engage with what has gone
before in the recent and deeper pasts. Earlier volumes have examined some of the ways in which
contemporary popular culture re-imagines the Middle Ages, offering broad overviews, but none
considers fantasy, science fiction, or the two together. The focused approach of this collection
provides a directed pathway into the myriad medievalisms of modern popular culture. By engaging
directly with genre(s), this book acknowledges that medievalist creative texts and practices do not
occur in a vacuum, but are shaped by multiple cultural forces and concerns; medievalism is never
just about the Middle Ages.



game of thrones age rating: Passion and Play Michelle Clough, 2022-04-19 Hoping to add
some steam and sex to your next game? Then this book is for you. This practical guide provides you
with the foundational tools needed to write, design, and create healthy sexual content in video
games in ways that are narratively compelling, varied, and hot! Challenging the assumptions that
sex in games is superfluous, exploitative, or only of interest to straight guys, this book encourages
designers to create meaningful, enjoyable sexual content for all audiences. Using examples from
well-known AAA games (and some standout indie content!), each chapter provides a framework to
guide game writers, designers, and developers through the steps of creating and executing sexual
content in their games - from early concept, to setting it up in larger game narrative, and finally to
executing specific sexual scenes and sequences. It also lays out a host of details and considerations
that, while easily missed or forgotten, can have a major impact on the quality or theme of the scene.
Offering expert insight and ideas for creating sex scenes in games, this book is vital reading for
game designers, writers, and narrative designers who are interested in making games with sexual
content. It will also appeal to artists, cutscene directors, audio engineers, composers, and
programmers working on these games - or really, any game developer with an interest in the topic!

game of thrones age rating: Vier Typen seriellen Erzdhlens im Fernsehen Jonas Nesselhauf,
Markus Schleich, Julien Bobineau, Paul-Vincent Mayr, 2017-12-28 Das serielle Erzahlen ist in aller
Munde - assoziiert mit Serien wie Breaking Bad, Mad Men, Game of Thrones oder The Walking
Dead. In der Kritik finden diese taglich Wurdigung: Sie sind voller graustufiger, anspruchsvoller und
unbequemer Welten mit ebensolchen Charakteren. Sie weisen eine dem Kino anverwandte Asthetik
auf, sie werden zum audiovisuellen Pendant des Gesellschaftsromans. Wie nun genau sind diese
Serien aufgebaut? Verkiirzt: Besagte Serien erzahlen horizontal, tiber die Episodengrenzen hinweg.
Sie nehmen sich mehr Zeit, vielschichtige Kosmen zu zeichnen, als es der Film je konnte. Wenn sich
solche Serien dem progressiven Erzahlen und damit einem Pol im Feld serieller Narrative zuordnen
lassen, wie ist der gegeniiberliegende Pol beschaffen? Findet sich an ihm das FlieBbandartige/das
Minderwertige? Diese Debatte ist zu untersuchen ... Die Qualitatsfernsehserien konnen mit ihrer
multiperspektivischen Erzahlweise als kunstlerisch-kritische Spiegel unserer Welt(en) betrachtet
werden. Doch wie ist dieses bessere Fernsehen zu definieren, ist eine solche Definition iberhaupt
sinnvoll? Welche kommerziellen Facetten besitzt es? Die in der Sitcom prasentierten Wohnzimmer
jedenfalls stellen zur Diskussion, ob sie unseren nachempfunden wurden oder ihnen vorhergehen ...
Das Publikum ist dem TV keinesfalls ausgeliefert - wie die im Band vorgestellten Krisen des
Fernsehens und die historischen Entwicklungen der Serialitat vom Fortsetzungsroman bis zum Kino,
Radio und zum TV zeigen. Die Zuschauer sind wahlerisch: Im Zeitalter konvergierender Medien
haben die Rezipienten die Wahl - via App auf zahlreichen Endgeraten konnen sie sich ein
individuelles Programm zusammenstellen. Und dennoch existiert das Fernsehen in seiner
unbeeinflussbaren Form auf dem Flimmerkasten weiter. Selbst die Video-on-Demand-Anbieter
formen einen Fluss von Sequenzen aus, der dem traditionellen TV ahnlich ist. Welchen Nutzen birgt
diese totgesagte Struktur, welchen das On-Demand-TV? Apropos Pole: Was befindet sich zwischen
beiden Extremen? Zwei weitere Typen des seriellen Erzahlens werden wir im Band erkunden -
zudem grundlegende Theorien des Seriellen. Es werden Elemente wie Outro, Intro, Previously on
und Ciffhanger erklart. Zur Veranschaulichung dieses Feldes wahlt der Band einen besonderen Weg:
Text-Serien von funf Autoren bilden das Fernsehen ab, spiegeln es in der Typografie wider, sodass
die Leser das Serielle sowohl inhaltlich erkunden als auch erleben konnen.

game of thrones age rating: Guinness World Records Gamer's Edition 2016 Guinness World
Records, 2015-09-10 The bestselling videogames annual is back! Bursting with mind-blowing
records and tantalizing trivia, the Guinness World Records 2016: Gamer’s Edition is a must-have for
any gaming fan. Whether you're all about the latest first-person shooter, an app aficionado, an MMO
master, or a die-hard retro gamer, you'll find show-stopping records, top 10 roundups, quick-fire
facts and stats, and hundreds of amazing new images from all your favorite games. What’s more,
brand new for this year’s book is a dedicated section just for Minecraft fans, with a mega-showcase
of the greatest construction records, in-game tips and lots more blocky goodness. Plus, discover



which tech milestones have been smashed in the last year - in both software and hardware, get all
the insider secrets from industry experts, and marvel at the players who have leveled up to the very
top of the leaderboards. Think you can challenge the current champions? Look inside to see how to
break your very own record! Guinness World Records: Gamer’s Editions have sold a whopping 3+
million copies. Find out for yourself why it’s a game-changer!

game of thrones age rating: come home: A Redemptive Roadmap from Lust Back to
Christ Titania Paige, 2020-07-01 What if the shame and guilt of sexual sin no longer made you feel
cut off from God? Author Titania Paige knows the snares of giving in to sexual enticement and the lie
that running away from an intimate relationship with God is the only way to live with your regret. In
Come Home: A Redemptive Roadmap from Lust Back to Christ, she combines the practicality of a
biblical life coach with her personal testimony of redeemed sexuality through Christ to help women
struggling with sexual temptation: « Implement her four-step purity framework, to forsake a lifestyle
of sexual sin and gain the satisfaction that comes from God’s unshakable acceptance and love. e.
Overcome sexual strongholds by uncovering the origins of their struggle with lust and reconciling
their wounds with the gospel and Christian fellowship. ¢. Maintain sexual integrity in all of life’s
seasons by establishing habits and routines that promote spiritual and physical self-care. TITANIA
PAIGE is the founder of the Purpose in Purity Podcast. There, she hosts grace-filled conversations on
surrendering our soul and sexuality to God. When she’s not doing ministry, she’s chasing down her
daughter, Gabrielle, and learning Japanese with her best friend and husband, Gerald.

game of thrones age rating: Violence in American Society Chris Richardson, 2020-08-11
While many books explore such specific issues as gun violence, arson, murder, and crime
prevention, this encyclopedia serves as a one-stop resource for exploring the history, societal
factors, and current dimensions of violence in America in all its forms. This encyclopedia explores
violence in the United States, from the nation's founding to modern-day trends, laws, viewpoints,
and media depictions. Providing a nuanced lens through which to think about violence in America,
including its underlying causes, its iterations, and possible solutions, this work offers broad and
authoritative coverage that will be immensely helpful to users ranging from high school and
undergraduate students to professionals in law enforcement and school administration. In addition
to detailed and evenhanded summaries of the key events and issues relating to violence in America,
contributors highlight important events, political debates, legal perspectives, modern dimensions,
and critical approaches. This encyclopedia also features excerpts from such important primary
source documents as legal rulings, presidential speeches, and congressional testimony from scholars
and activists on aspects of violence in America. Together, these documents provide important
insights into past and present patterns of violent crime in the United States, as well as proposed
solutions to those problems.

game of thrones age rating: Narrative Tactics for Mobile and Social Games Toiya Kristen
Finley, 2018-07-24 Despite its significant growth over the past five years, the mobile and social
videogame industry is still maturing at a rapid rate. Due to various storage and visual and sound
asset restrictions, mobile and social gaming must have innovative storytelling techniques. Narrative
Tactics grants readers practical advice for improving narrative design and game writing for mobile
and social games, and helps them rise to the challenge of mobile game storytelling. The first half of
the book covers general storytelling techniques, including worldbuilding, character design, dialogue,
and quests. In the second half, leading experts in the field explore various genres and types of
mobile and social games, including educational games, licensed IP, games for specific
demographics, branding games, and free to play (F2P). Key Features The only book dedicated to
narrative design and game writing in social and mobile games, an explosive market overtaking the
console gaming market. Provides tips for narrative design and writing tailored specifically for mobile
and social game markets. Guides readers along with conclusions that include questions to help the
reader in narrative design and/or writing. Explores real games to illustrate theory and best practices
with analyses of game case studies per chapter, covering indie, social/mobile, and AAA games.
Includes checklists to help readers critique their own narrative design/writing.



game of thrones age rating: Composing TV Drama Marco lanniello, 2024-08-19 In this book,
Marco Ianniello investigates the complex art of television drama screenwriting, arguing that the
screenplay itself, rather than the final product, is at the heart of the current success of the genre.
Bridging a crucial gap between theory and practice through textual analyses of various case studies,
Ianniello expands on television story structure theory and screenwriting practice by foregrounding
story construction and character development in the serial drama. The development of these key
frameworks - structure and character - will enable both screenwriting scholars and practitioners to
better identify, assess, critique, and craft the complexities of the television drama screenplay.

game of thrones age rating: Integrated Marketing Communications with Online Study Tools
12 Months Bill Chitty, William Chitty, Edwina Luck, Nigel Barker, Anne-Marie Sassenberg, Terence
A. Shimp, ]J. Craig Andrews, 2017-11-16 Organisations continually use integrated marketing
communications to achieve a competitive advantage and meet their marketing objectives. This 5th
edition of Integrated Marketing Communications emphasises digital and interactive marketing, the
most dynamic and crucial components to a successful IMC campaign today. Incorporating the most
up-to-date theories and practice, this text clearly explains and demonstrates how to best select and
co-ordinate all of a brand's marketing communications elements to effectively engage the target
market. Chapters adopt an integrative approach to examine marketing communications from both a
consumer's and marketer's perspective. With a new chapter on digital and social marketing
addressing the development of interactive media in IMC and new IMC profiles featuring Australian
marketer's, along with a wide range of local and global examples including: Spotify, Pandora,
Snapchat, Palace Cinemas, Woolworths, KFC, Old Spice, Telstra, Colgate and QANTAS, this text has
never been so relevant for students studying IMC today. Unique to the text, is a series of new
student and instructor IMC videos showing students how key objectives in IMC theory are applied by
real businesses.

game of thrones age rating: Hollywood and History Jem Duducu, 2023-09-15 There is no
shortage of Hollywood films about historical events, but what do the movies actually get right, and
why do they get so much wrong? Hollywood loves a story: good guys versus bad guys, heroes
winning the day, and the guy gets the girl. But we all know real life isn't exactly like that, and this is
even more true when we look at history. Rarely do the just prevail and the three-act story cannot
exist over continents and decades of human interaction. So, when Hollywood decides to exploit
history for profit, we end up with a wide array of films. Some are comedies like Monty Python and
the Holy Grail, others are little more than action films playing dress up like Gladiator, and many are
Oscar contenders burdened with an enormous sense of self-importance. But very few are historically
accurate. From Cleopatra to Da 5 Bloods, the reality is no matter what Hollywood's intentions are,
almost all historical films are an exaggeration or distortion of what really happened. Sometimes the
alterations are for the sake of brevity, as watching a movie in real time about the Hundred Years
War would literally kill you. Other additions may be out of necessity, since nobody thought to write
down the everyday conversations between King Henry VIII and his second wife, Anne Boleyn, for
The Other Boleyn Girl. And some projects twist the facts to suit a more sinister purpose. In
Hollywood and History, Jem Duducu takes readers through thousands of years of global history as
immortalized and ultimately fictionalized by Hollywood, exploring many facets of the representation
of history in movies from the medieval times to the wild west and both World Wars. Along the way,
readers will also better understand Hollywood's own history, as it evolved from black and white
silent shorts to the multiplex CGI epics of today. As studios and audiences have matured through the
years, so too have their representations of history. Armies will clash, leaders will be slain, empires
will fall, and a few historical inaccuracies will be pointed out along the way. A must-read for film and
history fans alike.

game of thrones age rating: Violence in Popular Culture Laura L. Finley, 2018-11-09 A
comprehensive resource, this book reviews current and historical examples of violence in film,
television, radio, music, music videos, video games, and novels. Despite decades of attention and
various attempts to enact legislation that limits violence in American popular culture, it remains



ubiquitous across films, television, radio, music, music videos, video games, and popular fiction.
Studies have shown that programs marketed to children are often remarkably violent and that
viewing or otherwise consuming such violence has numerous negative effects on children's
psychological health. This book sheds light on the scholarship related to violence in popular culture
and compares historical and current examples, analyzing popular shows such as Game of Thrones,
video games such as Mortal Kombat, young adult fiction including the trilogy The Hunger Games,
and more. Not only does Violence in American Popular Culture provide a comprehensive review of
the research about the effects of violence in media, but it also offers detailed assessments of violent
content in various expressions of popular culture. In addition, it invites readers to compare violence
in American popular culture with that globally via entries on violence in popular culture outside the
United States. An appendix of additional resources and primary sources gives readers further tools
for deepening their understanding of this complex and controversial issue.

game of thrones age rating: American Popular Music and Its Business in the Digital
Age Rick Sanjek, 2024-07-19 As the long awaited sequel to American Popular Music and Its
Business: the First 400 Years, this book offers a detailed and objective history of the evolution and
effect of digital technology from 1985 through 2020 on all segments of the popular music business
from CDs and stadium tours to TikTok and the effects of the COVID-19 pandemic, with particular
emphasis on the relationship between the creators, the consumers, and the business professionals
who form the three major axes of the industry. Author Rick Sanjek, a 50-year industry veteran,
combines the knowledge acquired during his decades of experience with scholarly research to
create a compelling narrative of the events, economics, and innerworkings of the modern music
business.

game of thrones age rating: Entertainment Industry Economics Harold L. Vogel,
2020-07-23 Already among the most important sectors of the US economy, the entertainment and
media industries are continuing to grow worldwide. Fully updated, the tenth edition of
Entertainment Industry Economics is the definitive reference on the economics of film, music,
television, advertising, broadcasting, cable, casinos, publishing, arts and culture, performing arts,
toys and games, sports, and theme parks. Its synthesis of a vast amount of data provides an
up-to-date guide to the economics, financing, accounting, production, marketing, and history of
these sectors in the United States and countries across the globe. This edition offers new material on
streaming services, the relationship between demographics and entertainment spending,
electromagnetic spectrum for broadcasters, and revised FASB accounting rules for film and
television. Financial analysts and investors, economists, industry executives, accountants, lawyers,
regulators, and journalists, as well as students preparing to join these professionals will benefit from
this invaluable source.

game of thrones age rating: The Limits of the Digital Revolution Derek Hrynyshyn,
2017-03-20 This academic analysis explores social media, specifically examining its influence on the
cultural, political, and economic organization of our society and the role capitalism plays within its
domain. In this examination of society and technology, author and educator Derek Hrynyshyn
explores the ways in which social media shapes popular culture and how social power is expressed
within it. He debunks the misperception of the medium as a social equalizer—a theory drawn from
the fact that content is created by its users—and compares it to mass media, identifying the
capitalist-driven mechanisms that drive both social media and mass media. The work captures his
assessment that social media legitimizes the inequities among the social classes rather than
challenging them. The book scrutinizes the difference between social media and mass media, the
relationship between technologies and social change, and the role of popular culture in the structure
of political and economic power. A careful look at social media networks such as Facebook, Twitter,
and Google suggests that these tools are systems of surveillance, monitoring everyday activities for
the benefit of advertisers and the networks themselves. Topics covered within the book's 10 detailed
chapters include privacy online, freedom of expression, piracy, the digital divide, fragmentation, and
social cohesion.



game of thrones age rating: Research Companion to Language and Country Branding
Irene Theodoropoulou, Johanna Tovar, 2020-11-16 Research Companion to Language and Country
Branding brings together entirely new interdisciplinary research conducted by scholars working on
various sociolinguistic, semiotic, anthropological and discursive analytical aspects of country
branding all over the world. Branding is a process of identity construction, whereby countries gain
visibility and put themselves on the world map as distinctive entities by drawing on their history,
culture, economy, society, geography, and their people. Through branding, countries aim not only at
establishing their uniqueness but also, and perhaps most importantly, at attracting tourism,
investments, high quality human capital, as well as at forging financial, military, political and social
alliances. Against this backdrop, this volume explores how countries and regions imagine and
portray others and themselves in terms of gender, ethnicity, and diversity today as well as the past.
In this respect, the book examines how branding differs from other, related policies and practices,
such as nation building, banal nationalism, and populism. This volume is an essential reference for
students, researchers, and practitioners with an interest in country, nation, and place branding
processes.

game of thrones age rating: Holding Television Accountable Allison Christina Budaj, Jonina
Anderson-Lopez, 2025-03-13 This work discusses the impact of television show audience
participation and expectations in the age of social media through reception theory, content analysis,
and primary research on social media platforms. It explores how audience reception can influence
creative decisions and initiatives, such as cancel culture and diversity efforts, by thoroughly and
critically analyzing shows like Girls, The 100, Big Brother, and Southern Charm to illustrate this
phenomenon. Various types of television are examined, including reality TV, network and cable TV,
and streaming TV, to explore the influence of audience reception on creative ownership and
accountability, thus demonstrating the power of social media in the hands of viewers.

game of thrones age rating: The Oxford Handbook of Children's Film Noel Brown, 2022 Offers
a comprehensive and wide-ranging study of children's film, Takes an interdisciplinary approach that
encompasses contributions from scholars in the fields of film studies, children's education, children's
media studies, children's literature studies, animation studies, and fandom studies, Features an
international scope, covering iconic films from Hollywood (including Disney), as well as from Britain
France, Germany, Sweden, Norway, Hungary, Australia, China, Japan, South Korea, India, Iran, and
Kenya, Includes chapters written from a range of critical approaches to children's film, including
genre, ideology, narrative, stardom, music, industry studies, and primary research on audiences and
reception Book jacket.
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