Streaming Learning
Entertainment is evolving from just being cable television to thousands of options with the click of a button. At Netflix, we are continuing to push the boundaries of what makes good entertainment. In my position, I look for the next big hit and how to make more people want to watch it. After researching, I found that we are lacking in the market for educational entertainment. There are options for younger audiences with hits like Brainchild and Carmen Sandiago. For older audiences, there are options for documentaries Unfortunately, there are only a few options for shows with examples like Explained and The Universe. There is a market for these shows, but it will be more difficult than other genres. People do not usually search for these options. This is because of wanting to give their mind a break in streaming. In this document, I will describe some important aspects to consider what will make an effective learning process. This document is separated into describing learning, how to consider the audience, and additional ways to consider how information goes in. Important concepts are bolded and highlighted the first time they appear and are included for easy access. The citations will be in red font for easy viewing. For additional information, there is a works cited so if you desire you can read the information directly. This document will consider the importance of variables in how to make a good educational show which are understanding learning, the audience, and the nature of how people take in information.
Learning: Overview of What is Learning?
It is difficult to discuss an educational program without describing learning.  The importance of learning and what it is are other important topics. In basic terms, learning is people growing by the information, places, people, and things that surround them (HPLII 2 Chapter 2). This is the basic term, there are a variety of factors that influence the effectiveness of learning. Effective learning needs to include a variety of skills to be beneficial for the learner and experience is also important to make the knowledge transferable(Koedinger et al., 2013; as cited by HPLII 2 Chapter 2). Learning is not just something that one should need to do in school.
Biological benefits
There are some biological benefits of learning because of brain changes. Brains will change based on experiences, interpretations, and thoughts (Hackman and Farah, 2009; Immordino-Yang and Fischer, 2010; Kitayama and Park, 2010; as cited by HPLII Chapter 3). The brain is interconnected which means that it needs multiple areas to work in unison (Sporns, 2011; as cited by HPLII Chapter 3). This is important because no single skill uses just one part of the brain (Farah, 2010; as cited by HPLII Chapter 3). There has been evidence of brain matter reduction when lacking learning opportunities (Nelson et al., 2009; as cited by HPLII Chapter 3). We can use these benefits to market the show. Some people want to use their brains and be challenged. If they know that this will be an opportunity it could interest the audience. It also could be marketed as a learning tool for schools. Think of Bill Nye the Science Guy the show was educational, fun, and teachers used it as a learning tool. This would increase the audience by having people want to know what other episodes entail. Just as the teachers know there are a variety of ways to learn.
Maximizing learning
You do not want people to feel forced to learn. Incidental learning is learning without intention and has been shown to be more effective in retention (Eagle & Leiter, 1964; as cited by NOBA Factors Influencing Learning). Learners need to be motivated to have effective learning (Pintrich, 2003; as cited by NOBA Factors Influencing Learning). People put in more effort prioritizing important information over unimportant  (Castel et al., 2002; as cited by NOBA Factors Influencing Learning). This can be done by trying a variety of learning approaches and some of which are listed below.
	Collaborative learning
[bookmark: _Hlk121302681]There are a variety of learning types that are effective but not all of them can work on television. Collaborative learning could be possible if there is a big enough fan base. Peers can help develop each other’s learning by helping increase self-esteem and perspective-taking (Roschelle, 1992; as cited by HPLII Chapter 3). This does not have to be in-person collaboration there is starting research on the effectiveness of it on the internet (HPLII Chapter 7). We should not plan on having a big fan base early on because nothing is guaranteed. There are some fandoms that are large but do not interact a lot. Think about game shows. The following is large but you do not see them often meet up to discuss the show.
	Self-Regulating learning
Self-regulating learning is a way to hopefully get a receptive learner. This is defined as how a learner is focusing on the learner or achieving their goals (HPLII Chapter 4). Ways to maximize it is by having people invest in their learning, be curious and want to learn the content, and have the ability to learn the content (Hattie and Donoghue, 2016; as cited by HPLII Chapter 4). There are multiple ways to maximize self-regulating learning because this will be the most effective in television. There is nothing besides the self to motivate the viewer to learn something. 
		Maximizing Self-Regulating learning
[bookmark: _Hlk121303011]One needs to be in the right mindset to learn. Mindset can be influenced by self-efficacy, values, interests, and goals. Self-efficacy is impacted by past performances, experience, feedback, physiological states, and social influences (HPLII Chapter 6). This is what will motivate people to watch the show. It can be aided by goals to make it more effective (Bandura and Schunk, 1981; as cited by HPLII Chapter 6). Goals do not need to be known to be effective (HPLII Chapter 6). There are different types of goals that people have. The goals themselves can be related to achievement, belongingness, identity, autonomy, and competence and are rooted in personal, cultural, and subjective matters. Mastery goals are when someone wants to increase understanding of the topic regardless of how competent they seem to others. Performance goals focus on wanting to seem competent on the topic and can be separated into wanting to seem smart (performance presentation) or wanting to not be dumb (performance-avoidance) by others (Seko et al.,2011; as cited by HPLII Chapter 6). Goals need certain aspects to be good goals. You need age-appropriate, use the resources available, and account for technology-related issues (Baltes and Baltes, 1990; Heckhausen et al., 2010; as cited by HPLII Chapter 9). Knowing this information aids in understanding why people seek out this material. It is because of these goals that can influence if someone will want to engage with the show. Their goals can be motivating factors for continued viewership. It could be as simple as wanting to be better on the show or wanting to learn something new.
Value is another important way to impact someone’s mindset on learning. People want value in what they are learning, and this has led to research on what makes something valuable (HPLII Chapter 6). The current train of thought is called the Expectancy-Value theory which states things are valuable if they are useful, enjoyable, important to the individual, and the individual believes it is worth pursuing (Eccles et al., 1983; Wigfield and Eccles, 2000 as cited by HPLII Chapter 6). This can be capitalized by making the shows entertaining and worth people’s time. The shows do not have to be serious to be effective. It can have jokes. Think about the television show Drunk History. It has people tell history while they are drunk and has famous actors act it out. This show is effective because it is entertaining, has useful information, and people want to spend time watching the show. Using comedians to bring education to life could be more effective than professors in the field. This can increase interest in the show as well. People will not want to show up or have enthusiasm if there is no interest (Ackerman et al.,2001; as cited by HPLII Chapter 6). Personal interest is the most stable and effective way to get people to want to learn (HPLII Chapter 6). There are some easy ways to make learning interesting and it is simple by using entertainment. Information is more interesting if it is new, unexpected, visual, or uses comparisons (Wade et al., 1999; as cited by HPLII Chapter 6). This means that the shows that we fund should be about topics that are rarely talked about and extremely visual. There is no need for another reboot of the series Cosmos. There is plenty of space shows out there. We should be looking into deep-sea shows or even animal shows that focus on animals that have gone extinct. This also will give people a choice in the matter which will help them feel that they have the ability to learn (National Research Council, 2012c; as cited by HPLII Chapter 6). The choice is important because there are so many options for entertainment. Choice in the matter can increase interest in the topic as well which would be beneficial for continued watching (Patall, 2013 as cited by HPLII Chapter 6). This also could decrease negative feelings about the media because there is a relationship between making a choice and preventing negative feelings (Murayama et al., 2015; as cited by HPLII Chapter 6). We want people to have positive feelings about the shows they watch.
Observational Learning
Learners are going to learn by observing which is the definition of observational learning (NOBA Conditioning and Learning). This was built upon by Bandura who created the Social Learning Theory which discusses how people can learn new responses from watching others and has the steps of attention, retention, initiation, and motivation (NOBA Conditioning and Learning). All of these aspects are important for how someone can use this knowledge. If there is a breakdown anywhere it will not be effective. You do not have to directly do behaviors to learn them. The key is imitation, interpretation, and inference (Blackmore, 2000; as cited by HPLII Chapter 3). This can be aided by who gives the information. People tend to take cues from authority (Schultz et al.,2007; as cited by HPLII Chapter 3). Authority is not always people in power. It can be people who look like they know what they are doing. This would be demonstrating the norms of society. Social norms can be split into descriptive norms (what people actually do) and injunctive norms (what people should do) and are important to learning (Cialdini, 2007; as cited by HPLII Chapter 3). Watching people who look like they know what they are doing can cause people to learn what to do. This can be demonstrated by the characters in the show. If they are confident with what behaviors they have this can cause other people to follow. 
Effective ways to teach information
Assessing the learning
Assessing learning is an important part of retaining knowledge and should help the learning progression and be evidence-centered (HPLII Chapter 7). This leads to the problem of feedback and how to give it. There is no way to interact directly through the screen, but feedback can be given. Feedback is effective when it is focused on the learning, supportive, delivered on time, and delivered to a receptive learner (HPLII Chapter 7). We can control all aspects of this besides the receptive learner. We can do this by testing the information. Testing is another way to solidify learning because it showcases important information and gives another chance for people to retrieve the information (Roediger & Pyc, 2012). This can be done through little quizzes throughout the show. It could be beneficial to do them before ad breaks if that is something that our company considers. This will give people time to answer questions, stay engaged with the show, and challenge their knowledge.
			Errors
Testing people can lead to the topic of errors. Most people do not like to make errors because it is scary and has mixed research on if it is beneficial or not (Metcalfe, 2017). Some people thought that it is a waste of effort if someone learns the wrong way and practices it (Bandura, 1986; as cited by Metcalfe, 2017). This is not accurate. Errors need to be related to the correct response to improve learning and can increase the memory of the correct answer  (Kornell et al.,2009; as cited by Metcalfe, 2017). To know someone made an error they need feedback. One uncontrollable part of feedback is that people pay attention to the feedback (Kulik & Kulik, 1988; as cited by Metcalfe, 2017). There are ways to control feedback. It should be corrective and the learner should know what the correct answer is (Pashler et al., 2005; as cited by Metcalfe, 2017). This can be done by having characters say the correct answer and be positive about all of the choices. People tend to remember the error and the context that they got it wrong which is called recursive reminding (Metcalfe, 2017). People do not want to have a negative association with the show. That is why the characters should be kind about all options. People tend to be confident with their answers if they know the answer which can make them remember being wrong more likely than if they did not know (Fazio & Marsh, 2006; as cited by Metcalfe, 2017). This is called the hypercorrection effect. We do not want them to remember feeling bad every time they remember the information, especially facts that occur often.
		Facts
	Facts are something that can be more difficult to observe and need a different approach. This is the type of learning that humans excel in and can help humans learn how to act (HPLII Chapter 3). The brain was made to learn facts and understand the world around us. You cannot learn facts by one-time exposure (HPLII Chapter 3). This is why the repletion and spacing are important. Repeated exposure will help improve memory of the facts (Benjamin and Tullis, 2010; as cited by HPLII Chapter 3). One should take caution depending on what type of information is going to be presented. It is most likely that we will use facts so it should be presented using the tricks below.
	How information should be presented
There is an art to making information stick to someone’s mind. Memory can be aided with a variety of tricks especially if there are different mediums involved (HPLII Chapter 2). This is also shown to be effective if it is unusual or new to the individual (Roediger & Pyc, 2012). So, throughout the show, there should be a variety of ways to show the information. Spacing and repetition are key to distributing the materials (Roediger & Pyc, 2012). You do not want to only show the information once because it is not effective. Repetition increases retrieval which helps retain information and makes it easier to use (Karpicke, 2016; Roediger and Karpicke, 2006b; as cited by HPLII Chapter 5). This is good when it is successful and unsuccessful. Failed retrieval also helps people learn that they need to know that information and adjust their learning approach (Pyc and Rawson, 2010; as cited by HPLII Chapter 5). It is also not effective to block all the information together. So, one should not stack facts on top of facts because that can get boring and ineffective. The spacing practice has a lot of evidence of being effective and having more benefits (Balota et al., 1989; Rea and Modigliani, 1987; Simone et al., 2012; Toppino, 1991; as cited by HPLII Chapter 5). Spacing is good to help keep the knowledge in the brain  (Baddeley & Longman, 1978; Bahrick et al., 1993; Melton, 1967; as cited by NOBA Factors Influencing Learning). Knowledge is a complex topic that has a lot of information talking about how to keep it.
 		Knowledge
Knowledge is an important part of learning and should be considered when making an educational show. The mind uses structure to store and recall information (National Research Council, 2000; as cited by HPLII Chapter 5). This structure is beneficial to learning. The organization helps retain information better than if it is chaotic (Bower et al., 1969; as cited by HPLII Chapter 3). This plays into what knowledge is.
 Knowledge is how one puts together information and tries to connect it to make a framework (HPLII Chapter 5). Knowledge does not quickly appear. It uses time, location, circumstances, and other factors to make conclusions (Esposito and Bauer, 2017; as cited by HPLII Chapter 5). There are three requirements for knowledge to happen. One needs to pick out information to focus on, note if it is important, and use the information for a variety of situations (HPLII Chapter 5). Knowledge can lead to reasoning because of having that information. Inferential reasoning is making logical connections to organize knowledge to understand it and draw conclusions based on reasoning (Seel, 2012; as cited by HPLII Chapter 5). One way to do this is by having a next time on at the end of the show. This will give people a hint on what is going to be important and can help improve inferential reasoning (Gick and Holyoak, 1980; as cited by HPLII Chapter 5). Learning by making inferences can be productive. Abductive inferences are uses to draw conclusions from less information and generalize it (Lake et al., 2015,; Tenenbaum et al., 2011; as cited by HPLII Chapter 3). Age can impact how people use their knowledge. Since older people have more information to pull from the learning benefits increase (Hedden and Gabrieli, 2004; as cited by HPLII Chapter 5). This can help them make conclusions better.
	Knowledge is important because it helps people learn and can help people reach conclusions if they have prior knowledge (HPLII Chapter 2). This is because people use their knowledge to keep the relevant information in their heads. It is understandable that knowledge of the information is related to the retention of related information (Beier and Ackerman, 2005; as cited by HPLII Chapter 2). So, we should not consider information that is so selective the wider audience is not aware of its existence. I am sure some people would like a show about Medieval French Literature, but it would not be as popular as one about American Authors’ lives. This is because the less you know about something the more likely you will need to rely on things besides your previous knowledge (HPLII Chapter 2). This will cause people to use more executive functioning which is not always desired when watching shows.
		Executive Functioning
[bookmark: _Hlk121228181]Executive functioning is a mental process that needs intense focus so would be beneficial to not be on autopilot  (Burgess & Simons 2005, Espy 2004, Miller & Cohen 2001; as cited by Dimond, 2013). This is separated into smaller sections. Not all shows need executive functioning. This is not a requirement for entertainment. One does not watch The Office with all of their focus. If you want people to take something away from the show executive functioning is a must. This will also impact the thoughts and behaviors of the audience because of the fact that it uses different parts of the brain (Collette et al., 2006, Jurado and Rosselli, 2007; Marvel and Desmond, 2010; as cited by HPLII Chapter 4). Cognitive function is another beneficial concept. Cognitive functioning is described as not rigid and is separated into spatial perception, changing perspectives, and adjusting mindsets (Diamond, 2013). In shows, this is easily manipulated because of the nature of well-written characters. It is hard to have only your perspective if you find out where people come from. The set design can also manipulate the audience to feel like they are a character in the show. Both executive functioning and cognitive functioning play into metacognition which is how a person regulates their cognitive processes and behavior (HPLII Chapter 4). This is important because the individual is responsible for their own learning (NOBA Factors Influencing Learning). We want to know if people are aware of how their brain is functioning if they are looking for educational programs. One way to increase these cognitive functions is by going through the same mental processes as the original encoding which is called transfer-appropriate processing (NOBA Factors Influencing Learning). This can be difficult because we are unable to control how people are getting this information. They could be on the couch watching or doing something else or multitasking on something else. Cognitive functioning declines with age. Inhibitory functioning which is the ability to block out unimportant information declines with age (Hasher & Zacks, 1998; as cited by NOBA Aging). Sensory functioning which is how you use your senses has also been shown to decline with age (Baltes & Lindenberger, 1997; as cited by NOBA Aging).	
	Audience
The importance of the audience is something to consider. People are influenced by the social, emotional, thinking (cognitive), goal-oriented (motivational), growth (developmental), biological, and the now (temporal) (HPLII Chapter 2). One example of how people change is situational identity (NOBA Culture). This is how someone can change and adapt based on their environment. The term is different from self-construal which is how the individual fits in with other people in their environment (NOBA Culture). This is important because entertainment should be an escape. We do not want someone to feel like they need to be someone they are not. This will influence the culture we want to create with the shows. Culture is behaviors that are learned, and a group of individuals has these sets of actions, beliefs, social norms, or views of the world (NOBA Culture). We should strive to create a community that searches for knowledge and relates to the stories shown. This will cause cultural intelligence which is when someone’s culture impacts their actions (NOBA Culture). We also do not want to gatekeep this culture from people. We want everyone to be a part of the fandom. This means that we do not want to create a culture with progressive cultivation which are activities that are supposed to be high class (NOBA Culture). We want people to want to learn and share the fandom with others which are defined as enculturation. Parents should want to pass down their knowledge to their children. A good example of this is the Pokémon franchise. It continues to bring people together and share what they know with others. In an ideal world, we would want to become as influential as that brand. This could influence people’s ways of life which are the common beliefs and behaviors (NOBA Culture). One thing to consider is how the audience’s view of self will influence the brand. Individualistic cultures focus on the self, people like making their own conclusions, and want to see themselves as their traits (NOBA Culture). Meaning that some characters should be advertised as independent and have strong traits that people can relate to. Additionally, collectivistic cultures focus on groups, connections with others, and how people fit into social contexts (NOBA Culture). Meaning if you want to market those cultures you need to have strong relationships and likely a show that focuses on a group dynamic.
	Age of audience
The age of the audience is another factor to consider. Life Course Theories state there are different times in life when there are different expectations (NOBA Aging). These expectations are relatable to individuals. Think about how many people relate to television. It is because you can see how another person deals with the struggles of life. Life Span Theories are person-focused and are how the individual deals with the expectations of life (NOBA Aging). Television is a way to influence individuals on how they can fit into society. It is common knowledge that as one ages their brain does not work the same way as when they were younger. This is because of a slowing in processing speed and working memory (NOBA Aging). Processing speed is how long it takes to do a task which has been shown to impact working memory (Salthouse, 2004; as cited by NOBA Aging). Working memory is involved in the storage and use of information and it slows with age (Craik & Bialystok, 2006; as cited by NOBA Aging). There are not only negative impacts on cognitive ability and aging. Aging has been shown to have higher efficiency in chess players because they only focus on a few moves (Charness, 1981; as cited by NOBA Aging). Meaning one should not eliminate the older audience. There are plenty of reasons why they will want to watch educational shows especially if they want to age successfully.
Successful aging includes three things that are important to the individual (Rowe & Kahn, 1997; as cited by NOBA Aging). They are avoidance of risk factors, engagement in social activities, and keeping in shape mentally and physically. Television offers all of these opportunities. There are very few unknown dangers in one’s house. The educational aspect of the show keeps them in mental shape. This is why game shows are so popular with the older demographic. The way to engage with other individuals about the material could be made because of the internet.
Aging does not mean a certain age. Subjective aging which age group people relate to and how old a person feels (NOBA Aging). This means that we should not market a show for a certain age frame because this could impact the audience’s age identity. Age identity is how satisfied someone is with their age and can be positive or negative (NOBA Aging). Aging is associated with a change in well-being which is separated into global and hedonic. Global subjective well-being is the perception of one’s life (NOBA Aging). This can be influenced by life events (Lucas, 2007; as cited by NOBA Aging). Hedonic well-being is looking at the positive and negative feelings and looking at the emotional aspects (NOBA Aging). There is evidence that older adults feel more positively than other adults (Magai, 2008; Mroczek, 2001; as cited by NOBA Aging). This could be because of a variety of factors. One model is Ryff’s (1995) Model of Psychological Well-being includes managing life, independence, the purpose of life, personal growth, and positive relationships (NOBA Aging). As the model states, social relationships are key in aging and there are two thoughts on why. Antonucci's Convoy Model of Social Relations states that people want social support, and what this means varies throughout life, but it keeps people together (Kahn & Antonucci, 1980; as cited by NOBA Aging). Carstensen’s Socioemotional Selectivity Theory people change what type of interactions they want causing more emotional regulation interactions later in life (Carstensen et al., 1999; as cited by NOBA Aging). This can explain why people are having more positive feelings because of social interactions. There is a common trend of how a person feels about aging (self-perceptions of aging) and having positive feelings about it. We can capitalize on that desire to age with shows. Creating an outlet for people to learn and feel like they are connected to bring in continued viewership.
How to organize the information
	Categories
There needs to be a way for people to organize their information. One way to maximize it is by using categories or a set of things that have shared properties that can be used to learn, make connections, and handle memories (NOBA Categories and Concepts). These do not have to be well defined they just have to have necessary features, be jointly sufficient, and able to change because of exceptions. This is easy to be seen in things that are common. One should not have a show that hits every topic on the planet. There should be a common theme overall. People should know what to expect. The Family Resemblance theory discusses that if things are typical in the category then they have features that are common in this category and not others (Rosch and Mervis, 1975; as cited by NOBA Categories and Concepts). The features that you think of first in a category are called weighted features (Smith & Medin, 1981; as cited by NOBA Categories and Concepts). The exceptions can be just as powerful as the common options. This means that there should be a special episode. Think about the holiday episodes in shows. These can be the most popular and memorable. Exemplar theory states that you remember those better and compare things to the exceptions (Medin & Schaffer, 1978; as cited by NOBA Categories and Concepts). Some people believe that each category has a sense of essence about it which is called psychological essentialism (Gelman, 2003; Medin & Ortony, 1989; as cited by NOBA Categories and Concepts). This leads to the idea of concepts. Concepts are the mental representations of categories that are important for inferring how things are done by helping connect concepts (NOBA Categories and Concepts). The visuals for the shows should not be unrelated to the topic. We do not want to show animal photos when learning about space. Connecting the two ideas together can make them stick better to one’s memory.
	Habits
Habits are a way to make things stick. Decision-making is important to start a behavior but afterward, it is automatic (Hidden Brain, n.d.). This seems insignificant but forty-three percent of our actions are run automatically. This means that you need to find ways to make things enjoyable. Behaviors are easy to do if they are automatic, easy, obvious, or fun (Hidden Brain, n.d.). This is why the show needs to be entertaining for the audience and easily accessible. People are not going to look hard for a new show. Reducing the struggle of continuing the behavior makes it easier to continue (Hidden Brain, n.d.). Things like the continue watching button or having it on the top of one’s watchlist makes it easy to continue. 
	Attention	
Attention is something that we should consider. Humans only have an attention span of 8 seconds and even with that, there is limited capacity (NOBA Attention). Attention can be selective because we can only focus on certain things and block out the rest. How much actually goes inside the brain has had some debate. People who believe in the Late Selection Model think that everything gets processed, but the important stuff goes to consciousness. If we want to go down that route we can implement subliminal messages in the shows to get more people to buy our shows and sponsored products. Suggestibility is another option if we want to go the misinformation route and implant information because of individuals (Schacter, 2021). Personally, I do not recommend that route because it would be difficult to get someone reputable to say something incorrectly. We can also divide our attention which means that one is not using all of their resources on the task (NOBA Attention). This is another way to get people to continue to buy our sponsors’ products. Absent-mindedness is the breakdown of attention and memory (Schacter, 2021). A subsection of absent-mindedness is mind-wandering which is when attention is on an unrelated task (Szpunar et al., 2013; as cited by Schacter, 2021). It will be hard to keep everyone focused on the show. So, we should account for people forgetting because of a lack of attention.
Continued Watching
There are reasons why people would continue to watch the programs. One common thought is called the Law of Effect. This discusses that people will repeat behaviors that have a positive effect and are less likely to repeat ones that have negative effects (NOBA Conditioning and Learning). So, people will watch shows that make them feel good instead of ones that do not. This does not mean that it has to be a happy show. The Game of Thrones series would not be described as happy but people continue to watch that content. This could be because of the Qualitative Law of Effect which is about how behaviors will depend on the reinforcement of alternative behaviors (NOBA Conditioning and Learning). If there are no good alternative shows they will continue to watch ones that are not as good. Think about the Netflix romance originals. Most of them have multiple installments and tend to get lower ratings the longer that the series goes on. If there are no other options available people will continue to watch the programs even if they decrease unless something else taints the image. People will stop doing behaviors after an undesirable connection which is called the Reinforcer Devaluation Effect (NOBA Conditioning and Learning). A recent example of this is the Pirate of the Caribbean franchise. People stopped watching those films because of the Johnny Depp and Amber Heard case. This caused people to not want to support the two because they could not watch the films without remembering the case. Emotions can be important for processing information. Emotions can be beneficial because they help the individual set goals and work harder (HPLII Chapter 2). Not all emotions can be beneficial, and that case is an example of it. Negative emotions like anxiety can make the brain work ineffectively and rely on other things like bias (HPLII Chapter 2). Bias will likely happen if people rewatch the content. This is because bias changes the memory because of current beliefs, knowledge, and feelings (Schacter, 2021). The type of bias that involves current beliefs is called consistency bias (Schacter, 2021). Meaning we need to keep our production out of the drama. If people get wind of something negative it could impact how they view the show. This means having people on deck to help cover up celebrity scandals and be ready to dispose of controversial members of the staff.
Working in the entertainment industry means understanding the trends and why people think the way that they do. We cannot get people to continue to support our products if they are focused on the next big thing. Educational options may be the next big thing because of the amount of research and benefits it has on the viewer. If we allocate the funds correctly this good be a long-term investment. This might not be the next Stranger Things, but it could impact the popular culture of the times. Expanding our options to include more high-budget educational shows can improve viewership. Using the information discussed will be the most effective way to share the information. It is hard to pass up something that is well done. We want to have the best quality shows on the market so there is no thought on what services to purchase. Having a variety of options including educational programs will cause people not to want to buy services like Discovery Plus, one of our big competitors. In the end, it all comes down to if we are willing to make the investment. There is plenty of research on how this can be beneficial for our company, we just need someone to take a chance and do it.
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