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ABSTRACT
The advent of social media has fundamentally transformed the entertainment industry. reshaping how content is created, distributed, and consumed This abstract explores the multifaceted impacts of social media on the entertainment sector, highlighting key areas of influence including marketing, audience engagement, content production, and revenue generation. Firstly, social media platforms have revolutionized marketing strategies within the entertainment industry. By leveraging tools the targeted advertising and influencer partnerships, entertainment companies can reach vast, global audiences more effectively and at a fraction of traditional marketing costs. Viral marketing campaigns on platforms such as Instagram, Twitter, and TikTok can generate unprecedented buzz, driving viewership and ticket sales. Audience engagement has also been significantly enhanced through social media. Fans can interact directly with creators, actors, and musician, fostering a sense of community and loyalty. This direct line of communication has led to more personalized and immersive fan experiences, as well as real-time feedback that can influence creative decisions. Content production has seen a notable shift as well. User-generated content on platforms like YouTube and TikTok has democratized the creation process, allowing independent creators to compete with established studios and networks. Social media trends often dictate content themes and formats, leading to a more dynamic and responsive entertainment landscape

i

CHAPTER ONE
INTRODUCTION
1.1 BACKGROUND TO THE STUDY
Social media can be broadly deﬁned as the set of Inter active Internet applications that facilitate (collaborative or individual) creation, duration and sharing if user-generated content. example of Social media platforms are numerous and Varied. They Include Facebook, Snapchat, Dating Sites, TikTok, Youtube, Instagram, liPedi Google, Chrome. Social media platforms
share all the above mentioned characteristics but are uniques from me another in many aspects, In Particular platforms Often Vary in their architectures, Structures, norms and user bases. In working to differentiate between kinds of Social media a platforms, Scholars distinguish and label several Subsets of Social media with a particular emphasis on social
networks Sites. BOYD and ELLISON (2017) explicitly differentiate Social network site from Social networking site, they argue that social returning Implies meeting new people and making new connections, which contrasts with actual user practice: Speciﬁcally, Social network site Users tend to Interact with existing rather than new social Contact.
* Second subcategory of social media consist of microblogging sites, these allows user to distribute shot messages to a broad audience, often through links and mages. Such sites have explicit limits on the number of characters or amount of content allowed per message. Twitters, the predominant microblogging site in the Nigeria, and Nigeria’s suite of microblogging sites, limit each message to 140 characters, TikTok, X-video application, limit Clips to 6o seconds.
The modern century is the age of digital age, Social media without life seems meaningless, and most of us cannot live without its every morning, almost every Individual reach for their phone and check through notiﬁcation on social sites accounts, where we Interact with each other through online Dewing (2017) Stated that Social media can be used anywhere, at any time and for any purpose where an Internet Connection is available CHEN (2019) pointed out that the inﬂuence of digital or new media on the Society is Illustrated In terms of the Cognition, Social effect and a form of aesthetics - stegear (2019) stated that new Social media can accelerate Social Changes involving in the structure of Community. CHEN (2022) revealed that new social media such as facebook, Blogs, MySpace, YouTube, Twitters, and instagram have allowed people from every Single place if the world to represent themselves in their signiﬁcant ways and stay touched
in technological world. Wooley (2023) stated sending messages to posting on social apps, they are ongoing uses of digital
media that shows all the channels. that make online personal communications possible
The Social media is a socialized platforms, which share ideas and Interests, Chatting and even blogging. It is a great part of our daily lives , Social media has been playing a powerful role in international relations for bringing many causes to attract public attention.Hanse et al (2017) deﬁned social media as a set of online application and tools that provide ways to Social interaction and communication between digital media uses by facilitating and Creating Knowledge sharing and ultimate transforming a monologue into a dialogue, For instance by an organization to customers. This is the real fact that Social media can Improve peoples lives. live lectures are now possible because if Social media people can attend a lecture happening in foreign country while Sitting in their own Country.
People use social media for many purpose, such as Socializing, ﬁnding and sharing Information, Shopping, Social skills. One of the Important thing in mr life in the current State is owning a Technological device to make life easy and smooth, Social Skills are Important because they are the best for having positive relationships with your partners, friends and for your Career. Social skills allows you to connect with other people that is important in our daily life Social Skills also
Create rooms for effective and efﬁciency with each other which also Increased the ability to understand people and to Sense how they feel as well as their wants and needs.
Entertainment has always been an element of human Society and It takes man forms Including ﬁlms, television, Radio, Theater, music, and video or Computer games. The objective of
entertainment is to provide amusement or to divert attention. It has evolved into a signiﬁcant Industry through time, thanks to technological advancement.
Vogel (2017) Says it is one of the largest Sectors of the Nigeria Economy and is becoming one of the most prominent globally, According to motion picture Association (2022) the American ﬁlm and television industry alone Supports 2.2 million jobs, pays out 19million in total wages, and Comprises over 110,000 businesses According to Navarro 2022) total box ofﬁce
earning in the united States and Canada in 2020 were roughly 4.4Billion dollars up from 2.1 billion dollars the previous Year. Nigeria is not behind in this tread the music Industry produces over 2000 ﬁlms annually, employs over a million people and shows total Sales of $200-300 million per year. According to UNESCO (2009) as a cited by mauykufa & pradhan (2018)
, Nollywood ﬁlms are watched not only in cinema but in homes across Nigeria Africa and around the wold, It has become the favorite of many while the Success of the entertainment industry in Nigeria is applauded by many, Some are concerned and of the opinion that the industry heavy porter of negative Cultures, Violence, Immodest lifestyles, Including dressing, and ritual killing for wealth and power may have harmful effects in the country’s Social Values.
This study seeks to follow the entertainment Industry in Nigeria through the ever - evolving digital landscape in order to evaluate It’s Impact on Nigeria Social Values.
1.2 STATEMENT OF THE PROBLEM
The rapid integration of Social media into the fabric of modern Society has ushered in transformative changes across Various Industries with a profound Impact on the development and dynamics of the entertainment industry while the inﬂuence of social media is undeniable there exists a need for a comprehensive exploration of the challenges and opportunities it Presents to the Sustain able growth and evolution of the entertainment sector.
To begin with the proliferation of entertainment content on Social media platforms has altered traditional revenue models, understanding the Implications of shifting from conventional monetization strategies to inﬂuencer marketing , brand partnerships, and direct fan support is essential for Sustaining economic viability within the Industry.
Furthermore the diverse and decentralized nature of Social media audience poses challenges in measuring and understanding engagement investigating how audience fragmentation impacts traditional metric of Success and Identifying effective strategies for engaging. a diverse and dispersed viewer base are essential Considerations.
According to Baye Bimba (2021), Social media provides a democratized platforms for emerging talent, but challenges persist in transitioning from online Success to mainstream industry recognition. Examing the barriers and opportunities faced by emerging artists in navigating this transition is Critical for fostering a diverse and Inclusive entertainment, landscape, Addressing these Issues through Comprehensive research Is Imperative to Inform industry stakeholders, Policy makers, and Content Creators on Strategies and best practices that ensure the Sustainable development of the entertainment industry in the era of Social media dominance.
1.3 OBJECTIVES OF STUDY
The objective of the study is to Investigate the Impact of Social media on the development of entertainment industry using Ilorin west as a cast study. However, other objectives will be look into which are.
(i) To examine the economic Impact of social media on the entertainment Industry
(ii) To analyze how the proliferation of Social media platforms Inﬂuences Content Creation within the entertainment Industry
(iii) To analyze how the entertainment Industry adapt to technology changes driven by social media.
1. 4 RESEARCH QUESTION
(i) What are the economic impact of Social media on the entertainment Industry?
ii) Is there any proliferation of Social media platforms inﬂuences Content Creation within the entertainment Industry?
(iii) Does the entertainment Industry adapts to technologically Changes driven be Social media?
1.5 SIGNFICANCE OF THE STUDY
Circumstances have assigned the social media in many Countries the unique function of presenting and clarifying the goals and values of Society.
The Social media are also expected to give the citizens of any Country full access to the day's Intelligence. As a result of this role the greatest signiﬁcance of  this study lies in the provision of an insight Into what the Nigerian news media and participation in politics holds for the country.
In this regards this Study will ascertain weather or not the press fulﬁlled their Social responsibility role of providing access to the day's Intelligence. This study will also show the extent political news, a vital information and educational needing the Society receives Coverage in Nigeria movie and entertainment industry.
The study when completed would have succeeded in providing Validly rich data on which further studies on this and related area will be based
1•6 SCOPE OF STUDY
The Scope of the study is to ﬁnd out the Impact of Social media on the development of entertainment Industry.
The research is going to use questionnaire which will be distributed to students and Students who will answer Some question pertaining to the topic and administration of the response will be done.
1•7 DEFINITION OF TERMS
SOCIAL MEDIA: Social media refers to online platforms and technologies that facilitate the creation, sharing and exchange, information, ideas and multimedia Content among individuals and groups
ENTERTAINMENT: Entertainment refers to any form of activity performance, or Content that is designed to amuse, entertain and provide enjoyment to an audience.
DEVELOPMENT : Development is a broad and multidimensional concept that can have different meanings depending on the context in which is is used. Generally, development refers to the process of growth, progress, on advancement, often with the aim if Improving the overall well being and quality of life for Individuals, Communities, or Societies.
USER GENERATED CONTENT: Analyzing the role of user generated Content on Social media in shaping entertainment 
Content Creation and Production.
· CONTENT QUALITY: Assessing the Impact of Social media on the quality standard of entertainment Content, Considering both Amateur and professionally produced Content.
· INTERNET: - The internet is a global network of interconnected computers and Computer networks that Communicate using a Standardized Set of Protocols. It is a vast and decentralized System That enables the exchange of information and Communication among user worldwide..
· COPYRIGHT ISSUES: Investigating the impact of social media on Intellectual property rights, Including challenges related to copyright Infringement and Content sharing.
· CONTENT OWNERSHIP: Examing how content ownership is negotiated and protected within the social media landscape.


CHAPTER TWO
LITERATURE REVIEW
2:0 INTRODUCTION
Many young people today who are exposed to long period of movies and other forms of media are found to emulate what they see or hear, which may be seen in their clothing, speech and other aspects of their lives. for Instance, a study by Gutschoven and van den Bulck (2015), cited by lai, Chung ,& PO (2015), revealed that people who watch more television start smoking earlier; and also according to a recent study by truth Initiative (2020 )teenagers who were exposed to a lot of
popular Streaming and Tv episodes with tobacco pictures were three times more likely to start smoking that their peers who were not exposed. As a result limiting children's exposure to tobacco use onscreen will greatly reduce young tobacco use.
Video games which have been Increasingly popular in recent years are a particularly Significant medium among teenagers one to their unique properties. Muhamad, Abdullah, Rehab (2019) Caution that the Impact of video games on the behavior and emotions of the players cannot be Ignored, they are shaping teenagers attitudes.
Matins, Dimitri, Rabindra, $ Kisten (2019) looked at female body Images in some of the most popular Video games in the united States they discovered that female characters in these games have smaller waists, hips and Chest - Sizes than the average American women, and that the games promote slender female body types as ideal. 
As a result, early adolescent gris start to be dissatisfied with their own body Shapes. Martins et al. advised parents to pay attention to their Children in order to prevent them from Succumbing to the thin Ideal. In a related Study mautin et al.
discovered considerable links between adolescent video game use and dangerous driving behavior later in life. Playing racing games, According to Andre Goncabres (2020) Can Increase the likelihood of gamers making risker real-life decisions in ques
of similar feelings as in the games.
Results from studies carried out by Johnson & Holmes (2019) showed that adolescents often believe that frequently watched showed portray Cultural Standards, and as a result they develop unrealistic romantre expectatins.
BleaKley, Micheal, Martin, 8 Amy (2018), opined that teenage exposure to sexually- oriented Information has a significant Impact on their expectations about sex, peer Sexual behavior, and Ideas about permissiveness, resulting in greater premarital Sexual activity. Sondakh, & Hiola (2021) believe that adolescents unregulated usage of social media can impact premarital sexual activity. According to Pardun, Laden, L'Engle. & Brown (2015), music and movies are the most Important /types of media for Spreading messages abut Sexual acceptance. Teenagers are Significantly Influenced by the sexualized media they consume, according to Zepp (2020), the potential danger and consequences of Sexual activity are rarely discussed in the media. Perse (2017) adds That by glamorizing certain social features of reality, the media helps
adolescents viewers modify their beliefs. These findings are printers to the validity of heorge Gerbren's Cultration hyputhesis
2. 1 CONCEPTUAL REVIEN
Social media can be broadly defined as the set of Interactive Internet applications that facilitate (collaborative or Individual) creation, Curation , and Sharing of user-generated content. Examples of social media platforms are numerous and Varied.
They Include Facebook, Friendster, Wikipedia, dating Sites, recipe sharing site (e-g. all recipes. com),YouTube, and Instagram. Social media platforms all shares the above mentioned Characteristics, but are unique from one another in many aspects. In particular, Platforms often rare in their architectures, structures, norms and user base In working to differentiate
between different kinds of Social media platforms, Scholars distinguish and label Several Subsets of social media, with a particular emphasis on Social networking Implies meeting new people and making new connections, which Contrasts with actual user practice Specifically, Social network Site users tend to Interact with existing rather than new - Social contacts.
Examples of social network sites Include facebook, MySpace, YouTube, and live Journal.
A second subcategory of social media consists of microblogging sites. These allow users to distribute Short messages to a broad audience, often through links and Images. Such sites have explicit limits on the number of Characters of amount of
content allowed per message. Twitter, the predominant microblogging site in the united States, and weibo, china's suite of microblogging sites, limit each message to 140 characters. Vine, Twitter's Video application, limit clips to 6 seconds, In addition to the label of Social media, the Contemporary Internet -Characterized by Interactivity and user-generated Content
is also Known as "web 2.0" Some argue that the newest era of digital technologies characterized by user collaboration and Cooperation, can be labeled “web 3.0" others, however Contend that web 1. 0; 20, and 3.0, are better understood by Variations In user practice rather that technological Capability. of particular relevance, Social media users, who can engage
in participatory and collaborative activities online, also utilize social media platform to sen e-mail type messages, or engage in a synchronous discussions, both of which the characterize the Web 1.0 era (Barassi & Treré) 2022.
2.1.1 IDENTITY OF SOCIAL MEDIA
In Particular, Identity within Social media, though enacted and negotiated in new ways, is Subject to the race, class, and gender relations of the larger Society (Nakamura 2017). Nathan Jurgerson (2022) refers to the earlier View of a seperateness between online and offline en the assumption that social media are a less "real" form of sociality as “digital dualism”. Many
contemporary social scholars heavily critique the digital dualism perspective on identity, and argue instead for an augmented perspective, though which users and technologies mutually constitute one another [see cybergology.org for an ongoing exposition of the augmented perspective).
In line with the augmented perspective, Social media can be seen as a medium through which Identities are “prosumed” or Simultaneously produced and Consumed. Social actors come to know themselves by seeing what they do, and how others respond to them. By producing and consuming profiled Content, social actors produce and consume Selves and
Identities Into being (Daris, 2019) This has Significant Implications for Social movements, as social media become places to learn about, teach about, and Come to Identify with, contested Identities.
2.1.2 THE FUTURE OF SOCIAL MEDIA STUDIES
Social media are integrated into identity, Interpersonal relationships, institutions and the political economy, social media blur the lines between public and private, work and leisure, online and offline such blurring must be kept in mind as researchers
Continue to understand how social media affect, and are affected by the Social world. Some key areas of Interest are beginning to develop Increasingly, researchers are looking at the ways in which social media users navigate Social media
platforms in argentic and active ways. Early research focused largely on the affordances of social media, This line of work emphasized the ways in which Social media platforms guide users and facilitate particular kinds of Interaction and Self- presentation. Emerging work looks more closely at resistance how social media uses redraw lines, negotiate boundaries
and alter Social media landscapes towards their own ends. This line of research also understands the evolution of digital technologies and Social media usage not as a linear evolution, but as a web of interwoven practices and material conditions
through which users more deftly as fits their needs (Barassi & Trere, 2022).
Another emerging area of Inquiry looks at the relationship between social media and embodiment of particular Interest is the
Qualified self movement, in which people track bio indicators using digital technologies and often share their bio data with
their network (See Quantifiedself. Com]. In these ways, Social media users Co- Construct their bodies, enacting their very
physicality digitally and publicly, making sense of their bodies in the Collaborative social media space finally, emerging work
will have to , focus on auto Sharing, or the automatic documentation of self-data through social media. Applications like
Social readers, running trackers, geo locators and social music programs share users activities both online and offline -
without any on the part of
the user. Increasingly, then social actors will need to engage with a social medical logic acting under the assumption of
visibility and sociality.
This is even the case of those who "opt out" of social media, as their presence in public spaces subjects them to the
documentation and sharing that is part of an augmented digital physical landscape
2:1.3 BENEFITS OF SOCIAL MEDIA ON ENTERTAINMENT INDUSTRY
Social media has bought about several benefits to the entertainment Industry, transforming the way Content is created,
distributed, and consumed Here are Some key advantages.
• Global Reach and Audience Expansion: Social media provides a platforms for content creators and Entertainment entities
to reach a global audience. It breaks down geographical barrier allowing artists and Productions to connect with fans
worldwide,
expanding the reach beyond traditional market boundaries.
Audience Engagement and Interaction: social media platforms facilitate direct engagement between entertainers and
their audience. Artists, actors, musicians, and other industry professionals can Interact with fans in real-time, creating
a sense of community are Strengthening the bond between creator and their audience promotion and marketing
opportunities Social media serves as a powerful marketing tool for the entertainment Industry Artists and production
can promote their work, share trailers, teasers, and behind- the - Scenes Content, Creating anticipation and
generating buzz around upcoming releases.
Data Analytics for Targeted Marketing. Social media platforms provide robust analytics tools that allow the
entertainment Industry to gather Insights into audience demographics, preferences, and behaviors. This data enables
targeted marketing strategies, ensuring that promotional efforts. are directed at the most receptive audience
segments.
Emerging Talent Discovery: Social media has democratized the process of talent discovery platforms like YouTube,
instagram and TikTok offer a space for emerging talent to show case their skills, gain visibility, and attract the attention
of industry professionals, leading to new opportunities and Collaborations.
Real-Time Fan Feedback: The instantaneous nature of Social media allows for real-time feedback from fans.
Creators can gauge audience reactions, receive constructive criticism, and adapt their content based on fan
preferences, fostering a more dynamic and responsive Creative process.
Content Virality and Trend Amplification: Social media has the ability to make content go viral, rapidly gaining word
spread attention. Trends and challenges can be easily amplified, leading to Increased visibility for artistic and
entertainment projects. This viral nature Can Significantly boost the Success of a release.
• Crowd funding and fan Support: platforms like kickstarter and patroon enables entertainers to leverage fan support for
funding projects. Crowd funding campaigns on social media allows creators to directly lone their audience in the production
process, fostering a sense of Community and shared ownership.
• Collaborations ad Cross- promotion : social media facilitates
Collaborations between artists and inﬂuencers. leading to Cross-promotion and mutual beneﬁt partnership between
entertainment entities and inﬂuencers can extend the reach of promotional efforts to diverse and engaged audiences.
Breaking News and updates: Social media serves as a real time source for breaking news and updates in the
entertainment industry. Artists can Share announcements release dates, and other Important Information directly with
their audience, Keeping them Informed and engaged.
User - Generated Content and challenges: Social media platforms encourage user generated content, such as fan
art, Covers and challenges related to entertainment Content. This user participation Contributes to a Sense of
Community and Shared enthusiasm around Speciﬁc projects.
2.1.4 THE IMPACT OF SOCIAL MEDIA ON THE DEVELOPMENT OF THE ENTERTAINMENT INDUSTRY
The impact of social media on the development of the entertainment Industry has been profound, Inﬂuencing various
aspects from Content creation to distribution and audience engagements. Here are key areas where social media has made
a Signiﬁcant Impact.
Global Reach and AccessIbility: Social media platforms have broken down geographical barriers, allowing Content
creators to reach a global audience. Artists, musicians, ﬁlmmakers, and other entertainers can Share their work with
people worldwide, expanding their reach beyond traditional markets.
Promotion and Marketing Revolution! Social media has revolutionized promotional strategies in the entertainment
industry. Artists can share trailers, teasers, and promotional content directly with their audience viral marketing
Campaigns, challenges, and hashtag treads amplify the visibility of entertainment projects.
Data -Driven Insights for Targeted Marketing : Platforms offer robust analytics tools that allow the entertainments
Industry to gather Insights into audience demographics, preferences, and behavior. This data helps in crafting
targeted marketing strategies, ensuring that promotional efforts are directed at the most receptive audience
segments.
Emerging Talent Discovery: Social media platforms have democratized the process of talent discovery. Emerging
artists, musicians, actors, and Content Creators can showcase their work Independently, gaining visibility and
attracting industry attention without traditional gatekeepers.
Content Virality and Trend Ampliﬁcation. Social media's Viral nature can rapidly propel Content to widespread
attention Trends, Challenges, and Popular Content can be quickly ampliﬁed, leading to Increased visibility and
success fur entertainment projects.
Real-Time Audience feedback : Creators Can receive Instant feedback from their audience, enabling them to
understand audience sentiments, preferences, and criticism. This real time feed-back loop allows for adjustments and
Improvements based on audience responses.
User- Generated Content and fan Communities: Social media encourages user-generated content, allowing fan to
create and Share Content related to their favorite artists or entertainment franchises fan communities thrive on
platforms, fostering a Sense of belonging ant Shared enthusiasm.
Monetization opportunities: Social media Platforms offer monetization opportunities for content Creators through
features like ad revenue Sharing, brand partnerships, and direct fan support: This diversiﬁcation of revenue streams
provide ﬁnancial Sustainability for entertainers.
Breaking News and updates: Social media senes as a real time source for breaking news and updates in the
entertainment Industry, Artists can Share announcements, releases dates and other Important Information directly
with their audience, bypassing traditional media channels.
Inﬂuencer Collaborations and Cross promotion : Collaborations between entertainment entities and Social media
Inﬂuencers facilitate Cross-Promotion and mutual beneﬁt Inﬂuencers can introduce new audiences to entertainment
projects and vice versa creating synergies for mutual growth.
Innovation in content formats: Social media has prompted the creation of new and Innovation content formals. Short
form videos, Interactive storytelling, and augmented reality experience.
2.1.05 CONCEPT Of ENTERTAINMENT
Entertainment is a form of activity that holds the attention and Interest of an audience or gives pleasure and delight. It
can be an Idea or a task, but it is more likely to be one of the activities or events that have developed over thousands of
years Speciﬁcally for the purpose of keeping an audiences attention. it encompasses a wide range of activities Including
performing arts, ﬁlm and cinema, gaming, literature, visual arts, Sports and leisure, and digital entertainment. These various
forms of entertainment Cater to diverse tastes, preferences and interests, providing something for everyone.
Although people's attention is held by different things because individual have different preferences, most form of
entertainment are recognizable and familiar. Storytelling, music, drama, dance all are existence in every cultures, were
Supported and developed into Sophisticated forms over time. The process has been acculturated in modern times by an
Entertainment industry that records and sells entertainment products which turns a private recreation or leisure activity into
entertainment, the audience has a passive role as in the case of people watching a play opera, television show, or ﬁlm, or
the audience may be active as in the case of games, where the participant and audience role may be routinely reversed.
Literature including novels, poetry, comics and other forms of written content, offers a-means of escapism through the
written word. Visual arts, encompassing painting, sculpture, photography and other forms of visual creativity, provide a
platform for artistic expression and appreciation. Sports and. leisure activities including competitive sports, recreational
activities, and hobbies promote physical and mental-well being, while also providing entertainment value.
Digital entertainment Including online Content, Social media,
Streaming services, and other digital platforms, has revolutionized the way people consume entertainment, entertainment is
now more accessible, diverse and interactive than ever before. The functions of entertainment are multifaceted
entertainment provides opportunities for socialization, Community building and relationship development. it offers a healthy
distraction for daily stress anxiety and pressure serving as a means of stress relief. Entertainment can also Educate
audiences about cultures, historical events and Social Issues promoting empathy, understanding and tolerance it Inspire
motivation, and personal growth. lt can evoke emotions, Spark Imagination, and encourage Self -reﬂection. The
entertainment industry also contributes signiﬁcantly to local and global economics. generating revenue and creating jobs.
2. 1.6 TYPES Of ENTERTAINMENT
- Performing Arts
Performing Arts are forms of entertainment that involve live performances, Such as music, dance, theater and comedy.
Music: music is a universal language that has the power to evoke emotions, create social bonds, and provides
relaxation and stress relief. it can be performed live or recorded, and it encompasses various genres, Such as
Classical, jazz, rock, pup, and more.
Dance: Dance is a form of expression that combines movement, music, and emotion. It can be performed
professionally or recreationally, and It provides physical exercise, Self - expression, and Cultural appreciation.
Theater: Theater is a form of story telling that involves live performances, Such as plays, musicals and opera. It
provides emotional release, a Social commentary, and Cultural appreciation
Comedy: comedy is a form of entertainment that Involves humor Satire, and Irony. lt provides stress relief, laughter,
and social bonding
Film and Cinema: ﬁlm cinema are forms of entertainment that involve motion pictures, such as movies,
documentaries, and ﬁlm festivals.
Movies: movies are a form of Storytelling that involves motion pictures, sound, and music. They provide escapism,
relaxation and entertainment.
Documentaries: Documentaries are a form of non-ﬁction ﬁlmmaking that provides education, awareness, and social
commentary.
Film festivals: ﬁlm festivals are events that Showcase a Variety of ﬁlms, providing Cultural appreciation, community
building, and networking opportunities.
— Gaming
Gaming is a form of entertainment that involves Interactive games, Such as video games, board games and online gaming.
• Video games: Video games are a form of Interactive entertainment that involves digital games, providing entertainment,
Social Interaction, and Cognitive development
Board games: - Board games are a form of non-digital entertainment that Involves table top games, providing Social
bonding, Strategic thinking, and relaxation.
Online Gaming : Online gaming is a form of digital entertainment that Involves playing games over the Internet,
providing Community building, competition, and entertainment.
— Literature
Literature is a form of entertainment that Involves written
works, such as novels, pretry, and comics.
Novels: November are a form of Story telling that involves written ﬁction, providing escapism, relaxation, and
emotional release.
Poetry: poetry is a form of written expression that Involves Verse and rhythm, providing self - expression, emotional
release, and Cultural appreciation.
Comics: Comics are a form of Visual Storytelling that Involves graphic novels and cartoons, providing entertainment,
escapism, and visual storytelling.
- Visual Arts
VISual arts are forms of entertainment that involve visual expression, Such as painting, Sculpture, and photography.
Painting: painting is a form of visual expression that Involve creating artworks using paint, providing Self-expression,
emotional release, and cultural appreciation.
Sculpture: Sculpture is a form of Visnal expression that Involves creating three - dimensional artworks, providing Self-
expression, emotional release and tactile experience.
photography: photography is a form of visual expression that Involves capturing Image using cameras, providing Self-
expression, documentation, and visual Storytelling.
— Sports and Leisure
Sports and leisure are forms of entertainment that involves
physical activity, recreation, and hobbies
• Competitive sports: competitive sports are forms of physical activity that Involve Competition, team work, and physical
exercise
Recreational Activities: Recreational activities are forms of leisure that Involve relaxation, Social bonding, and
physical exercise
Hobbies: Hobbies are forms of leisure that Involve personal Interests, self-expression, relaxation and personal growth
— Digital Entertanment
Digital Entertainment is a form of entertainment that Involves digital technology, such as social media, Streaming Services,
and online Content.
• Socal media: Social media is a form of digital entertainment that Involves online platforms, providing social bonding, Self
expression, and entertainment.
Streaming Services: Streaming services are forms of digital entertainment that Involves online Streaming, Providing
entertainment, relaxation, and convenience.
Online Content: Online Content is a form of digital entertainment that involves online information, providing education,
entertainment and Information.
2.1.7 USES Of ENTERTAINMENT
- Relaxation and Stress Relief
Entertainment provides a healthy distraction from daily Stress, anxiety, and pressure, allowing Individuals to relax and
recharge.
- Social Bonding and community Building
Entertainment provides opportunities for social interaction, community building, and relationship development, helping
to strengthen Social bonds and create a sense of bonding.
- Education and Awareness
Entertainment can educate audiences about different cultures,
historical events, and social Issues, promoting empathy, understanding, and tolerance.
- Emotional Release and Catharsis
Entertainment provides a safe outlet for emotions, allowing Individuals to experience and release emotions in a healthy
and Constructive way.
- Inspiration and motivation
Entertainment can Inspire Creativity, motivation and personal growth, encouraging Individuals to pursue their passions and
Interests.
-Cultural appreciation and preservation.
Entertainment provides a means of Cultural appreciation and preservation, allowing individuals to experience and learn
about different cultures and traditions.
- Economic Growth and Development
The entertainment industry Contributes signiﬁcantly to local and global economics, generating revenue, Creating jobs, and
Stimulating economic growth.
- Personal Growth and Development
Entertainment can promote personal growth and development, encouraging Individuals to step out of their Comfort Zones,
Challenge themselves, and develop new skills.
- Therapeutic Beneﬁts
Entertainment has therapeutic beneﬁts providing a means of therapy and treatment for Individuals with mental health
conditions, disabilities and illnesses.
- Escapism and fantasy
Entertainment provides a means of escapism and fantasy, allowing individuals to temporarily forget about their daily worries
and concerns and experience new and imaginative worlds
2•18 ROLES Of SOCIAL MEDIA IN ENTERTAINMENT
- Providing entertainment content
Social media platforms provide a vast array of entertainment
Content, Including Videos, Music, memes and lives Streams
- Promoting Entertainment products
Social media is used to promote entertainment products including videos games, TVshows, music albums etc
- Creating celebrity culture
social media has created a celebrity culture, where fans Can follow their favorite Stars, get updates on their personal Lives
and engage with them directly.
- Facilitating fan Engagement
Social media enables fan to engage with entertainment content, Share their opinions, and Connect with other fans.
-Providing a platforms for New Talent
Social media has democratized die entertainment industry, providing a platform for new talent to Showcase their skills, gain
recognition, and build a fan base
- Creating Viral Content
Social media is responsible for Creating viral content such as memes, challenges and trends, which can Spread rapidly and
become a cultural phenomenon
- Inﬂuencing Entertainment Trends
Social media inﬂuences entertainment trends, with popular platforms like TikTok, instagram, and YouTube shooting the type
of content that is Created and consumed
- Providing Real-Time updates
Social media provides real-time updates in entertainment news, allowing fans to stay up-to-date on the latest development
in the industry.
- Facilitating live streaming
Social media enables live streaming, allowing fans to experience entertainment events, such as concerts, sport games and
awards shows in real time.
-Creating immersive experiences
Social media can create immersive experiences such as virtual reality and augmented reality experiences, which can
transport fans into new and imaginative worlds.
2•2 THEORETICAL FRAMEWORK
2•2.1 Cultivation theory will form the theoretical framework of this Study. Cultivation theory States that long-term exposure to
media (entertainment) Inﬂuences how media Consumers perceive the world and act. George Gerbner proposed this notion
in the 1960s as part of the cultural indicators project, which looked at the Impact of television on viewers. According to the
Cultivation hypothesis, the more individuals watch television, the more likely they are to have a Sense of reality that is
similar to what is depicted on television for many people, the skewed and Incomplete reality is: Gerbner Invented the phrase
"mean world syndrome” to explain a cognitive bias in which television viewers exposed to violent content are more inclined
to see the world as more dangerous than It Is Exposure to media Content has escalated due to the availability of round- the
- clock multichannel traditional and online media distribution Platforms, Consumers according to Statistical (2021), spend
an Average of 7.5 hours every day with media content.
The cultivation Theory of George Gerbner is signiﬁcant for our Study because it gives us a way to quantify the Impact of
entertainment media on Nigerians and see where we can improve While cultivation theory has Contributed valuable
Insights.
Into the potential effects of media exposure, critics argue that it over simpliﬁes the relationship between media content and
audience perceptions.
The theory tends to focus primary on the Impact of television and Its applicability to never media forms, Such as Social
media and online content, is a subject of ongoing debate.
Cultivation theory has been criticized for not accounting for active audience interpretation and agency. It assumes a passive
audience that is heavily Inﬂuenced by media messages without Considering individual differences in interpretation.
In Summary, Cultivation theory posits that the content presented in media, particularly television, has a cumulative and
long term Impact on viewers perceptions of reality. It highlights the potential consequences of prolonged exposure to certain
themes and messages in media content.
2•2•2 AGENDA SETTING THEORY
Cited by (zhu blood, 1997), mc combs and Shaw (1972) posit that agenda setting is the process whereby the news media
lead the public in assigning relative importance to various public Issues. In this situation, the media agenda theory
Inﬂuenced the public agenda not by saying “this Issue is Important" in an overt way but "by giving mire space and time to
that Issue an be giving it more prominent and important Space and time.
In relation to this study, it is very clear that this theory is very relevant undoubtedly, re-productive has always been a
major Issue in the developing countries. Therefore Such and Issue could equally be set as a top agenda from the media to
the general populate. More Space and time can be allocated to Issues related to re-productive its Scourge, it effect, and
prevention Information, communication and education (ICE) on the Scourge of reproduction can betaken as a top agenda
by radio stations (as have been various done by many radio Stations) and through interpersonal Communication there by
promoting and contributing immensely in the prevention and reduction if the parasite in the proposed community.
This theory refers to how the media's news coverage determines which issues become the focus of public attention ﬁrst
introduced In 1972 by College professors, maxwell Mc combs and Donald Shaw, they found in surveying North Carolina
Voter during the 1968 U.S Presidential election that what people thought were the most Important Issues were what the
mass media reported as the most critical. This, agenda setting theory was born, built on the notion that the mass media sets
the agenda for what people Should care about. The agenda - setting theory rests on two basic assumptions.
— The First is the media ﬁtters and Sharped what we see rather than just reﬂecting Stories to the audience. An example
of this is Seeing a Sensational or scandalous story at the top of a broadcast as opposed to a story that happened
more recently or one that affects more people, Such as an approaching Storm or legislative tax reform.
— The Second assumption is the more attention the media gives to an issue, the more likely the public will consider that
issue to be important.
— Another way to look at it, mass media organizations aren’t telling us what to think or how we should feel about a Story
or Issue, but are giving us certain Stories or Issues that people Should think more about.
There is Psychological and Scientiﬁc merit to the agenda setting theory The more a Story is publicized in the mass
media, the more it becomes prominently stored in individual memories when they're asked to recall it even If it doesn’t
Speciﬁcally affect them or register as a prominent Issue in their minds.
Agenda setting theory is used in a political ad, campaigns business news, PR [public Relation] etc. The main Concept
associated with the theory is gatekeeping. Gatekeeping is in charge of and has Control of the Selection of content
discussed in the media it is assumed that the public Cares mostly about the product of a media gatekeeping. Editors are the
main gate keepers of media itself. The news media decides "what' events to broadcast and show through the media gates
on the basis of ‘newsworthiness’
The history of study of agenda setting can be traced to the ﬁrst Chapter of Walter lippmann's 1922 book, public opinion. In
that chapter, "The words outside and the pictures in our Heads" Lippmann argues That the mass media are the principal
connection between events in the world and the Images in the minds of the public without using the term "agenda setting,
walter lippmann was writing about what we today would call " agenda setting" following Lippmann, 1963. Benard Cohen
observed that the "Press" may not be successful much of the time in telling its readers what to think about.
The world will look different to different people "Cohen Continue, depending on the map that is drawn for them by
writers, editors, and publishers of the paper they read As early as the 1960s, Cohen had expressed the Idea that later led to
formalization of agenda Setting theory by Mc combs and Shaw. The stories with the strongest agenda Setting inﬂuence tend
to be those that Involve Conﬂict, terrorism, and Crime and drug issues with the united states. Those that don’t include or
involve the united States and politics associate negatively with public opinion, in turn, there is less concern.
Although maxwell MC Combs already had some interest in the ﬁeld he was exposed to cohen’s works while serving as a
faculty member at UCLA, and it was Cohen's work that heavily inﬂuenced him, and later Donald shaw. The Concept of
agenda setting was launched by Mc combs and Shaw during 1968 presidential elections in Chapel Hill, North Carolina.
They examined Lippman’s idea of Construction of the pictures in our heads by comparing the issues on the media agenda
with key issues on the undecided Voters agenda. They found evidence we of agenda setting by identifying that Salience of
news agenda is highly Correlated to that of the voters agenda. Mc combs and Shaw were the ﬁrst to provide the ﬁeld of
communication with empirical evidence that demonstrated the power of mass media and its inﬂuence on the public agenda.
The empirical evidence also earned this theory its credibility amongst other Social scientiﬁc theories.
A relatively unknown Scholar named G. Ray funkhouser performed a study highly similar to MC Combs ant Shawn’s around
the Same time the authors were formalizing the theory. All three Scholars - Mc combs, Shaw, and funkhouser's article was
published later than Mc Combs and Shaws, and Funkhouser doesn’t receive as much credit as Mc Combs and Shaws for
discovering agenda setting. According to Everett Rogers, there are two main reasons for this, ﬁrst funkhouser didn’t formally
name the theory, second funkhouser didn’t pursue his research much past the Initial article. Rogers also Suggests that
Funkhouser was geographically Isolated at Stan ford, Cut off from Interested researchers, where as Mc combs and Shaw
had got other people Interested in agenda Setting research.
2.3 REVIEW OF RELATED STUDIES
A review of related studies on the Impact of social media on the development of the entertainment Industry reveals a
multifaceted inﬂuence, encompassing changes in content
Creation distribution, audience engagement, and industry dynamics, below is a summary of key ﬁndings from, existing
research.
Content creation and Distribution: Social media has transformed Content Creation by providing platforms for artists,
ﬁlmmakers musicians, and content Creators to Share their work directly with a global audience. studies suggest that Social
media enables a more democratized approach to content creation, allowing emerging talents to gain visibility without
traditional gatekeepers.
Audience engagement and participation : The interactive nature ol social media has revolutionized audience engagement
Research indicates that fans can actively participate in discussions, Share opinions, and even inﬂuence creative decisions.
Social media platforms Serve as virtual communities where fans Connect with each others and with Content Creators,
fostering a Sense of belonging.
Marketing and promotion: Studies highlight the Signiﬁcant impact of Social media on the marketing and promotion
Stretegies of the entertainment Industry. Artists and promotion Companies leverage platforms like instagram, Twitter, and
TikTok to create Viral marketing Campaigns, build anticipation for releases, and engage with fans in relative. Some media
acts as a powerful promotional tool, often Surpassing traditional advertising in terms of reach and effectiveness.
Data Analytics and Decision- Making: social media analytics have become integral to decision- making in the entertainment
Industry. Research Suggests that data from platforms like facebook and Twitter provide Valuable insights into audience
preferences, allowing content creators and marketers to tailor their Strategies for maximum Impact. This data-driven
approach Contributes to the development of content that aligns with audience Interests.
Challenge and Controversies: Some studies explore the challenges posed by social media in the entertainment Industry,
including issues related to privacy, online harassment and the Spread of misinformation. The Interconnected nature of social
media platforms can amplify Controversies, affecting both Individual artists and industry reputation.
Shift in Consumption Patterns : Research Indicates a shift in how audiences Consume entertainment content. Social media
platforms, particularly Youtube, Instagram, and Snapchat, have become primary Sources for Short - form and user -
generated content. This Shift has Inﬂuenced traditional media consumption patterns Impacting television viewership and
Cinema attendance.
Emergence of Inﬂuencers: The rise of social media inﬂuencers is a signiﬁcant aspect discussed in related studies
Inﬂuences, often with large and dedicated following, collaborate with the entertainment Industry for promotion. Research
explores the effectiveness of inﬂuencer marketing and its Impact on audience perceptions and engagement.
Global Reach and cultural Exchange: Social media has facilitated global reach for Entertainment content. Contributing to
cultural exchange Studies highlight how artists from different regions can gain international recognition, and audiences can
explore diverse cultural expressions through online platforms.
In conclusion, the Impact of Social media on the development of the entertainment Industry is a Complex and evolving
phenomenon while it offers unprecedented opportunities for content creators and marketers, challenges Such as privacy
concerns and Controversies also require attention. The dinamic Interplay between Social media and the entertainment
Industry Continues to Shape the landscape, Inﬂuencing how content is created, distributed and consumed.


CHAPTER THREE
RESEARCH METHODOLOGY
3.0 INTRODUCTION
In this Study, the research design used is survey. Babbie (2019) defines survey research as "a research method by social Scientists in collecting data or describing a population too large to access directly". Osuala (2019) says : Survey research
Focuses on people, their Vital fact, belief, opinion, attitude motivation and behavior. He describes it as a no experimental descriptives method. more so, the analysis of the data Collected is based on descriptive and Inferential tools of measuring data The primary and secondary data are source of the Information on the Impact of Social media on the development of entertainment Industry.
3•1 RESEARCH DESIGN
Research design, as posits by kenpro (2012), is the overall Strategy used in Integrating the different Component of the Study in a Coherent and logical was, o as to ensure the effectiveness m addressing the research problem. According to him, research design is function!, In ensuing the evidence obtained by research effectively answers the research problem as clearly required. Also, Cooper as cited in malik (2011) opines that research design Constitutes the template for Collecting measuring and analyzing data. is enunciated by De Vaus (2006) the research design to be used in any researcher and the research subject (respondents). for this Study, a mixed - methods design is Suitable This design Combines both quantitative and qualitative approaches to provide a Comprehensive understanding of this research topic.
The quantitative Component will Involve Collecting and analyzing numerical data, Such as Social media metrics, while the qualitative Component will involve Collecting and analyzing textual data, Such as Interviews and Surveys.
3.2 SAMPLE SIZE AND SAMPLE TECHNIQUES
Sample size are the collection of Individual, subjects, elements,
and so forth that a researcher intends to use for them study, therefore, the portion of a population selected for a study is known as simple size. Sample was taken from population and Covered the Ilorin west local Government Area kwara state.
According to Aborisade  (2008) in determining the Sample Size, it should be noted that the more heterogeneous the population. Research Sample Size Should be the homogeneous the populations. Sample Size Can be seen as the part of Section of a popularity ( f.0. Obodo eze 2019) (Ezeja ogilip 2018) it is the actual number or part of a study population that is objectively selected for such study.
3.3 POPULATION OF THE STUDY
According to sekaran and bongie (2020) population refers to the aggregate of all Individuals who possess the Characteristics of Interest to the researcher.
Lawrence and John (2018) define population as the entire set of person, object or event which the researcher Intends to Study the research work is within the premises of Ilorin west in which 200 people will be randomly Selected.The research is to critically examine the Impact of Social media un the development of entertainment Industry.


3. 4 RESEARCH INSTURUMENT
According to Saadadeen (2015) questionnaire is used to determine the outcome of a research exercise , this study employs the usage of a questionnaire for Securing answers to a set of questions using a form which the respondents fIll personally.
8.5 Validity and Reliability of the Instrument.
Validity is a way or mechanism of determining the certain instrument, variables or data can measure what they are designed to measure by a researcher. While reliability on the other hand is Concerned with the consistency of an Instrument in measuring what is designed to measure.
Akinyemi (2019) defines validity "testing tue accuracy of an Instrument "validity testing is Center on the test of a research measure and its effectiveness. The Concurrent validity method were used to ensure that the Instrument used are valid because it enable the researcher to obtain quick and accurate Information or data, the Instrument used made straight effort to research the Selected group and the sample member are able to give the required information needed to Concrete conclusion of the research work, In other to establish the Validity of the Instrument of this study the researcher submit a Copy to the supervisor for appropriate corrections and approval.
3.5 METHOD OF DATA COLLECTION
The data can be collected through the administration of questionnaires on respondent in  Kwara state polytechnic, ilorin from the Selected Department The question which is the instrument to be used comprises two sections, A and B respectfully, Section A is Structured to get demographic data from the respondent while section B is structured to drive relevant answers to the research questions. To ensure data accuracy, the questionnaire will be distributed to respondent directly by the researchers.
3. 7 METHOD OF DATA ANALYSIS
for proper analysis of data gathered for this study, descriptive and Inferential statistical tools of measuring data will be used in analyzing the collected data. The use of this form of Statistical method Is to test the validity and reliability of data cannot be done without proper Coding.
Therefore, using Coding scheme, for responses do questions on the questionnaire  the responses to be assembled is what is known as Coding sheet frequency and percentage are used in data analysis to set the general characteristics of the Sample Studied and to answer research questions. The responses of the questionnaire administered was Statically analyzed using table format the analysis was used to eventually draw up a Conclusion on the “IMPACT OF SOCIAL MEDIA ON TE DEVELOPMENT OF ENTERTAINMENT INDUSTRY IN ILORIN WEST LG” 


CHAPTER FOUR
DATA PRESENTATION AND ANALYSIS
4.0	 INTRODUCTION
This explain how data collected and all question raised in the administered questionnaires are presented and analyzed.
	The data collected were arranged in table to facilitate clear analysis.
	This simple percentage method was adopted to give detailed analysis of data collected in other to understand the relevance of the answer received of the question asked.
4.1	DATA PRESENTATION
	The result presented and discussed below is based on the analysis of the two hundred copies of the questionnaire completed and returned by the respondents. The number of the study also helped in quick analysis of the data collected. The analysis was done by treating each question based on the research questions.
Table 4.1 DISTRIBUTION OF THE RESPONDENTS BY GENDER
	Options
	Respondents
	Percentage

	Male
	140
	70%

	Female
	60
	30%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 140 respondents of the gender distribution representing 70% were male while 60 respondents representing 30% were female


Table 4.2: DISTRIBUTION OF THE RESPONDENT BY AGE
	Options
	Respondents
	Percentage

	18-30
	92
	46%

	31-40
	85
	42.5%

	41 and above
	23
	11.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 92 respondents by age range representing 46% are age range of 18-30, 85 respondents representing 42.5% are 31-40, 23 respondents representing 11.5% are 41-and above, 23 
This shows that 18-30 has the highest respondents.
TABLE 4.3 DISTRIBUTIOIN OF RESPONDENTS MARITAL STATUS.
	Options
	Respondents
	Percentage

	Single
	106
	53%

	Married
	80
	40%

	Divorced
	14
	7%

	Total
	200
	100%


Source: Field work, 2025
The above table deficits the occupation of the respondents selected for this research work, 84 respondents representing 42% are students, 63 respondents representing 31.5% are civil servant, while the remaining 53 respondents representing 26.5% are business man.


TABLE 4.4 DISTRIBUTIOIN OF RESPONDENTS BY OCCUPATION.
	Options
	Respondents
	Percentage

	Student
	106
	53%

	Civil servant
	80
	40%

	Business man
	14
	7%

	Total
	200
	100%


Source: Field work, 2025
The above table deficits the occupation of the respondents selected for this research work, 106 respondents representing 52% are students, 80 respondents representing 40% are civil servant, while the remaining 14 respondents representing 7% are business man.
This shows that student has the highest respondents.
TABLE 4.5: DISTRIBUTION OF RESPONDENTS BY RELIGION
	Options
	Respondents
	Percentage

	Islam
	135
	67.5%

	Christianity
	47
	23.5%

	Traditional
	18
	9%

	Total
	200
	100%


Source: Field work, 2025
The above shows that 135 respondents representing 67.5are Islam, 47 respondents representing 23.5% are Christianity, 18 respondents representing 9% are traditional.
	This shows that Islam has the highest respondents


SECTION B
TABLE 4.6: SOCIAL MEDIA PLATFORMS OFTEN INTRODUCE ME TO NEW MOVIES, MUSIC OR TV SHOWS
	Responses
	Frequency
	Percentage

	Strongly agree
	133
	66.5%

	Agree
	62
	31%

	Disagree
	2
	1%

	Strongly Disagree
	2
	1%

	Unknown
	1
	0.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 133 respondents representing 66.5% choose strongly agree, 62 respondents representing 31% choose agree, 2 respondents representing 1% choose disagree, 2 respondents representing 1% choose strongly disagree and 1 respondent representing 0.5% of the respondents choose unknown. This shows that social media platforms often introduce respondents to new movies, music or T.V shows.
TABLE 4.7 I DISCOVER UPCOMING EVENTS, CONCERTS, OR RELEASE THROUGH SOCIAL MEDIA
	Responses
	Frequency
	Percentage

	Strongly agree
	133
	66.5%

	Agree
	62
	31%

	Disagree
	2
	1%

	Strongly Disagree
	2
	1%

	Unknown
	1
	0.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 80 respondents representing 40% choose strongly agree, 100 respondents representing 50% choose agree, 8 respondents representing 4% choose disagree, 2 respondents representing 1% choose strongly disagree and 10 respondent representing 5% of the respondents choose unknown.
This shows that respondents discover upcoming events, concerts, or release most time through social media.
TABLE 4.8	SOCIAL MEDIA ENHANCES MY OVERALL ENTERTAINMENT EXPERIENCE
	Responses
	Frequency
	Percentage

	Strongly agree
	87
	43.5%

	Agree
	88
	44%

	Disagree
	11
	5.5%

	Strongly Disagree
	7
	3.5%

	Unknown
	7
	3.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 87 respondents representing 43.5% choose strongly agree, 88 respondents representing 44% choose agree, 11 respondents representing 5.5% choose strongly disagree and 7 respondents 3.5% choose disagree and 7 respondents representing 3.5% of the respondent choose unknown. this shows that most of respondents uses social media to enhance their entertainment experience.
TABLE 4.9 SOCIAL MEDIA HAS SIGNIFICANTLY CONTRIBUTED TO THE GROWTH OF THE ENTERTAINMENT INDUSTRY.
	Responses
	Frequency
	Percentage

	Strongly agree
	97
	48.5%

	Agree
	74
	37%

	Disagree
	14
	7%

	Strongly Disagree
	6
	3%

	Unknown
	9
	4.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 17 respondents representing 48.5% choose strongly agree, 74 respondents representing 37% choose agree, 14 respondents representing 7% choose disagree, 6 respondents representing 4.5% of the respondents choose unknown. This shows that most of respondents strongly agree that social media has significantly contributed to the growth of the entertainment industry.
TABLE 4.10: ARTISTS AND CREATORS BENEFIT FROM PROMOTING THEIR WORK ON SOCIAL MEDIA PLATFORMS
	Responses
	Frequency
	Percentage

	Strongly agree
	92
	46%

	Agree
	70
	38%

	Disagree
	14
	7%

	Strongly Disagree
	11
	5.5%

	Unknown
	7
	3.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 92 respondents representing 46% choose strongly agree, 76 respondents representing 38% choose agree, 14 respondents representing 7% choose disagree, 11 respondent representing 5.5% choose strongly disagree and 7 respondent representing 3.5% of the respondents choose unknown. This shows that most of the respondent strongly agree that artists and creators benefit from promoting their work on social media platforms.
TABLE 4.11 SOCIAL MEDIA CAMPAIGNS AND TRENDS INFLUENCE THE POPULARITY OF ENTERTAINMENT CONTENT.
	Responses
	Frequency
	Percentage

	Strongly agree
	106
	53%

	Agree
	69
	34.5%

	Disagree
	12
	6%

	Strongly Disagree
	8
	4%

	Unknown
	5
	2.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 106 respondents representing 53% choose strongly agree, 69 respondents representing 34.5% choose agree, 12 respondents representing 6% choose disagree and 5 respondents representing 2.5% of the respondents choose unknown. This shows that most of respondents strongly agree that social media campaigns and trends influence the popularity of entertainment content.
TABLE 4.12 SOCIAL MEDIA ALLOWS FOR GREATER INTERACTION WITH CELEBRITIES, ARTISTS AND ENTERTAINMENT BRANDS
	Responses
	Frequency
	Percentage

	Strongly agree
	96
	48%

	Agree
	74
	37%

	Disagree
	16
	8%

	Strongly Disagree
	8
	4%

	Unknown
	6
	3%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 96 respondents representing 48% choose strongly agree, 74 respondents representing 37% choose agree, 16 respondents representing 8% choose disagree, 8 respondents representing 4% choose strongly disagree and 6 respondents representing 3% of the respondents choose unknown. this shows that most of respondents strongly agree that social media allows for greater interaction with celebrities, Artists and entertainment brands.
TABLE 4.13 FAN COMMUNITIES AND FANDOMS ARE MORE ACTIVE AND CONNECTED DUE TO SOCIAL MEDIA.
	Responses
	Frequency
	Percentage

	Strongly agree
	79
	39.5%

	Agree
	85
	42.5%

	Disagree
	21
	10.5%

	Strongly Disagree
	11
	5.5%

	Unknown
	4
	2%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 79 respondents representing 39.5% choose strongly agree, 85 respondents representing 42.5% choose agree, 21 respondents representing 10.5% choose disagree, 11 respondents representing 5.5% choose strongly disagree and 4 respondent representing 2% of the respondent choose unknown. This shows that most of respondents agree that fan communities and fandoms are more active and connected due to social media.
TABLE 4.14	SOCIAL MEDIA PLAYS A CRUCIAL ROLE IN SHAPING ENTERTAINMENT TRENDS AND PREFERENCES
	Responses
	Frequency
	Percentage

	Strongly agree
	96
	48%

	Agree
	74
	37%

	Disagree
	16
	8%

	Strongly Disagree
	9
	4.5%

	Unknown
	5
	2.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 96 respondents representing 48% choose strongly agree, 74 respondents representing 37% choose agree, 16 respondent representing 8% choose disagree, 9 respondents representing 4.5% choose strongly disagree and 5 respondents representing 2.5% of the respondents strongly agree that social media plays a crucial role in shaping entertainment trends and preferences.
TABLE 4.15 I RELY ON SOCIAL MEDIA FOR THE LATEST UPDATES AND NEWS ABOUT THE ENTERTAINMENT INDUSTRY
	Responses
	Frequency
	Percentage

	Strongly agree
	85
	42.5%

	Agree
	76
	38%

	Disagree
	15
	7.5%

	Strongly Disagree
	19
	9.5%

	Unknown
	5
	2.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 85 respondents representing 42.5% choose strongly agree, 76 respondents representing 38% choose agree, 15 respondents representing 7.5% choose disagree, 19 respondents representing 2.5 of the respondents choose unknown. This shows that most of the respondents strongly agree and rely on social media for their latest updates and news about the entertainment industry.
TABLE 4.16 DO YOU USE SOCIAL MEDIA PLATFORMS
	Responses
	Frequency
	Percentage

	Yes
	192
	96%

	Agree
	8
	4%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 192 respondents representing 96% agree that they use social media platform, while 8 respondents representing 4% dont use social media platforms.
TABLE 4.17 Does social media often introduces you to new movies, music or Tv shows.
	Responses
	Frequency
	Percentage

	Yes
	116
	58%

	Agree
	84
	42%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 116 respondents representing 58% agree that social media often introduces them to new movies, music, tv shows, while 84 respondents representing 42% were not introduce to new movies, music or T.V shows through social media.
TABLE 4.18 DO YOU DISCOVER UPCOMING EVENTS, CONCERTS, OR RELEASES THROUGH SOCIAL MEDIA.
	Responses
	Frequency
	Percentage

	Yes
	161
	80.5%

	No
	39
	19.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 161 respondents representing 80.5% agree that they discover upcoming events concerts or releases through social media, while 39 respondents representing 19.5% dont discover upcoming events, concerts or releases through social media.


TABLE 4.19 DO YOU FEEL THAT SOCIAL MEDIA ENHANCES YOUR OVERALL ENTERTAINMENT EXPERIENCE
	Responses
	Frequency
	Percentage

	Yes
	136
	68%

	No
	64
	32%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 136 respondents representing 68% agrees that social media enhances your overall entertainment experience, while 64 respondents representing 32% dont agrees that social media enhances overall entertainment experiences.
TABLE 4:20: HAS SOCIAL MEDIA SIGNIFICANTLY CONTRIBUTED TO THE GROWTH OF THE ENTERTAINMENT
	Responses
	Frequency
	Percentage

	Yes
	160
	80%

	No
	40
	20%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 160 respondents representing 80% agrees that social media significantly contributed to the growth of the entertainment industry, while 40 respondents representing 20% dont agree that social media significantly contributed to the growth of the entertainment industry.


TABLE 4.21 DO SOCIAL MEDIA CAMPAIGNS AND TRENDS INFLUENCE THE POPULARITY OF ENTERTAINMENT CONTENT
	Responses
	Frequency
	Percentage

	Yes
	141
	70.5%

	No
	59
	29.5%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 141 respondents representing 70.5% agrees that social media campaigns and trends influence the popularity of entertainment contents, while 59 respondents representing 29.5% dont agrees that social media campaigns and trends influence the popularity of entertainment content.
TABLE 4.22 DOES SOCIAL MEDIA ALLOW FOR GREATER INTERACTION WITH CELEBRITIES, ARTISTS AND ENTERTAINMENT BRANDS
	Responses
	Frequency
	Percentage

	Yes
	152
	76%

	No
	48
	24%

	Total
	200
	100%


Source: Field work, 2025
The above table shows that 152 respondents representing 76% agrees that social media allow the greater interaction with celebrities, artists, and entertainment brands, while 48 respondents representing 24% dont agrees that social media allow for greater interaction with celebrities Artists, and entertainment Brands.


4.2	ANALYSIS OF RESEARCH QUESTIONS
Research question 1: What are the economic impacts of social media on the entertainment industry?
Table 9 and 2 answered this research question as it was gathered in table 8 that 97 respondents representing 48.5% choose strongly agree that social media has significantly contributed to the growth of the entertainment industry.
Table 20 also answered this research question 1 as it was shows that 160 respondents representing 80% agree that social media significantly contributed to the growth of the entertainment Industry.
Research question 2: is there any proliferation of social media platforms influence content creation within the entertainment industry.
	From table 19, the table shows that 136 respondents representing 68% agrees that social media enhances your overall entertainment experience, while 64 respondents representing 32% dont agrees that social media enhances overall entertainment experience.
Research question 3: does the entertainment industry adapts to technological changes driven by social media?
From table 4.20, it shows that 160 respondent representing 80% agrees that social media significantly contributed to the growth of the entertainment industry, while 40 resondents representing 20% dont agree that social media significantly contributed to the growth of the entertainment industry.
4.3	DISCUSSION OF FINDINGS
What are the economic impact of social media on the entertainment industry? This was analyzed in table 9 of the data presentation in table which shows that 97 respondents representing 48.5% choose strongly agree, 74 respondents representing 7% choose disagree, 6 respondents representing 3% choose strongly disagree and respondents representing 4.5% of the respondents choose unknown. This shows that most of respondents strongly agree that social media has significantly contributed to the growth of the entertainment industry.
	What are the problems militating against facebook in promoting online media buying of Jumia products. This was analyzed in table 4 in which 70 respondents representing 46.67% choose strongly agree 33 respondents representing 22% choose agree 27 respondents representing 22% choose agree 27 respondents representing 13.3% choose disagree. This shows that there are problems militating against facebook in promoting online media buying of jumia products.
	What are the solutions to the problems militating against facebook in promoting online media buying of Jumia products. This was analyzed in the table 5 of the data analsis where by 88 respondents representing 8.67% choose agree, 15 respondents representing 10% choose neutral 26 respondents representing 17.34% choose disagree while the remaining 8 respondents representing 5.34% strongly disagree this shows that there are way forward to solution against problems militating against facebook in promoting online media buying of Jumia products.
	The economic impact of social media on the entertainment industry is complex and multifaceted while it presents challenges, it also offers apportunities for growth, innovation and engagement.
	Social media has given rise to new revenue streams, including influence, marketing sponsored content, and online merchandise sales and also enables entertainments to monetize their content, creating new revenue streams through advertising sponsorships and merchanise saves.
	According to the result gathered from the questions social media provides a cost - effective way to promote entertainment content allowing brands to reach their target audience directly.
	By understanding the impact of social media on the entertainment industry, stake holders can harness it's potential to drive growth, innovation and engagement.
	However efforts should be made to reach out to individuals with diverse educational background to foster entertainment industry on the social platform, findings also point to certain challenges associated with using the medium for the impact on the development of entertainment industry.
	What are the growth and benefit of using the social media as a tools? Artists and creators benefits from promoting their work on social media platforms. This was analyzed in the table 10 of the data analysis where by 92% respondents representing 46% choose strongly agree 14 respondents representing 7% disagree this shows that there are way forward to promoting the development of entertainment industry.


CHAPTER FIVE
SUMMARY, CONCLUSION AND RECOMMENDATION
5.1	SUMMARY
	The primary objective of this study was to evaluate in - depth research on the IMPACT OF SOCIAL MEDIA ON THE DEVELOPMENT OF ENTERTAINMENT INDUSTRY USING ILORIN WEST as a case study. This objective was achieved by answering the three research questions for the study.
	This research work is divided into five main chapter from chapter one (1) to five (5) it vividly revealed some step by step approach for easy presentation of its contents chapter one include introduction background of the study statement of the problems, research question, research objectives, significantly of the study, scope and limitation of the study with the definition of terms
	Chapter (2) two contains the theoretical framework of the research applied by the researcher and agenda setting theory to interact and conceptual framework was clearly explained, the empirical review (literature review) also explained the nature of different individual research.
	Chapter three (3) contains research methodology adopted in the study. Population of the study, sampling size which is (200).
	Chapter four (4) contains how the data gathered were analyzed for proper understanding, it is also contained how data were presented.
	Chapter (5) five explained and summarized the whole chapter right from chapter one, it also contain limitation of the study, conclusion and recommendation


5.2	CONCLUSION
The conclusion of the document "Accessing the impact of social media on the Development of the Entertainment industry" Highlights the transformative role the social media plays in reshaping the emerging trends can give a competitive edge. Balance promotional and organic content avoid overwhelming audiences with promotional content. Strike a balance by sharing engaging, entertaining and informative pasts that provide value to followers beyond making messages.
5.3	RECOMMENDATIONS
Based on the analysis of the IMPACT OF SOCIAL MEDIA ON THE DEVELOPMENT OF THE ENTERTAINMENT INDUSTRY, the following recommendations can be made to maximize benefits and mitigate challenges.
-	Social media should utilize
Stand audience preferences and behaviour This data can understand guide content creation, marketing strategies and engagement tactics to better meet audience demands.
-	Social media should encourage user - generated content by primpting fans to create and share their own material related to entertainment offering, thereby boosting engagement and visibility.
-	Social media should run interactive campaings such as live Q & A session, polls and contests to foster direct audience interaction and enhance engagement.
	By following these recommendations, stake holders in the entertainment industry can effectively harness the power of social media, enhancing their ability to engage with audiences, promote content, and generate revenue while navigation the challenges that comes with this dynamic landscape.
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QUESTIONNAIRE
Dear Respondent,
	I am a student of Mass Communication, Kwara State Polytechnic, Ilorin conducting research on topic: IMPACT OF SOCIAL MEDIA ON THE DEVELOPMENT OF ENTERTAINMENT INDUSTRY IN ILORIN WEST LOCAL GOVERNMENT.
	The research is not meant for publication but for education purpose, therefore your sincerity will be really appreciated.
INSTRUCTIONS: Please tick "Good" Where appropriate example (   V    )

SECTION A

1)	Gender: Male (     ) Female
2)	Age: 18 - 30 (     ), 31 - 40 (     ), 41 and above (     )
3)	Marital Status: Single (     ), Married (     ), Divorced (     )
4)	Occupation: Student (     ), Civil servant (     ), Business man (     )
5) 	Religion: Islam (     ), Christian (     ), Traditional

SECTION B: Research based questions Statement 
	
	STATEMENT

	SA
	A
	N
	SD
	D

	6
	Social media platforms often introduced me to new movies, movies or TV show
	
	
	
	
	

	7
	I discover upcoming events, concerts, or releases through social media
	
	
	
	
	

	8 
	Social media enhances my overall entertainment experience 
	
	
	
	
	

	9
	Social media has significantly contributed to the growth of the entertainment industry
	
	
	
	
	

	10
	Artists and creators benefits from promoting their work on social media platform
	
	
	
	
	

	11
	Social media campaigns and trends influences the popularity of entertainment content
	
	
	
	
	

	12
	Social media allows for greater interactions with the celebrities, artists, and entertainment brands
	
	
	
	
	

	13.
	Fan communities and fandoms are more active and connected due to social media
	
	
	
	
	

	14.
	Social media plays a crucial role in shaping entertainment trends and preferences
	
	
	
	
	

	15
	I rely on social media for the latest updates & news about the entertainment industry
	
	
	
	
	



SECTION C:
16.  Do you use social media platforms? (a) Yes (       ) (b) No (     )
17. Does social media often introduce you to new movies, music, or Tv shows? (a) yes (     ) (b) No (     )
18.  Do you discover upcoming events, centers, or releases through social media? (a) yes (     ) (b) NO (     )
19.  Do you feel that social media enhances your all entertainment experience? (a) yes (     ) (b) no (     )
20. Has social media significantly contributed to the growth of the entertainment industry? (a) Yes (     ) (b) (     )
21. Do Social media campaigns and trends influence the popularity of entertainment content? (a) yes (     ) (b) No (     )
22. Does social media allow for greater interaction with celebrities artists, and entertainment brands? (a) yes (     ) 
       (b) No (     )

