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ABSTRACT

This chapter examines the factors that contribute to college students’ use of live-streaming platforms as 
anchors so that school administrators can understand students’ concerns and the problems they face in 
related areas in order to guide them back to the right track of learning and thinking. This study uses the 
technology acceptance model (TAM) with several key factors containing live streaming platform design, 
economic income, perceived entertainment, perceived usefulness, and perceived ease of use; distributes 
questionnaires to college students; collects data using a five-point scale; performs statistics using the 
goodness-of-fit of the measurement model; analyzes the data using the standardized regression weights 
of the structural model; and ultimately obtains the relevant results and discusses them, making recom-
mendations to the schools and college students to make recommendations.

1. INTRODUCTION

1.1 Background of the Study

Data from the 50th Statistical Report on the Development of the Internet in China (Anonymous, 2022) 
shows that as of June 2022, 1.051 billion users accessed the Internet in China, with 716 million live 
streaming users. The terminal equipment for accessing the Internet is diversified, and cell phone is the 
most dominant device, reaching 1.047 billion users. With the improvement of mobile network infra-
structure and the popularization of smart terminal devices, it has given rise to the rapid development 
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of live streaming platforms, and the devices for live streaming are becoming more and more portable 
from PC to mobile. Dong Jinquan and Luo Xinyu (2021) believe that live streaming platforms have 
become an important field for the public to share their lives, express and release their emotions, and 
reconstruct their self-identity. Zhong Wei (2021) feels that for college students who highly use the 
Internet and like to try new things, live streaming programs are becoming more and more popular 
among college students because of their own characteristics. Live streaming is now becoming one of 
the ways of mass cultural communication (Liu Jia, 2017). College students are more open-minded, 
synonymous with the popular front line of the times, like to catch up with the trend, like to chase the 
self-media live streaming, are the most faithful followers of the mobile Internet, and are also the main 
promoters of the development of live streaming. Scholars have found that live streaming has become 
one of the main ways for college students to entertain, socialize and purchase, and smart phones and 
mobile networks have become the most important tools in their lives, and they can watch live stream-
ing anytime and anywhere by owning a smart phone and a mobile network, and they can also act as 
anchors and broadcast their own things.

The use of live streaming by the college student population has continued to rise in recent years 
(Yue Niansong, 2022). All an anchor needs is a smartphone, connected to the internet and logged into 
a live streaming platform (Jia Xiaoting, 2017). Qian Chong’s (2021) study found that college students 
bring fame, income, and following through live streaming, and some of them see the financial benefits 
involved and become anchors. Zhao Xiang’s (2021) survey data showed that about half of the students 
thought that being a webcaster could easily earn much money and express themselves. However, Wang 
Jingfeng (2019) found that some anchors would bare their bodies for live broadcasts in order to gain the 
attention of viewers in anticipation of overnight fame. Siting Lu (2016) found from the results of 196 
valid respondents that live streaming is filled with the problem of a large amount of violent and vulgar 
content, and they expect a healthy live streaming environment. Huang Yue’e (2020) believes that live 
streaming meets various psychological needs of college students, but the current low-threshold, all-open 
media form of live streaming, live platforms and anchors show vulgarization tendency in order to chase 
profits, which seriously affects the ideology and values of college students and must cause educators 
to pay enough attention to it. Live streaming is an emerging industry, and at present, there is no corre-
sponding laws and regulations in China, and there is a lack of management of live streaming platforms 
(Yang Juan, 2022).

1.2 Research Questions

Live streaming platforms provide college students with a lifestyle to “express their individuality” and 
gain some financial resources (Liu Shanshan, 2017). However, Zhou Yiqing (2021) argues that displays 
of wealth, cyber violence, and improper behavior in live streaming are inconsistent with socialist core 
values. Despite being at the forefront of new technology and ideas in society, college students are easily 
influenced by live streaming due to their lack of experience. Moreover, their lack of self-control makes 
them susceptible to addiction (Cao Xinya, 2022), and excessive entertainment or unhealthy content, such 
as pornography, can have a serious negative impact on college students (Zhao Min, 2012). Therefore, it 
is necessary to study the work of college students as anchors to provide them with proper guidance and 
education. This paper combines the actual situation of colleges and universities and poses the question: 
why do college students work as anchors on live streaming platforms? Based on the literature review, 
this question is broken down into the following sub-questions:
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