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Abstract 

 

 Article Information 

The objective of this study is to investigate the factors that influence the use 

of social media apps as a procedural learning tool during COVID-19. The 

primary aim of this research is to assess the impacts of content quality, task 

technology fit, vividness, and anxiety on perceived usefulness, and the 

impact of PEOU on and PU desire to use for procedural learning. Data was 

collected through an online questionnaire from 313 Tiktok users. The 

findings revealed that content quality, task technology fit, and vividness have 

a significant influence on overall effectiveness. The results also indicated 

that PEOU and PU have a strong favourable effect on the purpose to use for 

procedural learning. The structural equation modeling result revealed that all 

of the hypotheses were supported. 
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1. Introduction 

Social media is a type of online media that facilitates social interaction. Social media has an 

excessive impact on our lives today. The increasing usage of social media in numerous industries is due 

to the advent of the internet as a communication channel, and this is why social media offers several 

advantages. Some of the benefits of social media over previous forms of communication include ease of 

access, low cost, speed, interaction, a broad reach, and the ability to be accessible for an extended time 

(Cornejo et al., 2013). The majority of people utilize social networking sites for a variety of reasons, 

including business, politics, marketing, and education (Cornejo et al., 2013). Every day, billions of 

individuals use social media mobile apps.  According to Grover et al. (2020) throughout the COVID-19 

pandemic's multiple lockdowns, there is a tremendous increase in the use of social networking sites. For 

example, in the second quarter of 2020, over 2.7 billion individuals used Facebook every month (Adnan 

et al., 2021), and over 1.2 billion people used WeChat mobile app every month (Amosun et al., 2021). 

In September 2017, Tiktok, a relevantly new app, was released to the worldwide market. In today's 

world, TikTok has over 800 million active users (Sunhare & Shaikh, 2019). The uploaded videos and 

shared experiences affect people's lives (AlQudah et al., 2021; Chatzoglou et al., 2020; Dawud & 

Nikolic, 2020). The widespread use of social media in everyday life has a significant influence on 

people's communication patterns. Consequently, a study on social media use and its impacts on learning 

is required in European Union countries such as Belgium, Bulgaria, France, Germany, and Denmark. 

Recently, social networking sites are heavily used by users (Alshurideh et al., 2021). For instance, 

TikTok. TikTok was launched in 2016 in China and internationally in 2017. Since then, it has become, 

the most general user-generated content video-sharing platform (UGC) (Chen et al., 2019). TikTok 

offers its users a short-video functionality. Short video distinguishes it from YouTube, which has long 

videos. 
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Short movies/videos were used by the Chinese authorities to enhance the government's 

relationship with Chinese citizens. It encourages individuals in China to use micro-videos. As a result, 

TikTok is widely regarded as China's most popular app for short video sociability and as a platform for 

disseminating numerous themes through new media. with developments in information technology, 

Tiktok seems to be a viable learning network for short-term procedural activities. TikTok 

distinguishing feature is that it allows any fellow user to produce, post, and share an extensive spectrum 

of content, from home-produced videotape to film acts  (Al-Maroof et al., 2020).  

It is hardly unexpected that Tiktok is jam-packed with conveniently accessible motor sequence 

learning content. Procedural learning is an important chunk of numerous everyday activities (Lee & 

Lehto, 2013). It is described as the development of psychomotor skills in the execution of a task using 

steadily procedural guidelines (Ellis et al., 1996). A great deal of effort was put into researching how 

the style of procedural information affects learning, transmission, and performance within the cognitive 

processing conceptual paradigm (Al-Maroof et al., 2021). However, on a more practical level, people 

frequently avoid employing procedural instruction in real-world job environments (Eiriksdottir & 

Catrambone, 2011). This could be due to difficulties in comprehending procedural materials developed 

in complex layouts or given in technical terminology. Academic disciplines around the world are 

increasingly interested in procedural learning, and the need to deepen this method of teaching has 

arisen in the days foremost up to COVID-19. Students could learn, engage with peers, and connect with 

instructors while taking advantage of a social and educational framework that is similar to that of a 

typical classroom and use the latest cutting-edge technical advancements (Chrysafiadi & Virvou, 2015). 

Previous research on TikTok has focused on a variety of critical aspects that influence the app's 

acceptability in both educational and non-educational settings (Al-Maroof et al., 2020). Researchers 

have focused on TikTok as a learning tool in the educational setting (Kurdi et al., 2021). Particularly on 

how diverse elements, such as motives and benefits, affect user adoption of TikTok such as students and 

educators. TikTok is being studied in non-educational contexts to see how it affects people who aren't in 

universities or schools.  The study conducted by Omar and Dequan (2020),  measured the acceptance of 

TikTok using the Gratifications model. They, particularly, focused on the impact of TikTok on 

behaviour variables and user encouragement. Similarly, another research examined the impact of 

technical aspects on customers' intentions to use TikTok in China (Han & Zhang, 2020). 

Based on earlier discussions and gaps, the present study purposes to measure the novel aspects such 

as anxiety, vividness, Task technology fit, intention to use TikTok for procedural knowledge. More 

specifically, the current study investigates four antecedents: content quality, technology fit, vividness, 

that influence perceived usefulness, anxiety influence perceived ease of use, which subsequently, 

together with perceived usefulness influence intention to use TikTok for procedural learning. Time 

constraints and the immediate accessibility of current information are crucial aspects in using social 

sites, however, TikTok appears to be a friendlier site for users to copy their earlier knowledge and 

record new information or remarks than Instagram, which lacks several of TikTok's newly added 

features. To the best of our knowledge, none of the prior studies investigated the role of TikTok in 

procedural learning, which is based on a contextual model that compares the efficacy of this platform 

(Mhamdi et al., 2018). As a result, this research investigates what elements can significantly encourage 

users to benefit from this platform based on a conceptual model developed to measure user intention. 

The current study seeks to create and endorse a theoretical model for user acceptability of Tiktok for 

normative education. It is critical to emphasize that normative education is not a Tiktok-specific job. 

TikTok's primary function is to share and view video material formed by users in a volunteer and 

interactive way. Gefen and Straub (2000) provided a differentiation among inherent and responsibilities 

beyond the company. The prior is described as a task in which an information system is used to have 

significant effects on separate result values that aren't part of the intrinsic task, whereas the latter is 

defined by a task in which an information system is used to support the intrinsic goal achievement. 

Considering the diverse and adaptable state of modern informatics, Muthitacharoen et al. (2006) 

highlighted the need of evaluating how individuals tolerate relying on a sole way to achieve outside 

activities. According to past studies, external task behaviour is influenced by outside motivation (Rigby 

et al., 1992). 

The key goal of the present research is to examine the effect of content quality, task technology fit, 
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vividness, and anxiety that influence perceived usefulness, also to demonstrate the effect of PEOU and 

PU on intention to use TikTok for procedural learning. 

2. Literature review 

2.1. Theoretical foundation  

          According to Davis (1989), the Technologies Acceptance Model could be used to investigate how 

and when customers would embrace and use new technology (TAM). This model is the most 

extensively used paradigm for examining consumers' attitudes toward technology and their purposes to 

use it. Teo (2010) claims that the technologies acceptance model is effective in understanding users' 

computing behaviours. According to Davis (1989), attitude toward use influences behavioural 

intention, which is influenced both straight and secondarily by perceived user significance and 

perceived utility. Attitude is a key aspect in explaining user behaviour when it comes to technology 

(Cruz-Cárdenas et al., 2019). Technologies Acceptance Model isn't simply for looking into how new 

technology is adopted in educational contexts. It might be extended to look at employees' intentions to 

participate in an e-learning process; Lee and Kozar (2012)used it in conjunction with the diffusion of 

innovation theory to describe employees' attitudes toward learning with current technology. Procedural 

learning is another type of learning in which a technology acceptance model is utilized to draw 

inferences regarding acceptance. While procedural learning is not based on mobile learning, it can be 

carried out utilizing YouTube, which is accessible via a variety of electronic devices, as well as, of 

course, movable ones (Lee & Lehto, 2013). Matzavela and Alepis (2021) formed a TAM-based system 

that was used to explore the use of portable devices by students for primary school teachers. 

Researchers have used the TAM model to study how users in various sectors accept and embrace 

technology. Users' attitudes and views regarding the information system are heavily influenced by 

PEOU and perceived PU. TAM has been criticized for not paying enough attention to the task at hand. 

For instance, according to Nance and Straub (1996), whereas a user sees a method to be beneficial and 

simple to use for a task, TAM is less capable of explaining if the system supplies the skills required for 

the activity. Nevertheless, the capability of a platform of instruction to assist an assignment, on the 

other hand, can be stated using the task-technology fit (TTF) paradigm (Lee & Lehto, 2013). The TTF 

seeks to explain how assignment and technology variables influence the result of technology 

deployment (Strong et al., 2006). In the framework, technology and a task represent the social needs for 

achieving specific objectives (Zigurs & Buckland, 1998), as well as the instrument that a user employs 

to complete a task (Fuller & Dennis, 2009), respectively. In addition, when compared to actual use,  

intention to use is a more escalating dependent variable (Teo, 2010). Previous research has focused on 

these two categories as critical elements in the acceptance of technologies and behavioural intention to 

use (Alshurideh et al., 2021). Nevertheless, the studies are absent in discovering the impact of content 

quality on perceived usefulness in terms of intention to use technology for procedural learning. As a 

result, we employed the intention to use procedural learning as an outcome variable in this research. 

2.2. Relationship content quality and perceived usefulness  

Consumer perceptions of the correctness, timeliness, relevance, and completeness of the content on 

the social media page can be classified as content quality (Carlson & Dreher, 2018). Previous study 

reveals that unique and appealing material promotes customer engagement and supports drawing their 

attention to procedural learning (Berger & Milkman, 2012). Moreover, studies believe that information 

quality supports an eco-friendly cue that is important in determining online buyer behaviour (O'cass & 

Carlson, 2012). Berger and Milkman (2012) researched the tourism business and discovered that the 

feature of the content offered by firms on social media impacts the degree of learning exposure of 

customers over time, allowing these persons to identify the video. Several studies have revealed that 

content qualities are major analysts of the perceived utility of electronic-learning systems and staff drill 

programmers, correspondingly. According to Chen et al. (2019), apparent content has a significant 

impact on the PU of portable device. Once useful to the topic of this research, YouTube is anticipated to 

deliver excellent insights into rich and diversified foundations of procedural content. People do not 
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consider erroneous or outdated procedural guidelines to be beneficial. Furthermore, the crucial training 

of procedural actions that must be executed through a wide range of conditions as part of routine 

behaviour is becoming increasingly important. Nevertheless, traditional procedural guidelines still 

depend on a demo of generic pictures of mechanisms or examples to complete a single procedural 

activity. As a result, people may have a stronger sense of usefulness toward a technology that is built to 

be nearby for any of such task objectives. Mutually, the degree to which users believe Tiktok offers 

procedural learning content when requested is likely to have an impact on its perceived usefulness. 

Content quality has three main vital constructs, which are sufficiency, timeliness, and relevance. 

Relevance describes how important the shared content is, whereas sufficiency describes how complete 

the shared content is and how well it represents a coherent concept. Finally, timeliness states to a 

technology's capacity to present its consumers with the most up-to-date development information within 

the essential content (Al-Maroof et al., 2021). Content quality is a distinct direction in terms of 

technology adoption. Content has a favourable effect on user acceptance of technology. Other earlier 

research has addressed the issue of content quality, indicating that the developed content quality, the 

greater the usefulness, and hence the greater the technological acceptance. For example, Park et al. 

(2014) claim that when content quality is high, the technology's usefulness is also high. Previous 

research has demonstrated that out-of-date content is less valuable in terms of timeliness. As a result, 

users' perceptions of technology are influenced by time-critical components. This study proposed the 

following hypothesis based on the previous discussion.  

  H1: Content quality is positively related to perceived usefulness. 

2.3.  Relationship vividness and perceived usefulness 

 The capability of technology to create a sensory-rich mediated atmosphere is known as vividness 

(Steuer, 1992). It combines the sensory experience of genuine objects with hallucination, which is the 

sensory experience of fictitious objects but with no sensory experience (Sher & Lee, 2004). Other 

scholars have coined terms like "realness," "realism," and "richness" to describe this concept (Sadowski 

& Stanney, 2002). The concept of vividness derives from the experience of telepresence, or "being there 

(Reeves et al., 1992). By the approval of social media for procedural learning, there's a strong case to be 

made that intelligence of vividness can boost the perceived quality of an understanding, influencing 

users' evaluations of its value (Lee & Lehto, 2013). More vivid detail may contribute to a more 

favourable assessment of the online shopping experience (Jiang & Benbasat, 2007). Adding high-

standard sensory inputs, such as video, increases the representational richness of the information 

provided, resulting in increased levels of vividness. Text-only presentations, on the other hand, are 

thought to be dull (Griffith & Gray, 2002). It has been proposed that acquiring procedural abilities can 

be promoted and benefited by viewing a dynamic or realistic visual example. For instance, prior research 

on psychological model creation states that movies or videos "amplify cognition" (Card, 1999, p. 6) by 

directly illustrating the way of sequences, waves, and 3-D-temporal changes in the shape or act features 

(Arguel & Jamet, 2009). Procedural content can be easily grasped as an intuitive explanation from side 

to side the informationally comprehensive external display of moving acts on Tiktok. As a result, the 

users' increased sense of its effectiveness for procedural learning is most likely due to their enhanced 

insight, which is enabled by the more vividness of TikTok's procedural material. Based on previous 

explanation this study proposed;  

  H2: Vividness positively affects perceived usefulness. 

2.4. Relationship between anxiety and perceived ease of use 

The use of technology frequently causes undesirable side effects, such as powerful, negative sensitive 

situations that develop during computer engagement. Frustration, misperception, anger, worry, and other 

negative emotions can have an impact on the encounter but also productivity, learning, public relations, 

and general well-being.  

    Anxiety is classified into three types: trait, state, and concept specific. Trait anxiety is well-defined as 

broad pervasive anxiety that a person experiences throughout their life. People with trait anxiety are 
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nervous and tense all of the time, no matter what their circumstances are. Anxiety is a personality, 

learning theory, and psychopathology concept that is frequently used. Trait anxiety is a personality trait 

that can be passed down through generations. Given that some research has discovered a relationship 

between math anxiety and trait anxiety, it's only logical to think about a link between trait and computing 

concerns. A person with a high trait anxiety level is thought to have higher computer anxiety than 

someone with a low trait anxiety level (Howard et al., 1986). When an individual has anxiety that varies 

over time and develops in a responsive setting, this is referred to as state anxiety. State anxiety is linked to 

one's educational background. A person may have felt anxious in the past and this concern is transferred 

to a new scenario. Concept-specific anxiety is a sort of anxiety that comes and goes. The spectrum 

between trait and state anxiety is called concept-specific anxiety. It's a type of anxiousness that's linked to 

a certain circumstance. As a result, computer anxiety is concept-specific anxiety, because it is an emotion 

tied to a person's connection with computers. Howard et al. (1986) describe computer anxiety as an 

individual's inclination to feel uneasy about using a computer. 

Bervell and Umar (2020) study the impact of tutors' concern in using LMSs in distant education and 

the adoption of a new system. As a result, this study proposes the following hypothesis; 

H3: Anxiety is the strongest predictor that has a negative effect on perceived ease of use. 

2.5. Relationship between Task Technology Fit and Perceived Usefulness 

The TTF model is a frequently used paradigm for assessing how information technology affects 

performance by measuring task-technology fit (Wu & Chen, 2017). According to the fundamental TTF 

model, people use information technology to acquire advantages such as increased work performance. 

TTF refers to how effectively a technology matches task-associated needs, and the term is tied to the 

structure, which measures individuals’ perceived effectiveness (Yaakopa et al., 2021). The TAM and 

task-technology fit models combined may provide credible details for how information technology and 

mobile apps are used in a pandemic situation. Individual-technology fit relates to people's connections 

with information systems, which are frequently linked with their technological adaptive behavior. In 

addition, task-technology fit describes how an information system's capabilities align with the tasks that 

the customer must do (Wu & Chen, 2017). 

The TTF aims to explain how technology and task factors influence the consequence of technology 

use. The four key aspects of the TTF's fundamental model are task characteristics, technological attributes 

(or functionality), TTF, and technology usage (Strong et al., 2006). The TTF model's central premise is 

that the more assistance a certain technology gives for an assignment. The TAM & TTF provide distinct 

details of the mechanics underlying the user's decision to embrace an information system or technology.  

The TTF is employed to appraise user performance. The features that affect the use and the 

examination of the capabilities of technology utility and task requirements are determined by the TTF 

model (Yaakopa et al., 2021). The effectiveness of technology acceptance is determined by user 

acceptability and how well the task fits. The TTF is an empirical metric. The utility's fitness between task 

and technology must be acknowledged by the user. When consumers accept the technology and the 

association between the task technology fit on perceived effectiveness and perceived user significance 

desire to use for procedural learning throughout this period of Covid19 cataclysm, the technology likely 

matches the task. According to the literature, a better match between task and technology should result in 

higher learning outcomes (McGill & Klobas, 2009). The perceived compatibility amongst the chosen 

method of learning procedural tasks and the technology used in this research is referred to as task-

technology fit. The current study adds the TTF concept into our conceptual model to investigate its 

impact on PU. With this understanding, this study proposes the following hypothesis;  

H4: Task-technology fit will positively influence perceived usefulness. 

2.6. Relationship of perceived usefulness with the intention to use for procedural learning 

Perceived usefulness (PU) is defined as the extent to which users trust that e-learning will help them 

attain their teaching and education goals. Earlier research found that PU had the greatest effect on attitude 

(Teo, 2010). PU reflects users' subjective opinions about the effectiveness of employing a social media 
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platform to boost instructor motivation and procedural learning. This element suggests that a social media 

user could use social media apps as a motivator to attain training goals (Nguyen & Nguyen, 2020). PU 

has been used to uncover the direct predictors of users continued use on numerous occasions (Iriani & 

Andjarwati, 2020).  

Perceived usefulness becomes the determinant of a system, adoption, and user behaviour. Technology is 

deemed to be successful if it provides the customer with the value of usefulness that they require. 

According to Iriani and Andjarwati (2020), the PU has a strong influence on procedural learning 

decisions. 

Santhanamery and Ramayah (2018) also investigated the mediating influence of PU and described it 

as the extent to which users perceive the system as easy to use. Previous research has concentrated on 

these two dimensions as important elements in technology acceptability and behavioural intention to use. 

Based on prior research, this study proposed the following hypotheses;  

H5: Perceived usefulness will positively influence intention to use for procedural learning. 

2.7. Relationship of perceived ease of use with the intention to use for procedural learning 

According to Davis (1989), PEOU is referring to the extent to which the user perceives technology 

can be used effortlessly and without problems. The frequency in which users engage with the system 

might also reflect how it's simple to use. Moreover, Nguyen and Nguyen (2020) stated that PEOU can 

boost consumer acceptability of a product or service.  

Several studies have recognized the significance of PEOU on ICT adoption (Gefen & Straub, 2000). 

The perceived ease of use is crucial for grasping users' attitudes or thoughts about the information system. 

Based on past research, the following hypothesis has been proposed. 

H6: Perceived ease of use will positively influence intention to use for procedural learning. 

3. Research Methodology 

This research aims to validate the suggested framework through the formation of theoretical 

hypotheses. This study follows a quantitative approach. r. In common, a quantitative study entails a 

substantial descriptive sample and a defined data collection technique (Yaakopa et al., 2021). 

Specifically, this research aims to analyze hypotheses, the variable correlation for Berlin youths' Covid-19 

intra-period for the purpose to use social media for procedural learning, and the influence of independent 

variables toward outcome variable.  

 

Table 1: Data Analysis 

  Frequencies % 

Age  

 

 

20-30 133 42% 

31-40 109 35% 

41-above 71 23% 

Gender 
Male 145 46% 

Female 168 54% 

Experience 

0-1 year 102 33% 

1-2 year 133 42% 

2-3 years 52 17% 

3-4 years 26 8% 

Ownership  

Only Smartphone 134 43% 

Only Tablet 96 31% 

Smartphone and 

Tablet 
83 27% 

Operating 

System/Smart Phone 

iOS (iPhone) 132 42% 

Android 123 39% 

Windows 8 37 12% 

Other 21 7% 

 



B. Kahil, et al . / Journal of Digitovation and Information System 01 (02) 81 – 95 

87 

 

In this research, the independent variable consists of content quality, vividness, anxiety, task 

technology fit, and its impact on PU and PEOU and while the outcome variable consists of intention to 

use for procedural learning. 

The population of this research is TikTok users from the Netherlands with the age of 20 to 41 years and 

above who can use social media for procedural learning., TikTok users have long been considered to be 

the most active user group of social media (Dimock, 2019). A temporally separated research design of 

three-time lag was conducted to gather data from Tiktok users. Time lagged was adopted to control the 

issue of common method biases that may occur when related variables are measured using common 

criteria and same time (Podsakoff et al., 2003). An invitation to fill out the survey questionnaires, in the 

English language, was made public on various regularly visited community websites in the Netherlands. 

Participants were informed about the study's goal and assured of the complete anonymity of their 

responses to obtain their voluntary participation in the study.  

 The online survey consisting of two parts was distributed to the respondents. The first part of the 

questionnaire comprised demographic features of the individuals, including age, gender, marital, and 

qualification. Whereas the second part consists of the survey, 28 items related to the study constructs, 

such as content quality, vividness, anxiety, task technology fit.  The questionnaire was sent to respondents 

on June 01, 2020. In twelve-week time, the authors received 312 filled responses.  

The follow-up reminders were given every week, and finally, we received 430 filled responses in 02 

months. The third and last reminder of the survey was sent to respondents on December 01, 2020, authors 

received 520 questionnaires back on January 31, 2021. The. After careful screening, it was found that 100 

responses were missing values, and 107 were unengaged; therefore, they were not included in further 

analysis. Thus, 313 responses were considered a final response for this study which has all three parts of 

the survey successfully filled by study respondents, with a final response rate of 35% in a total duration of 

8 months long data collection. 

 For all of the question items, an online survey was created using a five-point Likert scale ranging 

from 1 (strongly disagree) to 5 (strongly agree). It can assist scholars in determining the relationship 

between antecedent and outcome variables. In this study, overall, 313 responses were useable after 

screening of data, which was then examined with the help of statistical software SPSS and SmartPLS. To 

prove the research aims and hypotheses, descriptive and correlation analyses were performed to examine 

each section of the data gathered. 

4. Outcomes 

4.1. Data Analysis 

Following the data cleaning procedure, 313 replies were e usable after deleting incorrect and missing 

data, resulting in a 35% reply rate. The sample contained 145 (46 %) females and 168 (54 %) males. The 

defendants in the survey ranged in age from 20 to 41 years and above. About the using experience, 33% 

of users were having 1 year, 42% were between 2 years, 17% were between 3 years and a lesser amount 

of ratio was noticed for 4 years (i.e. 8%). The demographic variables are described in detail in Table 1.       

 

Table 2: Discriminant Validity 

 SUF RLV TME VID TTF ANX PU PEOU INUSE 

Sufficient .76         

Relevance  .254 .81        

Timeliness .323 .192 .776       

Vividness .174 .208 .415 .670      

Task technology fit .132 .447 .264 .233 .785     

Anxiety .556 .317 .309 .135 .294 .833    

Perceived Usefulness .104 .441 .237 .225 .218 .109 .792   

Perceived Ease of Use .104 .441 .237 .225 .218 .109 .109 .779  

Intention to Use for Procedural Learning .104 .441 .237 .225 .218 .109 .109 .109 .824 
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4.2. Measuring Models 

The measuring model assessment evaluates the items as well as the constructs they are linked to 

(Hair et al., 2019). To validate measures and evaluate the hypothesis, this study used the partial least 

squares analysis technique with SmartPLS 3.3. The average variance extracted, internal consistency, 

convergent validity, reliability test (outer loadings), and discriminant validity are all aspects evaluated 

while evaluating the measurement model. According to Hair et al. (2017), the acceptable ratio for 

composite reliability is between.70 and .90. The AVE values of.75 to.85 were all more than.5, indicating 

the convergent validity. Moreover, a range of all VIF values from 1.19 to 3.58, was less than 10, showing 

the absence of multicollinearity (Hair et al., 2017). Consequently, discriminant validity was obtained 

based on suggested criterion (see Table 2). 

 

All of the items' standardized loadings beat the recommended threshold of .5. (Hair et al., 2017). 

Using Exploratory Factor Analysis, we investigated the study question is 28-variables for determining 

validity. For factor analysis, Bartlet's Sphericity test must yield a statistically significant result. Following 

a comprehensive analysis of the final data set, the KMO measure of sampling adequacy was exceptional, 

and Bartlett's test of sphericity produced a statistically substantial result (.889). As shown in Table 3, 

entire loadings are above the.70 cutoff limit (Hair et al., 2017). 

    Table 3: Reliability Analysis 

 Variables Items 
Cronbach’s 

Alpha 

Factor 

Loading 

Composite 

Reliability 

Average 

Variance 

Extracted 

Sufficient SUF1 .81 .720 .79 .75 

 SUF2  .730   

 SUF3  .810   

Relevance  RLV1 .76 .812 .84 .80 

 
RLV2  .761   

 
RLV3  .850   

Timeliness TME1 .83 .782 
.81 .77 

 
TME2  .814   

 
TME3  .731   

Vividness VID1 .76 .833 
.81 . .66 

 
VID2  .712   

 
VID3  .771   

Task technology fit TTF1 .87 .721 .82 .78 

 
TTF2  .777   

 
TTF3  .851   

Anxiety ANX1 .78 .834 . .87 .83 

 ANX2  .854   

 ANX3  .811   

Perceived Usefulness PU1 .80 .701 .83 . .82 

 PU2  .881   

 PU3  .785   

Perceived Ease of Use PEOU1 .79 .811 .85 
.77 

 PEOU2  .659   

 PEOU3  .844   

 PEOU4  .788   

Intention to Use for 

Procedural Learning 
InUse1 .86 .872 .86 .82 

 InUse2  .864   

 InUse3  .734   
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4.3. Assessment of structural model  

PLS-SEM was used to examine the significance and relevance of the constructs using 1000 samples 

and bootstrapping. Table 4 sums up the results of all hypotheses. The direct influence of Content Quality 

on Perceived Usefulness is represented in Table 4. The results of H1 are confirmed by the fact that the 

value of t is greater than one (β = .513, t = 5.134, P = .01). This suggests that content quality has a 

significant positive impact on perceived usefulness. The t value (β = .511, t = 1.98, p = .05) supports the 

results of H2. This suggests that Task Technology Fit has a significant positive effect on Perceived 

Usefulness. The t value (β =. 341, t = 4.114, p = .001) supports the results of H3. This indicates that 

vividness has a strong positive influence on perceived usefulness. The t value (β = -.213, t = 2.101, p = 

.05) supports the results of H4 this demonstrates anxiety's negative influence on PEOU. The finding of 

H5 is likewise supported (β =. 614, t = 5.931, p = .00), indicating that the positive effect of PEOU on 

intention to use for procedural learning is substantial. The result of H6 is similarly reinforced (β =. 412, t 

= 2.741, p = .02), indicating that perceived utility has a significant positive effect on procedural learning 

intention. The study outcomes demonstrated that all hypotheses were checked in the research; The results 

of hypothesis testing are summarized in Table 4. 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 1. Resulting Framework 

 

   Table 4: Summary of Testing Hypothesis 

Hypothesis 
Standardized 

Coefficient 
T-Value P Values Results 

Content Quality -> Perceived Usefulness .513 5.134 .01 Supported 

Task Technology Fit -> Perceived Usefulness .511 1.982 .05 Supported 

Vividness -> Perceived Usefulness .341 4.114 .01 Supported 

Anxiety -> Perceived Ease of Use -.213 2.101 .05 Supported 

Perceived Ease of Use -> Intention to Use for 

Procedural Learning 
.614 5.931 .00 Supported 

Perceived Usefulness -> Intention to Use for 

Procedural Learning 
.412 2.741 .02 Supported 
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5. Discussion  

The analysis provided sight on the significance of social media in procedural learning contexts, taking 

into account the major aspects that influence social media acceptability (Oum & Han, 2011). However, 

this study focuses on the important characteristics that demonstrate TikTok app acceptability for 

procedural learning. This study gives a thorough grasp of the antecedents and advantages of perceived 

ease of use and perceived usefulness on procedural learning intentions. The findings revealed that content 

quality is positively linked with perceived usefulness. The findings on content quality were similar to 

prior research, which claimed that content quality is a significant component in the acceptance of any 

novel technologies (Ahmad et al., 2019). Similarly, the vividness of perceived usefulness as well as an 

essential factor that defines the use of social media for procedural learning. The outcomes were reliable 

with the prior study, which indicated that perceived usefulness has a substantial influence on intended 

usage. Another antecedent of perceived usefulness is task technology fit has a positive impact on the 

intention to use for procedural learning. These findings were supported by earlier studies that found 

perceived usefulness has a considerable effect on the intention to use (Park et al., 2014). Vividness was 

also found to be significant with PU(Sin Tan et al., 2009), whereas anxiety was also found to be 

significant with PEOU. The outcome of this research also displays that PEOU, PU has a very strong 

positive effect on the intention to use for procedural learning. Social media allows users to communicate 

with current and possible future users in an interactive manner which promotes procedural learning. The 

results are also in line with earlier research that revealed positive correlations between perceived utility, 

perceived ease of use, and intention to use for procedural learning (Ahmad et al., 2019). 

Wang and Wang (2009) analyze the key effect of system value, data standard, service standard, user 

satisfaction and personality on the desire of using via PU by collecting data from teachers in southern 

Taiwan. The ease of use is an internet-based learning system is influenced more directly by perceived 

system quality than by the other two factors.  

In conclusion, user acceptability is linked to an individual's assessment of its usefulness as well as 

their assessment of their sentiments in reply to the user experience. Furthermore, TikTok has a huge 

number of related, latest, and enough education resources feeling of life enforced by the process material 

provided on TikTok, as well as their views of content quality concerning their chosen methods of 

learning procedural tasks and the variations and support offered by TikTok. Overall, the findings support 

the TAM's relevance to this research. Given the usage of TikTok as a practical model for investigating 

the current study, our findings show that TikTok's usefulness as a shared network for procedural learning 

and teaching may be augmented. Nevertheless, because it is frequently regarded as a kind of enjoyment 

rather than an educational tool, not everyone will be equally motivated to perceive its educational worth. 

The outcomes of this research demonstrate the fact that the COVID-19 pandemic has transformed the use 

of digital technology and social media apps, as discussed and analyzed in this paper. Digital technology 

and mobile apps have proven to be indispensable resources for procedural learning. 

5.2. Theoretical implications 

Due to the current and speedy evolution of social media, Tiktok has become one of the most popular 

types of social networks. To put it in another way, TikTok has been identified as a capable conduit for 

procedural learning. People can share specialized and up-to-date knowledge by posting and downloading 

it. Furthermore, TikTok is regarded as the most pleasant micro-video sharing tool. Millions of people 

watch because of the short time and content (Lee & Lehto, 2013). In theory, users in procedural learning 

have had pleasurable and helpful experiences when TikTok has been employed as a source of information. 

As a result, more specified and informed videos that expand viewers' understanding and practice are 

required. TikTok has narrowly influenced users in procedural learning due to its brief videos, which 

contribute users' information in a limited way. The single distinguishing feature is that it maintains users' 

memories more delightful with amusing experiences (Yang, 2020). As a result, the content should be 

examined to ensure that the developers of TikTok provide richer, more up-to-date, and specialized 

information. 
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5.3. Practical Implications  

Firstly, by utilizing the new framework, users may be able to concentrate their efforts toward activities 

that promote meaningful interaction rather than wasting valuable resources. This may cause users to 

understand the value that can be captured from the platform, which results in both more academic, non-

academics, and business anchored activities. Secondly, users do not grasp the platform well enough to use 

it confidently to achieve trustworthy and successful results. As participants mentioned, users are highly 

perceived as a learner. Since entertainment is the most prominent reason for using the platform, the 

commercializing of the platform may not be welcomed.  

5.4. Managerial implications  

 The point that Tiktok is a source of information for users in various sectors shows that it is a substantial 

and widely used platform for information exchange. Although the Chinese government just recently 

developed TikTok as a means of disseminating information during COVID-19, the short videos enticed 

consumers to use it. However, there is a chance that adoption will be higher. Long-term acceptability will 

be higher if executives and developers concentrate on improving more significant features, concentrating 

on the substance of uploaded videos, as well as increasing the undersized form of video-sharing apps to 

better assess and recover user experiences. 

5.5. Limitations and future directions   

Certain limitations were proposed in the study. First and foremost, the study is restricted to one sort of 

social network, TikTok. Many additional platforms, such as Snack, have recently been launched to 

provide similar tasks to the chosen one. As a result, upcoming research can concentrate on these novel 

platforms or apps. By examining their efficacy and conducting a comparison study in this regard. 

Moreover, the present research has engrossed users in the Netherlands. As a result, future research can 

concentrate on TikTok's usefulness in other domains which compare the different outcomes due to 

variations in the situation. Third, the current study demonstrates TikTok's acceptance of procedural 

learning. The researchers identified procedural learning as a key category for motivation, which often 

showed to supersede other forms of motivation. Thus, further research should dig deeper into the 

importance of different types of learning and then juxtapose them to be able to further tailor campaigns.  

Therefore, future research could focus on the factors that motivate people to use TikTok to improve the 

quality of their learning, permit students to benefit from their academic and instructional potential, and, 

in general, endorse and inspire the use of these unique styles of learning and education. The methods in 

which this growth of learning-related content develops in a modern environment that are increasingly 

concentrated on entertainment and comic content should be studied through research. In the Future, 

Researchers should conduct a study to investigate marketing strategies used by companies on Tiktok that 

may be of value to better understand what marketing strategy is superior on the platform and create a 

potential recipe for success on the platform. 
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