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Abstract. The Internet has rapidly developed to drive we-media short videos into 
the masses’ sight. With the gradual increase of social pressure, people require 
releasing their pressure through entertainment and recreation, which endows 
entertaining topics with a great weight over serious ones. As various memes and 
entertaining opinions emerge, the resulting excessive entertainment impacts so-
ciety’s moral development. From the perspective of entertainment of COVID-19, 
the research adopts documentary analysis and case analysis to acquire an insight 
into the positive and negative effects of the entertainment phenomenon of serious 
topics and provides relevant improvement measures. The results show that ex-
cessive entertainment will lead to a dislocation of news from its original inten-
tion. The government, society, and the masses should undertake corresponding 
actions to prevent excessive entertainment of serious topics.  
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1 Introduction 

Attributed to the constant development of the Internet and science and technology, 
short video-based news has come to its heyday, with numerous platforms emerging. 
According to The 50th China Statistical Report on Internet Development released by 
the China Internet Network Information Center (CNNIC), by December 2021, the 
number of Chinese short video users reached 934 million. Short videos became one of 
the entertainment activities and a major source of information for Chinese people. At 
the same time, information redundancy was becoming a pain point for the media, and 
the answer to how to make the news more eye-catching was recognized – entertain-
ment. Confronted by the strike of the coronavirus disease 2019 (COVID-19), Chinese 
people experienced a three-year quarantine and lockdown. Ironically, the fact that 
people remained scared of the coronavirus and anxious for the future even after the 
Chinese government canceled the policy rather provided we-media creators topics for 
entertainment, and acquiring economic benefits through entertaining topics on the 
virus became their stepping stone. The gap between entertainment and excessive en-
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tertainment was obscure during the time of entertainment of COVID-19. Taking 
COVID-19 as an example, this paper aims to explore the cause and impacts of the 
entertainment phenomenon of serious topics based on the Internet context. Eventual-
ly, it provides countermeasures on how to avoid excessive entertainment. 

2 Rapid Popularization of the Internet 

As the development of network technology realizes an era of mobile internet, mobile 
internet in turn injects new vitality into the Internet to allow it to satisfy straightfor-
ward users' spiritual needs more rapidly. The 50th China Statistical Report on Internet 
Development shows that by June 2022, the number of Chinese netizens reached 1,051 
million (with an internet penetration of 74.4%), of which 99.6% are mobile internet 
users. Meanwhile, the number was increasing, and the devices the Internet accessed 
from were increasingly pluralistic. According to the Report, on a year-on-year basis, 
the number of Chinese netizens increased by 19.19 million, and internet penetration 
increased by 1.4%. 

In this context, it enables we-media that takes short videos as the major agent for 
information dissemination to develop rapidly. Short videos are towering and favored 
by the masses because of the ability to introduce an event to the audience in a short 
time. Figure 1 shows that the number of Chinese short video users has been growing 
significantly since 2019, which was the beginning of short videos’ heyday. The num-
ber reached 934 million by December 2021.  

As shown in Figure 2, the number of short video users has been increasing pro-
gressively. By December 2021, the usage rate of short video users was up to 90.5%. 
According to the 2021 China Mobile Internet Annual Report, short videos have occu-
pied most people’s time online. The proportion rose dynamically. Similarly, by De-
cember 2021, the stickiness of short video users was superior to those from other 
fields, with a 4.7% year-on-year increase. The usage time accounted for 25.7%.  

In this case, most traditional media started to embrace such a mode of new media 
based on short videos, leading to a transformation of the main communication channel 
of news from text carriers such as newspapers and microblogs to short videos involv-
ing video，[1] dubbing, and text that were prevalent across various short video plat-
forms. With the rising of the masses’ network participation, their speed and range of 
propagation increased significantly.[2] 
 

 

Fig. 1. Quantity Statistics of Short Video Users in China (Source: ASKCI Consulting) 
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Fig. 2. Usage Statistics of Short Video Users in China (Source: ASKCI Consulting) 

3 Entertainment of Short Videos in the Internet Context 

To humans, seeking pleasure is natural, and enjoying pleasure is right. The rapidly 
developing society is pressuring the masses, who in turn become to enjoy entertaining 
news and are less curious about serious news topics. It makes a mysterious, entertain-
ing topic more eye-catching across the title panel. As time passes, entertaining news 
has become one of the major domains of coverage.[3] 

In this research, entertainment of serious topics indicates the process of reducing 
the proportion of serious news and making entertainment a priority to highlight the 
entertainment value of news concerning politics, the economy, and society to maxim-
ize the masses’ acceptance of serious news. However, entertainment is a dou-
ble-edged sword. Proper pursuit of entertainment contributes to collecting and 
spreading serious news, and an excessive one may lower the whole society’s sense of 
morality.[4] As a piece of news released by Hubei Fire Protection, the event was about 
a father and his child climbing and being trapped on the mountaintop. It was supposed 
to be concerned seriously, but the topic was named “Dads Could Be the Biggest 
Danger”. Also, in 2022, the Sichuan-Chongqing area suffered from a continuous 
high-temperature climate. Intermittent outages and wildfires struck Sichuan Province 
and Ba’nan District in Chongqing, respectively. Thermoplegia became a synonym for 
high-temperature regions because heat death was no longer an exaggeration for those 
working in high-heat conditions. Under a hot topic named “Sichuan-Chongqing Peo-
ple Want To Cry”, a video was released, and many comments were made on it, in-
cluding “The Hotpot Is On Fire” because these areas are famous for hotpots and “Si-
chuan and Chongqing Doomed By Fever”, to express the commenters’ scorn of high 
temperature. It reflected straightforwardly the catastrophic outcome of the entertain-
ment phenomenon of serious topics.  

In the age of news entertainment, the media succumb to digging into the enter-
tainment value of serious events and giving excessive or improper interpretations. 
[5]Memes gradually entered the world of serious topics, such as “melon eating”, “sit 
back and wait”, and “set a small stool”. As bystanders, these meme players take oth-
ers’ painful experiences as sitcoms to watch. Their indifference can be the secondary 
damage to the sufferers. 
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4 Prevailing Entertainment of COVID-19 

The quarantine and lockdown because of COVID-19 have lasted for nearly three 
years. Most of the masses suffered extremely from physiological and physical pres-
sure and were already on the verge of a nervous breakdown. On November 24, 2022, 
a fire broke out in a high-rise residential building in Urumchi (Xinjiang). The accident 
raised fierce debates among netizens. The masses did not know whether there were 
any injuries or deaths out of the policy, but it was the last straw that broke the masses’ 
mental backs. Many university students protested against the policy, for instance. 
Under the pressure of international and domestic situations, the Chinese government 
chose to reverse the quarantine and lockdown policy, which caused a large-scale 
spread of COVID-19 in China. Almost every Chinese felt insecure. With the pent-up 
emotion and the fear of the virus, many We-media creators selected entertainment as 
an answer to ease the masses’ tension and panic. While the masses were in urgent 
need of mental relaxation and solace, the entertainment of COVID-19 served as an 
excellent solution that met the masses’ demands.  

Since then, the strains have been named differently according to symptoms they 
caused, such as “the Blades”, “the Starved”, “Fart”, and “Weight Loss”. As the num-
ber of patients kept increasing, led by We-media creators, many netizens posted funny 
short videos where their bodies were smoking because of the significant fluid loss 
resulting from high fever.  

Network clusters that gathered netizens with similar opinions and feelings in a 
short time made the prevailing entertainment phenomenon of COVID-19 inevitable. 
These people have reached a consensus, which was shaped further to be a framework 
of communication, bonding with personal linguistic features and shared emotions. In 
this case, a network topic is likely to be coupled with massive short video users’ com-
bined attention and influences. Apparently, COVID-19 is one of the topics that drew 
the attention of nearly all Chinese people. It provided them with a sense of collective 
identity on the Internet. 

5 Impacts of Entertainment of COVID-19 and 
Countermeasures 

5.1 Impacts of Entertainment of COVID-19 on the Masses 

Entertainment of COVID-19 has eased the panic, anxious Chinese people confronted 
with the sudden cancellation of the quarantine and lockdown policy and the spread of 
the virus, implying to the masses a promising future. To some extent, these topics and 
news contents have attracted the masses and provided scientific knowledge on the 
strains and a series of symptoms the patients may experience. The funny, relaxing 
strain names alleviated the masses’ fear of COVID-19 and helped to determine the 
specific strain the individual was exposed to and the medicines available. Entertain-
ment created an attitude of pulling together in times of trouble to remove the fear and 
anxiety of most Chinese people.  
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Excessive entertainment, on the other hand, impedes the masses from absorbing 
factual information.[6] With the increasing number of short video creators focused on 
the entertainment of COVID-19, massive information was published on social plat-
forms. Regular popular science short videos were overwhelmed by entertaining ones, 
resulting in, at least partly, users being more likely to be exposed to false information. 
Moreover, such popular science information was full of all sorts of memes that con-
siderably lowered most people’s vigilance for COVID-19. While the “seven-day re-
covery” theory among patients with mild symptoms was well-founded, some critical 
patients could be ignored. Most people tended to believe the virus was, for now, 
weak. A creator named the strain she acquired “Weight Loss” because she lost much 
weight after being infected by this specific strain. In the case of excessive entertain-
ment of COVID-19, many comments under the short video had a shared intention – 
being exposed to “Weight Loss”. Some netizens from the same region even started to 
line up in the comment section, expressing the intention of gonging to the creator’s 
apartment for the strain. According to their responses, COVID-19 was no longer a 
disease that put all people in danger but a benign strain that people could select based 
on the symptoms. 

The author selected one of the short videos concerning “Weight Loss” from a 
well-known platform, under which 11 thousand comments were made. In order of 
popularity, 300 were selected for statistical analysis, among which nearly 140 ex-
pressed the intention of being exposed to “Weight Loss”.  

Influenced by the excessively entertaining short videos, people were no longer 
worried about and scared of the suffering of critical patients and the mortality of older 
people that are vulnerable to COVID-19. People started to ignore self-protection to 
improve the possibility of infection, as one of the current adverse impacts of exces-
sive entertainment of COVID-19. 

5.2 Countermeasures for Excessive Entertainment 

5.2.1 Government. 
The government should formulate and publish laws and regulations to prevent se-

rious news from being excessively entertaining. In-depth survey and governance work 
should be undertaken in the culture and entertainment fields to reinforce the supervi-
sion of new media further. Thus, it may guarantee a proper orientation, truthful con-
tent, and purposive dissemination of news. 

5.2.2 Industry. 
The media should steer the orientation of Internet speech. Mainstream media 

should produce truthful popular science content in time, leading the masses to im-
prove their awareness of self-protection with scientific knowledge. We-media creators 
should be responsible for making full use of their flexibility to ensure the masses stay 
on the correct routes. The companies in the industry should also be responsible for 
improving the overall humanistic cultivation and quality of the practitioners through a 
continuous system covering personnel screening, training, and education. 
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5.2.3 The Masses. 
The masses should establish a good concept on serious topics. In no case, exces-

sive entertainment with the pain of viruses and diseases should be avoided. It is not 
proud to be infected by some diseases, and it is not worthwhile to show off. As for 
serious topics, everyone should abandon the mentality of teasing as a bystander and 
work together to maintain the correct orientation of social values. 

5.2.4 Society. 
Society should make a joint effort to cultivate a sense of moral responsibility 

among teenagers with immature personalities and unformed concepts of the world, 
life, and values. As various opinions appear online, they are susceptible to negative 
ones because of the absence of robust information filtering. [7]If there is no correct and 
healthy guide from the media, schools, and parents, these teenagers may have a de-
creased sense of moral responsibility, which triggers more social conflicts. 

6 Conclusions 

“In the bygone era, where there was a shortage of information, we were committed to 
searching and collecting news. Now, confronted with massive information, we should 
pay more attention to the process.” Excessive entertainment of serious issues is sub-
stantially the representation of a fading essence in the news because a piece of news 
that carries much entertainment is inevitably involved in a dislocation from its origi-
nal intention. However, the fact is that currently, entertainment has become a signifi-
cant communication means of serious events. Media at all levels are committed to 
endowing the truth with entertainment and spice to maximize the spread, during 
which the authenticity and seriousness of the event and the deviation from the topic 
are uncontrollable. It is prone to cause a dislocation of news from its original intention 
and diverge the focus of a serious event. 

Typically, entertainment of COVID-19 partly reduced people’s fear of the virus 
and death, whereas excessive entertainment took away the masses’ attention and 
made people believe that COVID-19 was no longer a risk. In the context of rapidly 
developing network media, serious topics should not be replaced by entertaining top-
ics. The government, society, and the masses should make corresponding improve-
ment actions to rectify entertainment of serious topics from being excessive to mod-
erate. 
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Creative Commons license, unless indicated otherwise in a credit line to the material. If material
is not included in the chapter's Creative Commons license and your intended use is not
permitted by statutory regulation or exceeds the permitted use, you will need to obtain
permission directly from the copyright holder.
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