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Entertainment for Change

Leveraging popular entertainment for a cause

Who does not like to be entertained? A good comic, TV series, book, band, stand-up comedian,
reality show, puppet, poet and/or traditional tale, and many other forms of entertainment, are
essential to our lives. They can spark a reaction across the full range of our emotions and interests
a[J]] from joy and laughter to anger and despair, and from personal reflection to discussions with
friends and neighbours and collective action. To have that effect, entertainment needs to resonate
a[J0] to make sense and appeal in a significant and meaningful way a[J[], often engaging and affecting
different people in different ways.

Since all of the key development issues are, in essence, people-based at very significant scale a[][]
e.g. human rights, conflict, mis/disinformation, gender equity, violence against women, political
accountability, education, etc. a[J] it is important for development action to also be people-focused
and at scale. Because it attracts and engages, entertainment provides that opportunity.

Often, entertainment programmes also allow people to learn from the mistakes and the success
stories of characters with whom they have established an emotional link, rather than having to learn
from their own experience. Perhaps it was Meena and Raju promoting the rights of girls through
animation in South Asia, or maybe Sara and her pet monkey Zingo inspiring young girls in east and
central Africa to stay safe and free of HIV and AIDS. Maybe youa[JJve grown up loving Big Bird,
singing along with Elmo and laughing at Oscar the Grouch. Whatever the memory, chances are good
you grew up with and continue to be influenced by entertainment.

There are two major challenges with entertainment for change:

1. In the crowded and dynamically changing space that is entertainment a[jj from local to the
global a[J[] what is the best positioning and where is the prime space for development-focused
entertainment initiatives?

2. How should organisations focused on humanitarian and development goals do things
differently compared to the local storyteller or major film/TV studio?

There is an extensive history and experience within the social and behaviour change community with
a[Jjajjedutainmenta[jja[J]] (entertainment-education) initiatives. One collator of action in this field
has identified and summarised 4,486 initiatives in English and 876 in Spanish. And that is just the
tip of the proverbial iceberg.

Reflecting the essential development principles of South-South collaboration and learning from
those experiences, this section of the programme guidance is focused on the collaborative work of
two organisations a[J[] Heartlines in South Africa and FundaciA3n Imaginario in Colombia. Both have
demonstrated the ability to break through with high quality, impactful entertainment initiatives.

Many of the Heartlines leaders were part of Soul City, the hugely popular multimedia edutainment
initiative that played a significant role in addressing public health issues (including HIV /AIDS) in
South Africa. Heartlines is a South African organisation that develops multimedia initiatives to
address social change and encourage people to live out positive values. For example in 2017,
Beyond the River a[J[] and award winning feature film - addressed social issues relevant to South
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Africad[]Js democratic transition from apartheid.

Since 2007, FundaciA3n Imaginario has worked on complex issues of public interest: the promotion
of sexual and reproductive rights of adolescents and young people (Revelados, Desde todas las
posiciones and Revela2); the promotion of HIV testing for homosexual men (Bondage); young
women's entrepreneurship (Women Entrepreneurship); and more recently, the armed conflict in
Colombia (Romper el Silencio / Breaking the Silence).

Heartlines was invited to share their expertise and guidelines with the Colombian team during the
development and design of Romper el SilencioA s project on truth, transitional justice, non-
repetition and historical critical thinking. As a result of this fruitful collaboration, an Edutainment
Guide for Social Change was released (and here in Spanish). This section draws from that body of
critical reflection (with thanks to Universidad del Norte (Colombia) and The Communication
Initiative).

Core Principles

Entertainment works with a wide range of social issues. It can inform, educate, inspire, shift
individual behaviours and social norms, and challenge the status quo a[J]] including initiating
reflection and dialogue on topics rarely talked about. It can reach large audiences (e.g., as a catalyst
for social mobilisation, advocacy, and education strategies) but also work well in smaller and local
settings. For effective entertainment-based initiatives:

e To be relevant and credible, the entertainment needs to be rooted in the real narratives of
cultural and social issues that people are experiencing, and a deep understanding of the
way people view their world.

e To transform and change, effective storytelling must be rooted in solid research - a
continuous process that investigates the context, the people being engaged, and the barriers
to change. It involves continuous pretesting.

e The quality (aJJproduction valuea[]]) must be as high and professional as possible, to
be able to compete with the best available at the time and, perhaps most important, to
maximise the chance to resonate and engage.

e This may be obvious but of course entertainment initiatives need to be entertaining. Yet they
can and should work well with other strategies such as social mobilisation, digital
engagement, and advocacy for policy change.

Main Theories

Theories help to provide direction when trying to answer core questions. For example, how do
people learn? What are the main factors that drive change? How can people with common interests
and/or identities best organise and act? The answer to these and other key questions inform
strategies for entertainment initiatives.

FundaciA®n Imaginario and Heartlines identified the following theories as being crucial foundations
for effective entertainment action. Of course, you could have your own favourites. But not having a
theoretical base is not an option for development-related entertainment.
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+ Bandura's Social Leamning Theory states that
peaple leam through obsarvation, imitation and
madeling. Self-efficacy influences behaviour, in that
peaphe any mons loly 10 engage in certain behaiours
when they beleve they ane capable of successhuly
miadialling the desired behaviour. In this regard the-
redgne, an Edutainmeant programme may dislibarabely
prasent speciic characheris) 50 that tha targeted
audencs will model 1his behavious,

Lewin's Theory of Change adds the role of emo-
tion and dialogue and debata b an understanding of
b befuniour changs takes place. Barariour that

s often resistant 1o change is lifted up for scing
trwniagh an “amotional stir-up”. This leads 1o dialogue
and debate. Edutainment that engages the audience
emationally and sparks diakogue and dabate has a
high chance of effecting behaviour and social change,

Paulo Frelre's Theory of "Critical
Consclousness' states that when people become
aware (through education) of oppressive social
wconamic and poliical foroes in their socity, thy ane
miore able bo creabe change, Paricipating in dislogue
can faciitale structural charge. EE campaigrs that
strengthen dislogue have the potential to enable
social and poltical trarshormation.

Planning Process

r Social Movement Theories refer to the ways in
which communities and Qroups SIANse and engags
in coliective action or resist mobiisation eficris. in
thia serse, EE should aim o mobilise pecple, omgani-
sations and networks 1o charge the structural barriers
{hiat prevint transfonration from taking place.

Thearies of social and
behaviour change

The Information-Motivation-Behaviour Skills
Mioded is a keaming-based modsl that acknowledges
th role of social norms and peer modeling It aisa
ighlighis kndwisdie, Alt2udes and persoral st in
bringing about bekuriour change.

Social Identity Theory presents an explanatory
account of th impartancs of Social noms in dele-
mining behaviour, Social identification with a group
is & key part of one's identity. “Social identity” refers
to the individual’s knowledge that they belong to
ideniity eeps groups ingether, and at the same time,
riquiatis indhidual betaviour # & the cultural glue
that binds peopie. Edutanment that aims al social
and behaviour change should theredoes aim at shifting
social noms ipo.

The Theory of Interpersonal Behaviowr is an
eapsansion of the Theory of Reasoned Action but
includes the idea of habitual bshiniour in the modal,
It states that the three most important factors deter-
miring the probabiity of behaviour change are habit,
intertion and enaliing conditions. Tha theory further
epiaing the robe of beliets, anticipated oulcomes.
ngur, rodess, self-concepd and emations. and attitudes:
in defemining behaviour

Effective Edutsinment programmes often make use of a combination of these
theories to help drive behaviour change by building self-efficacy, stimulating debate,
challenging social norms and cultural practices that act as barriers to change, shifting
attitudes and personal skills and developing positive habits.

For entertainment purposes, our planning process needs to consider and respond to:

e The relationship between people, communities and the issue being addressed a[[] for
example, there is no point doing something on HIV/AIDS (e.g. a local drama), if we do not
understand the relevant social norms around sex.

e How entertainment media are consumed, reflected and amplified amongst the key
communities we are trying to engage a[|[] no point doing something on girls education
(e.g., a series of concerts for children and their parents) if there is very little chance of
household discussions taking place after those events.

e The clarity and accuracy of the knowledge being shared as understood by the people
we are seeking to engage a[][] no point doing something on the importance of gender equity
(e.g., a TV drama) if there is a high likelihood that it will be interpreted as reinforcing the role
of men as family and community decision-makers.

Heartlines and FundaciA3n Imaginario outlined the following 9-step planning process for effective

entertainment-based action:
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. From research to
o Step 1 Formative research | message
- — - Conducting research Defini
Key decfswns - Analyse environment Dﬁ::g;iggo:sr e Sy * Step4
Identify: & context . Develop message brief The story is the message
- Problem ; .
. - Pre-testing - Select media formats
7 -Target audlgnce - Develop script, plots and
- Partnerships TR
/ - Pre-testing
« Step9 The Edutainment route
Monitoring & evaluation e Step5
Assessing the Designi
effectiveness of your e emg_mr;g at
strategy mu. ufw. ia strategy
~_ e Step 8 o Step 6 Designing the strategy
and the structure
Promotion * Step7 Pre-testing —
Advertising and Production Pre-testing
marketing O — throughout the

- Producing your
edutainment strategy
- Pre-testing

entire process

Participation, capacity building and knowledge management throughout the process

The STEPS

The following are links to more detailed outlines of each step in this planning process. The nature of
what is implemented for each of these steps will depend on the scale and focus of the work you
undertake. A local initiative involving, for example, some cultural story tellers may need a lighter
touch. Likewise, a traveling drama show that performs in several schools may require less depth.
But no matter the focus and scale of your entertainment development action, each of the 9 steps
below must be actioned in some way.

e Step 1: Key Decisions
e Step 2: Formative Research

Entertainment that seeks to advance development action needs to be research-driven and research-
evaluated. In absence of research, then it is just entertainment. If there is any conflict between the
creativity process and what the research says a[J[] then the research should win the argument.

unicef & | for every child


https://eeguide.comminit.com/sites/default/files/content_type/page/node-file-upload-9576607_1.pdf#page=14
https://eeguide.comminit.com/sites/default/files/content_type/page/node-file-upload-9576607_1.pdf#page=15
https://eeguide.comminit.com/sites/default/files/content_type/page/node-file-upload-9576607_1.pdf#page=38

SOCIAL +
BEHAVIOUR
CHANGE

Do | Implementing strategies

The place of formative research in the production process

Topics or issues to address are decided on the basis
of evidence and an analysis of development needs and
priorities in the couniry.

These topics are further explored and developed in
consultation with key stakeholders in the fisld, on the basis
of literature reviews and information obtained from the
targat audience,

All the information from these differant sources is
integrated and presented at a Message Design Workshop.
In this waorkshop role-players decide what needs to be
communicated to the tanget audience.

The outcome of this workshop, together with background
material emerging through the formative research process,
i written up in a message beief that is given to the creative
team for example, the script-writers, copy-writers and
producers,

e Step 3: From Research to Message
e Step 4: The Story is the Message
e Step 5: Designing a Multimedia Strategy
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A detailed outline of the series is compiled, with detail
of characters and storyline.

Scripts are written. In the case of print material, the:
copy for the print publication is drafted.

At this point, the draft Edutainment materials are pre-
tested. Pre-testing involves getting feedback from

all stakeholders, including the target audience and
aaperts in the field, on the draft Edutainment materials.
This is to make sure that the messages ane clear and
the language is appropriate.

The final deaft of the Edutainment is developed taking
changes into account.

After this lengthy but thorough process, actual
production starts on your programmes.

It is tempting to start the conceptualisation and planning of your entertainment with the
identification and selection of the media you will use a[J[] afjJLeta[JJs do a TV drama on ...a[]]
a[[JHeard a great, new musician last night a[J[] leta[]{Js ask her to do an album ona[J}a[l] a[JJHave you
seen this new street art a[J[] leta[JJs do murals about a[]} .a[J[] Yet it is important to start the
identification of the media to use by considering the following questions.

You need to consider:

What are the most
popular media
that people use for
entertainment?

Which media

best reach your media for

Can you combine

Are the media
credible sources
of information?

What funds are
available?

Which community
media can we partner
with to strengthen the

campaign?

target audience?

How does the
medium suit your
goals?

What formats do
people watch or
listen to?

maximum effect?

Can the media
reach very large
groups of people?

The scale of your
project - is it
national or local?

©

e Step 6: Pre-Testing

e Step 7: Production

e Step 8: Promotion

e Step 9: Monitoring and Evaluation

For most people engaged in entertainment, success is reasonably simple to measure. How many
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watched or listened? What were the ratings? Did people laugh (or cry)? Were people attentive? Is
the audience growing? How do name or brand recognition and revenue evolve? Is there critical
acclaim? Is the programme getting sponsors/advertisers? Moving to primetime? Invited to other
communities/cities/countries? Being talked about?

But when we specifically undertake an entertainment strategy related to a development challenge
(e.g. measles, girls in school, environmental protection) or a social change objective (e.g.
childrena[]Js rights, participatory governance, gender equity) these need to be complemented with
different indicators. Here are examples of how Romper El Silencio and Whata[J[Js Your Story defined
a[JJwhat constitutes real successa[][:

Expected results

+ Monitoring # Evaluatian & Hnralodge managemaent

~ 20000 prcpls indcered akeout Rompar of Slencia's A paricipating in actities o walchingfistening 1o - Collectin conmiruction and sharing of

sriogy piaces of the Broaking the Slence Siralegy, BMongat e lessors laarn? about Braaking the Slence
= 00 teachars and keasers raned i break the slen- PMBODanS: = from the perspactve of YOUNg peopia,
o i e SoFend B wOrh SRR k. '] (o]

= 500 Breaking the Slenos Wesks in sducational = Thare is greater inlerest in learning aboul recent

nstitutions ard Glher spaces.

= 10 youth eolactives mplementing Braaking the
Gagron Wk

~ [l Glinzity i, Droddentl on Al Sorfr=eeil
T channel, offar cfanrsls, s on-camand plal
o

= T SoEs0rd Of DOCCRST Sanes M domentanes
Ercadicant by mass. maia

= Crm Wk 1o Benualc i Sancw Sriling (on social
e platforms such &s instageam, TikTok, Face-
Bk, Tastiar)

= Frtwork of paninershigs with Falnutiond and Coms-
PRLEVENS. 1D DAOMODS DETTANENOR BN EKtensin i
ot cortprts,

= Ao Thy Ioloeens & ndtiale cebaries O @B
ling Thedflencs on social meda

hafiory anal pnclerplanaing e armad confict among
tedacteers, Stucents and hair lamilled

= Tham i an increass in e numisr of young poapis,

St A parerla seking ruliul nlorrmalion
ety sossroes] on the hisiony of the ameed conflol
n Cospmba

= Thasr i o Qreabir Bppeeciation of th tuth s part of

tha process of confict seaciution snd mparation for
wictrma

- dewmmmw

ataly cpnficiy theogh duicgua

= s i & Frces Tirvornbie SOt Sowars Maraioral

el restonmtivn [USHOE [ADOSISe.

- Thars is an increased capacity Bmong yourg peogis

10 Bt &S Bgens of Changs in peace bulding.

= Than is greater awireress of the mportance of dalo-

DUl Tor No-vickant conBict resckion

\/

The evaluation included the development of a programme theory (which included two theories of change)

and a monitoring and evaluation framework.
At the broadest level, the key questions that
the evaluation sought to address were: #WhatsYourStory? was designed as an easy-to-implement intervention that could be used in a number
of interactive contexts that could easily be adopted and rolled out by others. A key indicator of success,
therefore, is whether or not those exposed to #WhatsYourStory? take it up and undertake further WYS-
related interventions.

1. Can a campaign that encourages
people to tell each other their personal
stories, in supportive contexts,
increase empathy amongst those For the formative evaluation, Singizi completed 798 interviews from a total of 2 324 respondents who
involved? had been trained at that point. Of the 798 surveys completed, 624 were from churches, 87 were from

workplaces, and 87 were from educational or other institutions.

N

. Does the fostering of greater empathy

of individuals for each other in

group settings improve cohesion

and, therefore, the functioning of the

group? The formative evaluation showed that after being exposed to the “What’s Your Story?” programme 42% of
respondents had engaged in further intentional storytelling with others. In comparison to this, in the summa-
tive evaluation, a full 80% of respondents reported that they had engaged in further storytelling processes
with others.

For the summative evaluation, Singizi sampled 910 respondents from a total of 2 536 respondents who par-
ticipated in the programme. These individuals were all from churches, as the workplace component of the
programme had reached its target at that point.

One participant said: “I had a session with my mother immediately after the church session. We both cried.
We are from a culture that does not discuss feelings. This was the first time | heard from my mother about
her upbringing. | found out things | would never have known and, since then, we have become closer and
open and focused on reconnecting as mother and child, although | am now in my forties. | did not realise |
longed for that relationship until now. | am also focusing on having a better relationship with my children and
being a better parent.”
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There is plenty of evidence of impact out there. Research shows that children who watch Sesame
Street, for example, improve their school performance. An independent, mid-term evaluation of the
Sara project (which included animated videos, comic books and a radio series) provided evidence
that girls were positively influenced by Sara to delay sex and avoid situations of sexual abuse and
exploitation.

Examples of other evaluations

o Mixed methods approach to evaluate the impact of Whata[][Js your Story to improve social
cohesion in South Africa

e Tea Cup Diaries: How a Radio Drama is Changing Attitudes in Myanmar

¢ Pre- and post-broadcast survey explores the impact of Shuga Radio in Tanzania to address HIV

¢ Online longitudinal cohort study to measure impact of "Cest la Vie!" telenovela on health in
West Africa

e Randomised Control Trial to measure the effectiveness of MTV Shuga in Nigeria

e Measuring the impact of Overcome the Fear (Vencer el Miedo), a telenovela in Mexico to
address reproductive health, through cross-sectional survey interviews

¢ Platform Validation and Evaluation Process of Revelados, desde todas las posiciones

e The Simsipur comedy series has increased literacy scores among those who watch by 67%

Additional Resources

e Bridging Theory and Practice in Entertainment Education: An Assessment of the
Conceptualization and Design of Tsha Tsha in South Africa

¢ An Entertainment-Education Initiative on Television: A Glimpse into the Production Process
(2014)

e Meena Ki Duniya: The Production Process (2013)

e Entertainment-Education Behind the Scenes: Case Studies for Theory and Practice (2021)

e Edutainment: Using Stories and Media for Social Action and Behaviour Change (2013)

e The Communication Initiative Entertainment-Education Network

e How-to Guides on SBCC from the Health Communication Capacity Collaborative (HC3)

e Strengthening the Evidence to Scale up Entertainment Media in Development

Other Case Studies

e The following are examples initiatives that used storytelling as part of a larger entertainment
strategy:

 La Pea[][] Ye Ta Kwe Ye Diari uses radio drama to increase tolerance between ethnic and
religious communities in Myanmar

e The Bell Bajao campaign encouraged local residents to ring the doorbell to interrupt domestic
violence when they heard it. In one year, 160,000 men pledged to take action to end violence
against women.

e Sesame Street improved childrena[][Js learning around the world

e A serial story about birth spacing encourages uptake of postpartum family planning
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https://www.comminit.com/global-alliance/content/evidence-effects-sesame-street-meta-analysis-childrens-learning-15-countries
https://www.ideas42.org/wp-content/uploads/2014/12/Ideas42_ICISenegal_brief_2.pdf
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counselling in Senegal

e An MTV programme combats HIV-related risk behaviours in Nigeria

¢ A long-running e-e TV show Kyunki was produced by UNICEF India between 2008 and 2011,
covering different a[J[JFacts for Lifea[][] areas

e The Meena Communication Initiative addresses common perceptions and behaviours that
inhibit the ability of young girlsto survive and thrive

e Fathers Matter revolves around 6 anthology films. It supports the positive and active role of
fathers and father figures in the lives of children

e Revela2 involves a fictional television series complemented by social media, a school outreach
programme and other social mobilisation strategies to facilitate dialogue and critical reflection
about sexuality and sexual and reproductive health and rights

e Kembali Ke Hutan (Return to the Forest) engages young Indonesians about sustainable
development choices through stories on television and social media

e MTV Nishedh uses a television drama and other media to promote positive health and sexual
health behaviours among youth

e Toma Mi Mano ("Take My Hand") involves a radio series and social media to address
reproductive health and teen pregnancy, rape and gender-based violence, and gang violence

¢ An interactive game in Rwanda is used to teach conflict resolution skills in youth

e Malawi: An interactive radio show opens communication about sexual health and prevents
HIV/AIDS

e Mozambique: A long running e-e radio drama has been sparking change across different
programme areas since 2015

e Botswana: A UNICEF Botswana adaptation of MTV Shuga addressed HIV- and SRH-related
behaviours

e Peru: The La Sangre Llama (Blood Relations) radio soap opera mobilizes communities to fight

anaemia

Reference organizations

e Population Media Center

e BBC Media Action

e Johns Hopkins Center for Communication Programs
e Soul City

¢ Development Media International

e PCI Media Impact

e Sesame Workshop

unicef & | for every child
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