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Abstract: Under the background of high and new technology increasingly becoming 

advanced productive forces, the world has put forward urgent requirements for high-quality 

talents. However, with the development of information technology, the increasingly abundant 

recreational activities seem to become an obstacle to students' learning, which greatly 

increases the difficulty of cultivating talents. In view of this phenomenon, this paper analyzes 

the relationship between learning and entertainment from the perspective of "entertainment 

first" social psychology and ARCS learning motivation model. It points out that entertainment 

occupies the learning time mainly because the different time span leads to the reversal of 

people's time preference. In the future, the government should speed up the popularization of 

mental health knowledge and strengthen the supervision of digital platforms; the society 

needs to establish more effective learning and evaluation mechanisms, promote individuals’ 

abilities to collect and process information using information technology, establish a more 

comprehensive learning reward system and attach importance to cultivating students’ self-

discipline. These practical and effective measures will help promote balance between 

entertainment and learning and adapt to the trend of talent development in society.  

Keywords: behavioral economics, learning, entertainment in the first place, inconsistent time 

preferences 

1. Introduction 

The 20th National Congress of the Communist Party of China clearly puts forward the strategy of 

strengthening the country through education, puts forward important conclusions such as "education 

is the important plan of the country and the Party" and "the strong youth makes the country strong", 

and constantly promote the development of higher education. At the same time, the world is involved 

in the wave of science and technology, and the demand for high-quality innovative talents is 

increasing. Therefore, it has become the requirement of The Times to continuously promote college 

students to learn basic knowledge and improve their scientific research ability. 

However, the popularity of the Internet makes virtual social networking and online surfing 

gradually occupy the life of college students, which has a huge impact on their study. Through the 

survey of 2183 students of Jilin Industry and Business College, involving a total of 10 colleges and 

four grades (see Figure 1). It is concluded that college students' entertainment will seriously occupy 

the normal study time [1]. 
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Figure 1: Average recreation time per day. 

Hou Yanqin, Zhang Shumin and Zhang Yutong also investigated the relationship between mobile 

phone entertainment and learning procrastination, which is the most important part of college 

students' entertainment. Through a survey of 900 students from Cangzhou Medical College, it is 

concluded that there is a significant positive correlation between the total score of college students' 

mobile phone dependence questionnaire and the total score of runaway, withdrawal, evasion, 

inefficiency and the total score of the learning procrastination questionnaire and the completion of 

homework, review preparation, and independent learning dimension score, indicating that college 

students' mobile phone dependence has a serious impact on learning delay [2]. This is not only the 

squeeze of the study time, but also the deterioration of the study habits. 

Obviously, learning and entertainment can bring satisfaction to students, but more students choose 

entertainment. This is worth reflecting on and exploring. From the perspective of pan-entertainment, 

entertainment is the behavior of pursuing immediate enjoyment; on the contrary, because learning is 

essentially self-preparation and self-improvement for future life, learning becomes a behavior similar 

to delayed enjoyment. Taking this as a starting point, this paper starts to analyze the action mechanism 

of pan-entertainment doctrine, explore the causes of this phenomenon from the perspective of 

inconsistent time preference, and puts forward corresponding solutions to improve students 'learning 

motivation and adapt to the trend of the world's demand for high-quality talents. 

2. Literature Review and Theoretical Background 

What is entertainment? Xu Shen said, "entertainment, is happiness ", and defined entertainment as a 

means to seek happiness, which points out the motivation of entertainment. Entertainment 

Psychology believes that entertainment is an experience that is pursued and enjoyed by humans [3]. 

The Uses and Gratification Theory believes that users choose media based on their utility [4]. When 

they gain satisfaction by using media, they have the motivation to continuously use media for 

entertainment. Park points out that using a phone can be motivated for instrumental purposes, namely 

accessing information and entertainment [5]. The entertainment here also refers to the harvest of 

happiness. Consumers seem to be choosing entertainment rationally, but there are irrational factors. 

Epicurus once divided happiness into sensual pleasure and spiritual pleasure, believing that "sensual 

pleasure itself lies only in the continuous desire, and it disappears once the goal is achieved" [6]. This 

psychology of entertainment first also seems to be one of the reasons for excessive entertainment. 

Traditional economic theory holds that people's time preferences are consistent, but Strotz in 1956 

proposed the concept of inconsistent time preferences, pointing out that people's time preferences will 

change due to the change of time [7]. At the same time, individual learning decisions are also 
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influenced by "time preferences" [8]. Due to the inconsistency of time preference, students will have 

the psychology of myopic cognitive bias. Using the hyperbolic discount model to describe the myopic 

cognitive bias, it will be found that students' time preference has the characteristics of high short-term 

discount rate and low long-term discount rate [9, 10]. This also becomes an important theoretical 

basis for the analysis. 

The marginal contribution of this paper is that although there have been many studies on the 

interrelationship between learning and entertainment, it does not introduce the analysis perspective 

of inconsistency between time preference and myopic cognitive bias in the analysis of the influence 

of entertainment on learning, and lacks further exploration of the influence mechanism of 

entertainment. This paper makes up for this defect to some extent. 

3. Framework and Research Design 

3.1. Causes and Action Mechanisms of Entertainment 

The development of the information age has provided a fertile ground for entertainment, which has 

also become an important source of students' addiction to enjoyment. In the information age, the 

audience is no longer the passive viewer in the traditional media era, but becomes the "prosumer, that 

is, the unity of entertainment consumers and producers" [11]. This is because big data can accurately 

capture people's preferences, so while people gradually define their own entertainment, a steady 

stream of information will "cast them" to attract people’s attention. 

The encroachment of entertainment on people's life is also related to people's psychology. The 

psychology of "entertainment first" enables people to pursue simple sensory happiness. Compared 

with spiritual pleasure, the simple ease of sensory pleasure lowers the threshold of entertainment. At 

the same time, people's instinctive pursuit of advantages and avoiding harm make people seek to 

escape in the pressure of life. The interaction between the two makes people gradually indulge in 

pleasure and ignore the sense of achievement and satisfaction of realizing the value of life [12]. 

Pan-entertainment is a capitalized idea. In western culture, including in the Chinese context of 

Shuo Wen Jie Zi, entertainment refers to the spiritual recreation. However, by cultivating the theory 

of audience identity, emotional identity, value of identity and identity, etc., the entertainment deeply 

embedded in real life, to spirituality, to sublime, alienation entertainment concept, even using the 

network environment of low-cost intensified contradictions and emotional expression, happiness 

increasingly floating in the form, become a fast food consumption. 

3.2. Importance and Motivation of Learning 

Learning is a necessary preparation to realize their own sustainable development and create social 

value. China has clearly highlighted the requirements of "building a learning society" in the 14th 

Five-Year Plan and the long-term goal of 2035. This is of great significance to adapt to the demand 

of high-quality talents in the information age, promote the high-quality development of economy and 

accelerate the social and economic transformation. 

This paper wants to explore the means to solve the contradiction between entertainment and 

learning, to find solutions to urge students to learn, first of all, people must know the motivation of 

learning. This paper mainly uses the ARCS model (see Figure 2) to analyze the mechanism of action 

of each element from the perspectives of attention, correlation, confidence and satisfaction [13]. The 

main role of attention is to shift students' attention to learning, so people need to think about how to 

make students have a basic interest in learning like entertainment. Correlation refers to the correlation 

between knowledge and practice. Using the knowledge learned to solve problems in real life can well 

stimulate students' endogenous learning motivation. Satisfaction refers to the pleasure that students 

can solve problems independently by learning knowledge. Self-confidence focuses on learning to 
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master enough knowledge and confidence in self-ability. The discount perspective of time preference 

is to consider the weight given to learning by students and the utility of learning. Therefore, 

satisfaction will be the focus of this study. 

 

Figure 2: ARCS learning motivation model. 

3.3. The Relationship Between Entertainment and Learning 

According to the previous analysis, both entertainment and learning can meet the needs of students 

to a certain extent, and have sufficient utility for students. However, the reality is that students will 

waste a lot of time to meet their entertainment needs even if they clearly know the importance of 

learning, thus seriously squeezing their learning time. Moreover, in reality, there is usually a very 

interesting phenomenon: Someone had promised to follow the future study plan, but when got ready 

to implement it, the plan was almost unfinished, and most of the time was lost on mobile phones and 

other entertainment devices. This suggests that preference reversal occurs in people’s inter-temporal 

decisions. In the short term, people prefer immediate utility, but in the long term, they are more 

rational and choose to learn. 

From the perspective of diminishing patience, people always want to satisfy the utility as soon as 

possible, and largely refuse to delay the enjoyment. So, when people make a choice between 

entertainment and learning, people will consider that entertainment can bring people immediate 

happiness, but most of the utility of learning should be realized in the future, and learning means to 

separate the present time from the entertainment. As a result, many people are addicted to 

entertainment and refuse to devote their time to study. 

Under the influence of limited willpower, people cannot have complete control over their actions. 

O'Donoghue, proposed the decision two-system model, which decomposes the decision into the 

interaction process of two systems, emotional system and rational system [14]. The emotional system 

dominates and tends to enjoy short-term enjoyment, while the role of the rational system depends on 

the amount of willpower, balancing short-term and long-term utility. Therefore, the emergence of 

students' learning problems and their own lack of self-control has a great relationship. In the face of 

learning, rational people will use their willpower to make the rational system on the emotional system 

and avoid short-sighted; However, due to the students' weak self-control, the rational system cannot 
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play a greater role, and the emotional system continues to dominate, which makes entertainment 

seriously hinder the normal study and life. 

Loss aversion is another important factor. It is proved that people have loss aversion. This is 

manifested by a stronger loss of the same degree of loss and gain than the sense of gain, different risk 

preference for loss and gain, and diminishing marginal sensitivity to utility change [15]. Using the 

characteristics of decreasing marginal sensitivity, it is easy to analyze the phenomenon mentioned 

above. Whether for gain or loss, the perception of him decreases away from the reference point, that 

is, the time to learn. When making a plan, usually there is still a certain time before the 

implementation of the plan, the study plan is usually only simulated in the mind, will mistakenly 

estimate the test of learning willpower, the difficulty of learning will be small, people will "swear" 

that they will study according to the plan. However, when it comes to implement the plan, that is, 

closer and closer to the reference point, people will gradually feel the pressure of learning, and the 

degree of impatience will increase. Learning also means the loss of entertainment time, which is much 

stronger than the sense of gain through learning. At the same time, with the help of the decision-

making dual system theory, the willpower at this time can hardly balance the utility of short-term and 

long-term decisions in the face of the strong emotional system, and people will have a strong impulse 

to pursue immediate pleasure. Therefore, various factors interact and influence each other, and people 

will leave their plans behind and become appendages of entertainment. 

3.4. Resolution and Measure 

This paper analyzes the relationship between entertainment and learning, and points out that 

entertainment has a serious exclusion effect on learning. However, the purpose of the analysis is to 

urge students to better devote themselves to their study and life, so this paper proposes the following 

measures to solve the contradiction between the asymmetry and imbalance between entertainment 

and study. 

3.4.1. Popularization of Mental Health Knowledge 

Pay attention to students' psychological adjustment. One of the most important reasons for students' 

addiction to entertainment is that due to the excessive learning pressure, negative emotions are 

constantly filled in their hearts, so they turn to entertainment to seek comfort, so as to escape from 

real life. Therefore, in each school should establish a complete psychological counseling mechanism, 

equipped with a complete psychological counseling personnel. In addition to providing daily 

psychological counseling services, also mental health knowledge popularization education should be 

carried out to guide students to properly relieve pressure and avoid the psychology of negative coping. 

3.4.2. Dissemination of Valuable Knowledge 

The government should strengthen oversight of digital platforms. The algorithm mechanism of digital 

platform firmly grasps people's attention. It poisons the hearts of students with meaningless content. 

"Simple sensory entertainment is not equal to spiritual entertainment." The government should 

strengthen the restrictions on the content of digital platforms, while pursuing economic benefits, but 

also pay attention to the dissemination of knowledge, and promote the drainage of knowledge in the 

platform. At the same time, the platform should be required to limit and remind students' use time to 

a certain extent, and use mandatory means to enhance their willpower. 
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3.4.3. Establishment of Effective Learning Evaluation Mechanism 

For students, the future achievement and the realization of self-worth are relatively long-term goals, 

which makes learning become a long-term effect compared with entertainment, resulting in deviation 

under the psychological influence of inconsistent time preferences. The short-term evaluation 

mechanism of learning mainly involves academic performance. According to the ARCS learning 

motivation model, students are satisfied with the acquisition of academic performance. However, the 

problem is that the students of achievement satisfaction largely from their past achievements and 

others of contrast, but in the process of achievement evaluation is difficult to achieve absolute fair, 

achievement is difficult to reflect the various aspects of efforts, the unfair feeling will constantly 

enlarge, and affect the students' satisfaction. Therefore, teachers should establish a double evaluation 

mechanism of process and result, include more influencing factors in quantifying the performance, 

and comprehensively evaluate the whole process. At the same time, in the daily study and life, people 

should pay attention to the feedback of comments, and give encouragement and affirmation to 

students, which is an effective means to improve students' satisfaction. 

3.4.4. Improvement of Information Collection and Processing Ability 

Behavioral economics believes that incomplete and uncertain access to information can make people 

even more short-sighted [16], pay more attention to the immediate utility, and selectively ignore the 

long-term interests. As a result, they can only achieve the short-term maximum utility, and it is 

difficult for them to achieve the optimal planning. Therefore, in the context of the rapid development 

of information technology, by improving their personal information technology literacy, students can 

better judge the learning effectiveness and cost, make more reasonable learning decisions, and reduce 

the impact of entertainment on learning. 

3.4.5. Perfection in Learning Reward System 

People’s addiction to entertainment is closely related to the weak short-term utility of learning. 

However, people can decompose the learning goals, and encourage and support to excellent students 

through a reasonable award evaluation and evaluation system, so as to stimulate students' enthusiasm 

for learning. At the same time, learning tasks can be set in a gradient. Students who complete the task 

earlier should have less homework or higher scores, so that students can free themselves from 

excessive entertainment and transfer their attention to learning. 

3.4.6. Cultivation of Students' Self-discipline Quality 

In the final analysis, all the measures are only auxiliary, and students should pay attention to learning 

from the bottom of their hearts, which is the key to solve the learning problems. Students should 

strengthen the sense of self-discipline and actively resist the temptation. They should realize the 

importance of learning for their own development ideologically, so as to work hard to contribute to 

the realization of their own and the development of the motherland. 

4. Conclusion 

Learning is a necessary means to improve their own quality and adapt to the development of modern 

society. This paper analyzes the relationship between entertainment and learning through the existing 

data, and points out the phenomenon of entertainment squeezing the learning time. Then from the 

perspective of the development of social psychology and entertainment carrier, this paper analyzes 

the reasons why entertainment can quickly attract students' attention. At the same time, this paper 

starts from the ARCS learning motivation model, and points out that in addition to the long-term goal 
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of realizing their own value, attention, relevance, satisfaction and self-confidence are the four major 

starting points to encourage students to devote themselves to learning in the short term. Based on this, 

it focuses on the theory of inconsistent time preference. This paper combines the explanation of the 

perspective of diminishing patience, limited willpower and the important view of western economics 

that students prefer to entertain more in daily life. This paper also puts forward feasible measures for 

the social psychology of "entertainment first", the upgrading of entertainment carrier, ARCS learning 

motivation model, time preference inconsistency and other factors affecting students 'learning, and 

emphasizes the importance of students' self-attention. 

Of course, this paper also has deficiencies and defects. For example, in the discussion of 

entertainment and learning issues, this paper mainly uses the data of Cangzhou Medical College and 

Jilin Industry and Commerce University to draw a conclusion, and it is not representative from the 

perspective of data. For “Project 985” and “Project 211” college students, the impact of entertainment 

on learning may be relatively weakened. 
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