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Abstract: As PC and smartphone are no longer luxuries in China, new media become 

part of daily life for netizen in China. More and more persons use new media for active 

learning in their leisure time. New media become more and more convenient and 

accessible tool for culture diffusion and learning in China. Kinds of new media cater to 

different netizen’s tastes and apply to different situations. 
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1. Development 

The rapid development of the Internet and new media has remarkably changed 

people’s lifestyles. The number of global Internet users has exceeded 3 billion, and the 

Internet penetration rate reached 42%. Today some Chinese new media innovations 

are even leading the global trend of social media development. The landscape of 

Chinese new media is continuously undergoing fast-paced changes. We are in a new 

dynamic era of digital engagement and new media play an important role in this 

context. New media is a group of Internet-based applications that build on 

technological foundations of Web 2.0. Compared to the traditional media, the new 

media’s common feature is that they allow the creation and exchange of user 

generated content. Most new media applications provide easy-to-use interactive 

platform, which requires minimum IT skills. They are completely open to everyone. 

Users can edit, publish and comment on videos that are publicly readable by everyone. 

They provide a fool-type operation; their content production mechanisms are quite 

simple for users. Many new media apps use artificial intelligence-based software to 

analyze online trends and edit related contents. New media applications generate 

virtual communities, which allow users to post and view content. According to uses and 

gratifications theory, people use them for a variety of reasons, including entertainment, 

social interaction, personal identity, information, and empowerment.  

At present, handheld devices play an important role in the daily life. For majority of 
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Internet users, mobile devices become the first choice to get online in China. 

Consequently mobile phone apps grow dramatically. Mobile new media have become 

the most popular and convenient social tools marketing means. According to the 42th 

Statistical Report on Internet Development in China, by June 2018, the number of 

Chinese netizens reached 802 million, mobile Internet users reached 788million, and 

the percentage of Internet surfing via mobile was as high as 98.3% [1]. Kinds of 

Internet-based applications that builds on the ideological and technological 

foundations of Web 2.0 are developed and they allow the creation and exchange of 

User Generated Content. Chinese prefer mobile devices for surfing the Internet for 

entertainment and online purchases owing to its convenience. By June 12th, 2018, 

Douyin has attracted 166 million active users, with the majority aged below 30, 

announced by Beijing ByteDance Technology [2]. Douyin users spend an average of 

12.6 hours on a monthly basis. Short video accounted for 7.4% of the total time 

Chinese people spent online in May [3]. As personal computers and especially mobile 

phones are no longer luxuries, rural residents can easily access the internet at home as 

well as city population. The younger generation is fond of using kinds of new media in 

their leisure time, listening to music, watching videos, commenting on Videos, 

uploading short video or forwarding video. 

 
2. Effective Means for Active and Lifelong Learning 

Advent and growth of Internet have changed the way teachers instruct and students 

learn in online environment. The World Wide Web (WWW) offers educators a new 

medium to deliver teaching and learning material, allowing flexibility for learning from 

home or workplace and the ability to cope with a widening variety of backgrounds and 

qualifications. Internet and the new media enrich the student community for accessing 

the educational materials. Broadband Internet access opens up new opportunities and 

new challenges for education to go online, that is, for educational services to be 

delivered to students at home and in their workplace, overcoming the time and travel 

constraints of conventional place-based face-to-face educational methods. The 

introduction of new media in teaching and learning is one of the major concerns of 

education reforms nowadays. 

The convergence of media and technology in a global culture is changing the way we 

learn about the world and challenging the very foundations of education. No longer is 

it enough to be able to read the printed word; all learners including students and adults 

learners, must master the skills using new media in order to learn more effectively and 

actively, they should have the ability to critically interpret the powerful images of a new 

media culture. Media literacy education provides a framework and a pedagogy for the 

new literacy needed for living, working and citizenship in the 21st century. Moreover it 
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paves the way to mastering the skills required for lifelong learning in a constantly 

changing world [4]. 

We process information through two basic channels, verbal and visual. Traditional 

teaching/learning methods make mainly use of verbal channel. In contrast, we can 

make full use of both channels through multimedia tools. We can attain more desirable 

learning effect making use of multimedia on the basis that our brains access 

information in nonlinear ways. Multimedia helps people learn more easily because it 

appeals more readily to diverse learning preferences. Given that humans possess visual 

and auditory information processing capabilities, multimedia, he explains, takes 

advantage of both capabilities at once. In addition, these two channels process 

information quite differently, so the combination of multiple media is useful in calling 

on the capabilities of both systems. Meaningful connections between text and graphics 

potentially allow for deeper understanding and better mental models than from either 

alone [5]. Internet and new media applications make multimedia learning more 

convenient plentiful. 

There are two contrasting kinds of explanation of learning and instruction. According to 

the first explanation paradigm, learning is often viewed as information transfer from 

teacher/instructor’s head into student/learner’s head. It conceives of students/learners 

as passive receivers of information, students/learners are thought to obtain 

information from an expert and add it to their own memory, in this process, the teacher 

is the source of the information and knowledge; the students are the mechanized 

receivers and all that they can do is learn by rote. All these happen owing to scarce of 

effective learning environments. In the contrasting paradigm, students becomes 

actively learners, they play an important role in the teaching/learning process and 

positively involved in the process. They no longer learn by rote, but personally integrate 

and make sense of new information while they are applying it in their daily lives. 

Internet-based new media applications and WWW servers have also become widely 

available in education. A major mission of education is to initiate a paradigm shift in 

teaching methodology from a largely textbook-based, teacher-centered approach to a 

more interactive and learner-centered one. At the heart of these ideas is a shift away 

from thinking about education as being solely in the mind of the instructor, towards 

thinking of it as a partnership between teachers and students, with teachers as the 

major architects of learning [6]. Effective multimedia for learning requires carefully 

combining media in well-reasoned ways that take advantage of each medium’s unique 

characteristics. The most effective multimedia provides learning experiences that mirror 

real-world experiences and let learners apply the content in various contexts [7]. New 

media are the right tools that shift the mode of learning and make active and lifelong 

learning come true. 
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3. E-learning in the Age of New Media 

The use of new information and communication technologies in education, that’s, 

e-learning is quite popular in digital society.Today, more and more countries are moving 

towards a knowledge society and knowledge-base economy, as the result, people must 

learn continuously and be familiar with techniques of accessing and processing 

information in order to keep up with the development of the society. E-learning, or the 

use of new information and communication technologies in education, is both the fruit 

of these changes, and the means of assimilating them. [8] E-learning is an ideal mode 

of delivery for lifelong learners. E-learning no longer applies merely to distance learning, 

but also to traditional courses that have incorporated electronic elements into the 

teaching and learning process. 

Information technology is moving rapidly, and more and more people of all ages find 

themselves on the information highway. Working with computers helps to bring 

learners into the technology age. New Internet technologies can support completely 

different kinds of learning. Learning facilities are accessible everywhere and from 

different sources at any time. Information and communication technology (ICT) is 

becoming an increasingly important tool for leisure, learning and work. Digital 

competence needs to be a priority in lifelong learning strategies. A paradigm shift within 

the field of lifelong education is taking place as a result of advances in technology. 

Those in favour of ICT as an educational resource in an emerging learning society talk 

of the opportunities for learning offered by different forms of ICT [9]. Digital literacy 

should be included in educational curricula in primary and secondary education. 

Developing digital competence by embedding and learning ICT should start as early as 

possible. E-learning is becoming an influential force in higher education today. When 

attending traditional university students must consider time constraints and 

geographical limitations. Introducing cyber universities is an effort to overcome these 

limitations. Cyber universities offer educational programs through distance learning 

over the Internet, thus tackle all the problems. The Web and the Internet have been 

integrated into classroom teaching. Teachers can make use of technology to enhance 

teaching. They can build a course Web page, with links through the Internet to relevant 

resources on other Web sites. Teachers may also use other Web sites for illustration 

within their classroom lectures. Enhancing classroom teaching is still by far the most 

prevalent use of the Web in higher education [10] 

We are in the age of information and contemporary society is called a knowledge society. 

So, persons are expected to study lifelong to adapt to this society. Adults especially 

need to study new advanced knowledge and skills while working. Most of participation 

in adult education is for professional reasons. In order to adapt to change in the 

workplace and to fully participate in society, adults need to learn throughout their life. 
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Increasing number of people study using several forms and methods of learning at 

various places. New methods of learning become popular among adult learners, such as, 

the usage of some kinds of information technology like personal computers, television 

and radio and so on. Their popularity is owing to their convenient for adults. It has 

already made a difference among adults as learners with regard to the amount of 

information available for learning, which poses a challenge to adult education and 

lifelong education, because they aim to achieve personal growth and maturity 

throughout life by offering equal opportunities for participation in education to every 

person irrespective of sex, age, race, ethnicity, social class, educational career, vocation 

and so on [11]. 

 
4. Traditional Culture Diffusion and Learning tools 

Studies show that traditional culture can be popularized via the Internet and new 

media. With increasing use of new media applications, they grow to be a means of 

popularizing the traditional culture by ordinary netizen whether consciously or 

unconsciously and whether purposefully or not. It's hard to instill culture. The 

traditional culture contributed by netizen themselves and disseminated via new media 

is more easily welcomed and accepted by netizens. The materials chosen and 

transmitted by netizens can reach zillions of people judging from the perspective of 

users themselves. Furthermore, social media platforms emphasize a more 

users-oriented experience and enable the sharing of knowledge. Most importantly, a 

variety of culture information has been and no doubt will be continuously generated 

and transmitted among tremendous numbers of users via new media apps. 

New media apps can be more convenient and accessible tools for culture diffusion and 

learning in China. For example, the public can acquire useful health information 

searching and browsing Douyin. So, it’s an alternative to integrate Douyin into the ideal 

education model, such as health education and traditional culture and popular culture 

education. 

Whether and how this trend would affect the diffusion of culture among the general 

public remains to be observed. This study predicts an increase in culture information 

acquisition via new media and suggests that passive acquisition through virtual 

community was an important medium for most netizen. Sometimes we acquire useful 

information when we surfs aimlessly, consequently, passive acquisition is more 

frequent than active acquisition when we using social media, including Douyin. Culture 

information acquisition via Douyin is more convenient, timely, and cost-effective. 

Furthermore, the technical development of big data and the Internet allow individuals 

to access and track kind of information they like and customize on-demand information. 

An increase in culture knowledge via Douyin information acquisition develops netizen’s 
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personal knowledge-bank. Douyin can be used as an useful and entertaining pathway 

for culture information acquisition. Therefore, autonomous culture education via 

Douyin is a useful tool to address the current shortcomings in culture education. New 

media can be the most accepted pleasant and relaxed education channels.  

 
5. Discussion 

The application of new media at all levels of education shows that the world is changing 

quickly and people need, therefore, to be under a continuous education process. The 

ones that do not follow this new agenda could be considered “illiterate” in a near future, 

therefore, marginalized in this society [12]. New media and multimedia that’s effective 

in learning doesn’t simply consist of using media together, but combining media 

mindfully in ways that capitalize on the characteristics of each individual medium and 

extend and augment the learning experience [13]. Although multimedia is quite helpful 

in making learning environments meaningful and effective, multimedia by itself does 

not assure a good learning environment, it should be used properly, prudently and 

constructively. 

Nobody doubts that internet and new media has the potential to extend the amount 

and type of information available to learners. New media can offer layers of beneficial 

resources and provide abundant information. However, this advantage may become 

disadvantage when flood of information overwhelming the learners and make them 

feel frustrated and helpless. For example, online encyclopedias can provide links to 

videos and additional articles on specific topics of interest. News stories can reference 

links to audio commentaries, replays of video footage, and links to websites with 

additional resources. Online instruction can include explanations, links to resources, 

simulations, illustrations and photographs, and myriad types of activities that can also 

include multiple media. Too many resources and media, however, and the benefits get 

crowded out by the need to figure out what’s what [14]. 
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