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ABSTRACT

Researchers and practitioners are still trying to uncover the
mechanisms that enable social media platforms, particularly
short-form video content like TikTok, to provide immersive
experiences for users. Indonesia currently has the second-
largest number of TikTok users in the world, following the
United States, with the number of users continuing to increase
significantly. This study examines a model from a previous study
to investigate the effects of technological affordances on flow
experiences among TikTok users in Indonesia, with user
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experience level and video length as moderating variables.
Based on flow theory, this study explores full engagement and
enjoyment in digital activities. A quantitative approach using a

recommendation accuracy,
perceived recommendation
serendipity, technological
affordances, TikTok

cross-sectional survey was employed to collect data from 402
TikTok users in Indonesia. Structural Equation Modeling (SEM)
was utilized to test the proposed research model. The analysis
revealed that perceived recommendation serendipity emerged
as the most potent driver of flow experience, followed by
perceived recommendation accuracy. Conversely, perceived
effortlessness and all proposed moderating effects—user
experience level and video length—were found to be
statistically insignificant. This study contributes theoretically by
adapting flow theory to the localized digital dynamics of
Indonesia and offers practical implications for developers to
prioritize serendipitous discovery to enhance long-term user
engagement.

INTRODUCTION

TikTok became the most downloaded social media app in the United States just two
years after its launch in 2016. Based on the time spent by users, TikTok has managed to beat
social media giants such as Facebook and Instagram, as well as the YouTube video platform
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owned by Google, indicating very high user engagement (Zhao & Wagner, 2023). Research on
TikTok users became popular after researchers recognized the success of this app, created by
the Chinese company ByteDance, in generating high user engagement.

Researchers have conceptualized user engagement in computer-mediated environments
using flow theory (Finneran & Zhang, 2005). In flow theory, flow experience is a feeling of total
and complete engagement that a person experiences when performing an activity
(Csikszentmihalyi, 1975). Furthermore, Csikszentmihalyi (1990) characterizes the experience of
flow as a condition of loss of self-awareness, a feeling of internal pleasure, and a sense of
potential control over the environment. This theory, which initially examined physical activity,
later expanded to the digital and online realms (Finneran & Zhang, 2005).

Previous studies that have attempted to build models to uncover antecedents of flow
experiences in the context of computer-mediated environments have been highly varied and
inconsistent, depending on the specific research context (Valinatajbahnamiri & Siahtiri, 2021).
This means that the findings from these studies cannot be directly used to identify the
antecedents of flow experiences in the context of newer technological environments, such as
users’ experiences with TikTok (Zhao & Wagner, 2023).

Several previous studies have attempted to reveal the flow experience of TikTok users.
Yang et al. (2023) examined self-referencing, vividness, and serendipity as antecedents of the
flow experience. Qin et al. (2023) and Miranda et al. (2023) revealed the effect of flow
experience on addiction to TikTok use. Zhao & Wagner (2023) used the concept of
technological affordance as an antecedent of flow experience in TikTok.

Zhao & Wagner (2023) sought to build a model that can explain the antecedents of the
flow experience on TikTok. The model was built using technology affordance theory to compile
factors that can lead to flow experience in the context of using TikTok. In addition, this model
considers other factors that can moderate the effect of technological affordance on the flow
experience of TikTok users. User experience level, which is reflected in how long users have
used TikTok and the video length recommended by TikTok to users, is considered to moderate
the effect of technological affordance on the flow experience. Although the model proposed
by Zhao & Wagner (2023) offers a solid foundation for explaining the relationship between
technological affordances and flow experience, its generalizability across cultural and
geographic contexts remains underexplored. Previous studies have shown that antecedents of
flow often produce inconsistent findings due to strong contextual dependency. This study
addresses this gap by replicating the model (see Figure 1) in Indonesia, a rapidly growing and
culturally distinctive TikTok market, to assess whether local digital dynamics shape the
technological affordances or whether they operate universally. Indonesia is particularly
relevant given its position as the country with the second-largest TikTok user base globally
(Kemp, 2024) and its collectivist socio-cultural orientation, where social interaction, content
sharing, and participation in collective trends are central to digital identity. In such a context,
perceived recommendation serendipity may exert a stronger emotional influence, making
Indonesia a valuable non-Western setting for extending flow theory in social media research.
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Figure 1 Conceptual framework of the research

Consequently, this study aims to empirically investigate the effects of technological
affordances—specifically, perceived recommendation accuracy, perceived recommendation
serendipity, and perceived effortlessness—on the flow experience of TikTok users in Indonesia.
Furthermore, the moderating roles of user experience level and video length in these
relationships are explored. By achieving these objectives, this research intends to offer both
theoretical contributions to the evolution of flow theory and practical insights for application
developers to optimize user engagement in the Indonesian market.

In general, the flow experience is a feeling of being swept away or immersed in an activity
that can manifest in the form of loss of self-awareness of the surrounding environment,
maximum enjoyment, and loss of time orientation (Hsu et al., 2014; Miranda et al., 2023; Yang
et al., 2023; Zhao & Wagner, 2023). The merging of actions and consciousness indicates that
an individual is in a flow experience (Miranda et al., 2023). This study examines flow in the
context of using social media, specifically TikTok. In this study, flow experience is defined as
the feeling of being fully engaged and immersed in social media activities (Gao & Bai, 2014).

In relation to technological affordances, Zhao & Wagner (2023) revealed that the concept
of affordances was first proposed by Gibson (1986), which explains the possibilities provided
or offered by an environment to us. Mao (2014) revealed that the interaction between users
and tools can be a determinant that must be considered in the process of forming attitudes
towards the use of technology. Shao et al. (2020) argued that when a technology is used, it is
aligned with a set of affordances that can shape users' perceptions of the nature of content in
certain media.

The first dimension of technological affordances formulated by Zhao & Wagner (2023)
is perceived recommendation accuracy. This relates to TikTok's intelligent recommendation
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system, which automatically serves content to users through the accuracy of its
recommendation algorithm. Content recommendations are important because the main goal
of TikTok users is to find content that interests them (Ceci, 2022). A recommendation system
collects and analyzes user preferences, both explicit and implicit, and the results become
personalized recommendations (Li & Karahanna, 2015). Yang et al. (2023) added that well-
implemented algorithmic recommendations on short video platforms can accurately and
efficiently push video content that is of interest to users. Users will pay more attention to the
content when it matches their preferences (Ma et al., 2021). In other words, the more accurate
the content recommendations, the higher the user's concentration and enjoyment, which will
trigger the flow experience. Therefore, the first hypothesis (H1) is that perceived
recommendation accuracy is positively associated with flow experience.

Regarding the second dimension, perceived recommendation serendipity, videos on
TikTok are presented randomly without end and without knowing what kind of video will
appear afterward. McCay-Peet & Toms (2015) emphasize the importance of facilitating
serendipity in the form of perceptions of captivating coincidences, luck, or accidental
discoveries. Zhao & Wagner (2023) expressed this uncertainty as something that is likely to
generate surprise and excitement. In line with this statement, Yang et al. (2023) revealed that
it will not only help users reduce the filter bubble but also arouse their curiosity and pleasure,
thus increasing their engagement. Based on this explanation, it is expected that
recommendation serendipity can contribute in generating users' flow experience. Therefore,
the second hypothesis (H2) is that perceived recommendation serendipity is positively
associated with flow experience.

Perceived effortlessness is the next dimension. Allam et al. (2020) revealed that the
perceived ease of use of a tool is defined as the extent to which a person considers that using
a particular tool will be free from effort. Gao & Bai (2014) stated that users' perceptions of the
ease of an application contribute to and positively influence their flow experience. Zhao &
Wagner (2023) explained that this perceived effortlessness affects the user's flow experience
because easy application operation allows users to concentrate on the content. From this
explanation, the third hypothesis (H3) is that perceived effortlessness is positively associated
with flow experience.

One of the moderating factors used in this model is the user experience level.
Valinatajbahnamiri & Siahtiri (2021) revealed that the experience of flow in a computer-
mediated environment is not a condition that can be measured equally in each individual.
Referring to Zhao & Wagner (2023), this study takes the construct of user experience level as
a relevant moderator to show the effect of individual dynamic experience on flow experience.
As the level of user experience increases, the effect of perceived recommendation accuracy on
the flow experience is expected to weaken because the same content will be repeated.
Conversely, Zhao & Wagner (2023) revealed that the level of user experience strengthens the
relationship between perceived recommendation serendipity and flow experience. Regarding
the effect of user experience level on perceived effortlessness, Lu & Lee (2012) stated that
perceived effortlessness is considered more relevant and important for novice users than
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experienced ones. Based on the moderating factors discussed above, the following hypotheses
have been developed: (H4) user experience level weakens the relationship between perceived
recommendation accuracy and flow experience; (H5) user experience level strengthens the
relationship between perceived recommendation serendipity and flow experience; and (H6)
user experience level weakens the relationship between perceived effortlessness and flow
experience.

TikTok is famous for its short video format. Zhao & Wagner (2023) suggested that video
length should be considered as a factor related to the context of user flow experience. Zhao &
Wagner (2023) argued that shorter videos tend to decrease users' perception of the app's ease
of use, as users will require more effort in navigating when selecting and consuming these
contents. Based on these assumptions, the seventh hypothesis (H7) is that video length
weakens the relationship between perceived effortlessness and flow experience.

RESEARCH METHOD

This study uses a quantitative approach in accordance with the research objectives that
test the relationship between variables. This approach allows researchers to empirically
measure influences and test hypotheses (Gomez-Rico et al., 2023). The method used is a cross-
sectional survey. Valinatajbahnamiri & Siahtiri (2021) conducted a literature review related to
flow in a computer-mediated environment and found that the majority of data collection
conducted in similar studies used a cross-sectional design.

According to Hair et al. (2009), determining the target population is one of the key factors
in achieving research objectives by determining groups of participants or respondents who
have similar or the same characteristics, interests, or experiences. Considering the research
objectives, the target population in this study is TikTok users in Indonesia. The sampling
technique is non-probability sampling. The use of non-probability sampling considers the
unavailability of a sampling frame in the form of data of all TikTok users in Indonesia. The
sample selection technique used in this study is convenience sampling with the criteria for
potential respondents referring to the target population, which is TikTok users in Indonesia. To
ensure that the sample matches the target population, one pre-qualification question is given,
which is, "do you use TikTok app?".

The target sample size is calculated using the sample size calculator (Calculator.net,
2024). For a large target population whose number is unknown, with a confidence level of 95%,
a margin of error of 5%, and a population proportion of 50%, the minimum number of samples
required is 385. Nevertheless, the target sample size for this study was set at 400.

The instrument used in this study was replicated from Zhao & Wagner (2023) with some
adjustments. The instrument consists of 6 constructs and 15 indicators. The constructs used
include flow, perceived recommendation accuracy, perceived recommendation serendipity,
perceived effortlessness, user experience level, and video length. To measure the constructs,
each statement presented to respondents is accompanied by an answer choice using a seven-
level Likert scale. The Likert scale can be used to examine perceptions, attitudes, and opinions,
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as has been used in previous studies (Brailovskaia & Teichert, 2020; Miranda et al., 2023; Qin
et al., 2023; Zhao & Wagner, 2023).

Several modifications were made to the indicators that need to be adjusted based on
the results of the tests conducted. The first stage of this study was to translate the English
questionnaire instrument into Indonesian. This translation process was conducted because the
respondents were Indonesian citizens who used Indonesian as their daily language.
Furthermore, the rewording stage was conducted on the indicators in the questionnaire by
asking several prospective respondents regarding the clarity and ease of the language used in
the instrument. The rewording results show that several words need to be changed to make it
easier for respondents to understand the meaning of the indicators being asked. For example,
the indicator regarding the sense of 'surprise' was adjusted from a literal translation “ terkejut’
to a phrase describing the discovery of unexpected interesting content to prevent respondents
from misinterpreting the term as a negative or startling shock, thereby ensuring that the
construct accurately captured the positive serendipitous experience. Rewording of research
instruments is a process also carried out by previous studies (Cao et al., 2020; Kim et al., 2017)
to ensure that the instruments used are in accordance with the respondents' understanding
and research needs.

Table 1 Demographics Information of the Respondents

[tem Options Frequency and Ratio
N %
Gender Men 142 35.32
Women 260 64.68
Age Under 18 years old 6 1.49
18-24 years old 238 59.20
25-34 years old 122 30.35
35-44 years old 27 6.72
45-54 years old 9 2.24
55 years and above 0 0
Education Level Under high school 2 0,50
SMA/SMK 48 11,94
Bachelor/Diploma 326 81.09
Master 25 6.22
Doctorate and above 1 0.25
Employment Status  Full-time Workers 187 46.52
Part-time Workers 62 15.42
Not Working 46 11.44
Retirement 0 0
Students 107 26.62
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Before collecting the main data, two pilot studies or pre-tests of the research instrument
were conducted. A sample of 10% of the number of respondents in the main study was used
and was considered sufficient to conduct the pre-test (Connelly, 2008). The final pre-test results
showed that all variables met the internal reliability criteria, with Cronbach's alpha values above
0.7. Next, the main data collection was conducted using an online questionnaire instrument
through a link distributed on various instant messaging applications, such as WhatsApp,
Telegram, Instagram direct messages, and Line. Data were collected by self-report by
respondents. No incentives were promised to respondents, so all data filling was done
voluntarily.

The survey was conducted from November 8, 2024 to November 20, 2024. Data were
obtained from 427 respondents from the results of distributing questionnaires. Manual
screening of the data revealed that 25 individuals did not complete the consent form and,
therefore, did not qualify for inclusion in the study. After reducing invalid data, a total of 402
respondents (see Table 1) identified as the final data to be analyzed.

To ensure the quality of the collected data, the measurement model was evaluated based
on several statistical criteria. Reliability was assessed using Cronbach’s alpha and composite
reliability (CR), with a required threshold of 0.7 to indicate internal consistency (Hair et al.,
2019). For validity, convergent validity was confirmed if factor loadings exceeded 0.7 and the
average variance extracted (AVE) was above 0.5 (Hair et al., 2019). Additionally, discriminant
validity was monitored using the Heterotrait-Monotrait Ratio (HTMT), ensuring that all values
remained below the 0.9 threshold (Henseler et al., 2016).

RESULTS AND DISCUSSION

To test the measurement model, structural model, and hypotheses, the partial least
squares (PLS) method was employed using SmartPLS software version 3.0. PLS was chosen
because this study aims to test the model developed by Zhao & Wagner (2023), which is the
development of a theoretical framework by adding new paths (moderating variables). To test
the measurement model, validity and reliability tests were conducted.

As shown in Table 2, the factor loading of all indicators exceeds the 0.7 threshold,
indicating good convergent validity (Hair et al., 2019). The AVE value of each construct in this
study also exceeded the 0.5 threshold, indicating good validity of the measurement model
(Hair et al., 2019). Furthermore, discriminant validity was assessed using the Heterotrait-
Monotrait Ratio (HTMT). As shown in Table 3, the HTMT value of each pair of constructs is
below the 0.9 threshold, indicating good discriminant validity (Hair et al., 2019). To assess
reliability, Cronbach's alpha, rho_A, and composite reliability values were calculated for each
construct. As shown in Table 2, all values exceeded the 0.7 threshold, indicating that all
constructs had good reliability (Hair et al., 2019).

Furthermore, to avoid biased results caused by self-report data collection, a common
method bias test was conducted. Referring to Kock (2015), common method bias can be
measured using the variance inflation factor (VIF) value of the inner model. All constructs have
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VIF values lower than the 3.3 threshold, indicating that the model is free from common method
bias problems.

Table 2 Validity and Reliability Test Results

Construct Indicator/ Factor Cronbach's Composite rho_ A  AVE
Items loadings alpha reliability
Perceived PRA1 0.91 0.88 0.92 0.88 0.81
recommendation PRA2 0.90
accuracy (PRA) PRA3 0.88
Perceived PRST 0.85 0.86 0.91 0.88 0.72
recommendation PRS2 0.87
serendipity (PRS) PRS3 0.91
PRS4 0.74
Perceived PE1 0.95 0.80 0.90 0.97 0.82
effortlessness (PE) PE2 0.86
Flow experience (FE)  FE1 0.82 0.85 0.90 0.88 0.69
FE2 0.77
FE3 0.84
FE4 0.88

Before testing the structural relationship between constructs, collinearity was checked by
examining the outer variance inflation factor (VIF) of the predictor constructs. The results
showed a value below 5, indicating that there is no collinearity problem (Hair et al., 2019).
Furthermore, a model fit test was conducted using the Standardized Root Mean Square
Residual (SRMR). The measurement results show an SRMR value of 0.068, which is adequate
for the PLS path model (Henseler et al., 2016).

Table 3 HTMT Test Results
Variables Flow Experience (FE) Perceived Perceived

Effortlessness (PE) Recommendation
Serendipity (PRS)

Flow Experience (FE)

Perceived 0.297
Effortlessness (PE)
Perceived 0.459 0.426

Recommendation
Serendipity (PRS)

Perceived 0.383 0.473 0.507
Recommendation
Accuracy (PRA)
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The model evaluation in this study refers to the research of Zhao & Wagner (2023) using
the R? value which can describe the model's explanatory power (Hair et al., 2019). Based on
the test results, the R? value of the tested model is 0.289 (see Figure 2). This value indicates
that 28.9% of the flow experience can be explained by the independent variables in this model,
whereas the remaining 71.1% is influenced by other factors not examined in this study.
Referring to Hair et al. (2019), the explanatory power of this model is in the low category.

Hypothesis testing is performed by examining the statistical significance value (p value)
and path coefficients. As shown in Table 4, flow experience is significantly influenced by
perceived recommendation accuracy (3 = 0.155, p < 0.005), so H1 is supported. The test results
also show that perceived recommendation serendipity significantly influences the flow
experience (B = 0.278, p < 0.000), therefore H2 is also supported. Regarding perceived
effortlessness, the test results show no significant association with flow experience (B = 0.057,
p > 0.005), therefore H3 is rejected.

To test the moderating effect of user experience level and video length, the same test
was conducted as for the independent variables in this model. The test results show that user
experience level is not significant in moderating the effects of perceived recommendation
accuracy on flow experience (3 = 0.002, p > 0.05), perceived recommendation serendipity on
flow experience (3 = -0.030, p > 0.05), and perceived effortlessness on flow experience (B =
0.042, p > 0.05). Therefore, H3, H4, and H5 are not supported by the sample data of this study
and are rejected.

Table 4 Hypothesis Test Results

Hypothesis Path Coefficient p Description
(B) values

H1 PRA — FE 0.155 0.007 Supported

H2 PRS — FE 0.278 0.000 Supported

H3 PE — FE 0.057 0.254 Rejected
Moderation analysis

H4 UEL * PRA — FE 0.020 0.742 Rejected

H5 UEL * PRS — FE -0.030 0.594 Rejected

H6 UEL*PE — FE 0.042 0.434 Rejected

H7 VL*PE — FE -0.019 0.637 Rejected

Notes: PRA = Perceived Recommendation Accuracy, PRS = Perceived Recommendation
Serendipity; PE = Perceived Effortlessness;, UEL = User Experience Level; VL = Video Length

The test results also show that video length is not significant in moderating the effect of
perceived effortlessness on flow experience (B = -0.019, p > 0.05), therefore H7 is also rejected.
Overall, the structural model test results and hypothesis test results can be seen in Figure 2.
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Figure 2 Structural Model and Hypothesis Test Results

This study is a critical replication and contextual extension of flow theory and technology
affordance concept within the short-video social media landscape. Specifically, it tests the
conceptual model proposed by Zhao & Wagner (2023) to determine its cross-cultural
applicability in Indonesia. By focusing on Indonesian TikTok users, this study validates the
theoretical boundaries of how algorithmic affordances, such as recommendation accuracy and
serendipity, act as psychological triggers for deep user immersion.

Our findings reinforce the work of Zhao & Wagner (2023) and Yang et al. (2023) by
confirming that content-related affordances are the primary drivers of flow in computer-
mediated environments. However, this study explicitly differentiates itself by revealing that the
ease of use (perceived effortlessness) and demographic moderators, which were significant in
Western-centric models, do not hold the same weight in the Indonesian context. This positions
the research as a bridge between generalized technology models and localized digital
behaviors, suggesting that flow on TikTok is more influenced by content surprise (serendipity)
and relevance (accuracy) than by technical simplicity or user experience level.

The statistical test results show that perceived recommendation serendipity has the
strongest effect (3 = 0.278) on the flow experience on TikTok. This illustrates that the aspect of
unexpected content recommendations has the greatest contribution in making users feel flow.
This also corroborates the results of a previous study (Yang et al., 2023) that revealed that
unexpected information and content recommendations can provoke curiosity, excitement, and
ultimately make users immersed in feelings of flow when consuming content on social media
applications. In the Indonesian context, cultural orientations, such as collectivism and social
connectivity, heighten the impact of perceived recommendation serendipity, as discovering
viral or community-relevant content allows users to feel socially in-sync with prevailing trends.
As noted by Asakawa (2010), cultural contexts dictate how individuals perceive and achieve
flow experiences. For Indonesians, the joy of discovery (serendipity) is amplified by the
potential for social interaction and collective engagement. This explains why serendipitous
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recommendations, which often mirror localized social movements, serve as the strongest driver
of flow in this study.

Perceived effortlessness is the only variable included in technology affordances that has
not been proven to influence the flow experience. This finding is possible because the main
purpose of people accessing TikTok is to consume content (Ceci, 2022). In addition, the
majority of the sample data in this study fall into the age range of 18-34 years old; thus, they
are categorized as digital natives (Ng, 2012) who are already accustomed to using applications
and technology. Moreover, the majority of the respondents in this study already have
experience using TikTok for more than one year (80.84%%), meaning that they are already
familiar with using the menu and features in TikTok so that there is no longer an impact on
user experience or flow experience.

The two moderator variables tested in this study showed insignificant p-values in
moderating the effect of the three technology affordances variables on flow experience. This
finding differs from the results of Zhao & Wagner (2023), where the hypotheses predicting the
moderating effect of user experience level and video length were supported. This finding
shows that there are other variables that are considered more powerful in influencing the
experience of flow in computer-mediated environments (Valinatajbahnamiri & Siahtiri, 2021),
including individual personal traits such as self-confidence (Kim et al., 2017), mindfulness when
using applications (Mazzoni et al., 2017), procrastination in decision making (Zanjani et al,
2016), and the need for knowledge (D. Li & Browne, 2006). Additionally, societal factors such
as the influence of active parental care (Qin et al., 2023) and internalized cultural values
(Asakawa, 2010) should be considered for inclusion in the model when seeking moderating
effects on the flow experience. In the Indonesian context, collectivistic culture and a high
degree of social connectivity likely influence how technological affordances trigger immersion.
For Indonesian users, flow may not be a purely solitary state but a socially-shared experience.
This cultural orientation potentially moderates the impact of perceived recommendation
serendipity; the discovery of unexpected content becomes more immersive when it aligns with
localized viral trends, allowing users to fulfill a sense of social belonging.

Meanwhile, the difference in hypothesis testing results related to the moderating effect
of the video length variable is thought to be caused by the insignificant difference in duration
between one content and another in the TikTok application. The survey data show that the
majority of respondents (92.04%) consume content with a duration of under three minutes.
Previous research (Guo et al., 2014; Verma et al., 2021) has shown that users tend to be more
sensitive to the type of content if the duration of the videos offered varies significantly.
Referring to this research, the video length factor will have a more visible impact in moderating
the flow experience when applied to the context of a content provider platform with more
significant duration variations, such as the YouTube platform.

The Adjusted R? value or explanatory power obtained through statistical tests shows that
the category of variance strength in the dependent variable is low (0.289). This value is lower
than the result of study by Zhao & Wagner (2023) in the moderate category (0.415).
Measurements of human behavior conducted by social science studies often produce

29

Technological Affordances and Flow Experience: A Study of TikTok Users in Indonesia
Wawan Hadinata, Muhammad Fachri, Nur Iman, Aldi Hardianto



| Ekspresi dan Persepsi : Jurnal llmu Komunikasi | Vol. 9, No. 1, January 2026, pp. 19-35 |

explanatory power values below 0.5. This is due to the difficulty in accurately predicting human
behavior (Zhao & Wagner, 2023). Meanwhile, based on the model fit test, this study found that
the model built met the main test criteria using Standardized Root Mean Squared Residual
(SRMR). This value indicates that the model has an adequate level of fit in representing
empirical data.

Theoretical contributions or implications are offered in this research. First, this study
contributes to the development of flow theory within the context of TikTok short video-based
social media users in Indonesia. So far, flow theory in the digital world has been dominated by
research on online games (Lee & Tsai, 2010; Sepehr & Head, 2018), e-commerce applications
(Lee et al., 2019), and other digital activities (Skadberg & Kimmel, 2004). These studies depart
from the assumption that the experience of flow requires deep engagement to achieve its
optimal state in the digital world (Hoffman & Novak, 2009). Many studies have brought flow
theory into the context of social media (Berezan et al., 2018; Gao & Bai, 2014; Kwak et al., 2014;
Lu & Cheng, 2020; Pelet et al., 2017), but, few have specifically offered the use of TikTok as a
research context. In fact, the development of new technologies is the basic reason for the need
for further research in the context of social media platforms based on algorithm technology
designed for fast content consumption. Therefore, the data findings from this study show how
users' perceptions of TikTok content recommendations’ accuracy and unpredictability affect
the flow experience. These findings are consistent with previous findings (Zhao & Wagner,
2023) that extend the scope of flow theory to TikTok users.

This research also contributes to the development of content recommendation concepts
and algorithm technology. So far, most studies (Cao et al., 2020; H. Zhang et al., 2014, 2018; Q.
Zhang et al., 2024) have focused on the issue of content recommendation accuracy. In fact, too
rigid content recommendations based on preference algorithms and repetition of the same
type of content recommendations tend to cause boredom in the audience and narrow users'
exposure to diverse perspectives. As explained in the concept of serendipity (McCay-Peet &
Toms, 2015), the findings of this study are consistent with those of previous research (Zhao &
Wagner, 2023) that states that content recommendations by serendipity influence the flow
experience of social media users. Serendipity allows users to discover unexpected yet relevant
content, thus encouraging further engagement without losing the fun element of exploration
(Lu & Cheng, 2020). The findings on this concept add to the long list of antecedents considered
to enhance users' flow experience in the context of technological affordances research.

The findings of this study provide input for practitioners in building social media
platforms based on short video content. This research shows that the same technological
features, both in terms of recommendation algorithms and ease of navigation, do not
necessarily have the same impact on users’ flow experience. This can be seen from the results
of the study, which show that the perceived ease of the TikTok application does not have a
significant impact on the user's flow experience. New feature development is needed by re-
identifying the needs of audiences from different backgrounds to continue optimizing existing
features to improve user experience, including recommendation features and content selection
navigation.

30

Technological Affordances and Flow Experience: A Study of TikTok Users in Indonesia
Wawan Hadinata, Muhammad Fachri, Nur Iman, Aldi Hardianto



| Ekspresi dan Persepsi : Jurnal llmu Komunikasi | Vol. 9, No. 1, January 2026, pp. 19-35 |

In this study, both accuracy and serendipity of recommendation had an impact on users'
flow experience. Empirically, the results of this study also show greater significance for
serendipity recommendations than for accuracy recommendations. Therefore, short video
platform developers can continue to develop the user experience (UX) of their apps to further
strengthen serendipity recommendations by maximizing artificial intelligence (Al)-based
technologies. By focusing more on serendipity recommendations, platform developers are
expected to provide a wider range of recommendation types by including content that users
may find unexpected but still relevant to their interests. As Zhao & Wagner (2023) show, social
media will tend to get a bad reputation or negative response if they let users self-select their
favorite content from a long list of content options, rather than directly serving content that
has been selected by the application provider based on user preference algorithms. This more
personalized and unexpected experience of social media platforms is expected to increase
loyalty and make users feel more personally connected (Gémez-Rico et al., 2023; Yang et al.,
2023).

This study has several limitations. First, as a replication study, the present work was
limited to examining the existing model and was unable to identify other variables that may
be relevant and affect the flow experience in the TikTok context. Second, the sample selection
technique in the study is non-probability (convenience sampling), so it has limitations in
generalizing the results. Third, the data collection technique in this study uses self-report,
which is voluntary, and respondents are not given anything in return. This has the potential to
lead to bias in the findings.

It is recommended that future research develop the model built by Zhao & Wagner
(2023) using a different theoretical lens to identify additional factors that may contribute to
improving the flow experience among TikTok users. It is also recommended that future
research expand the scope of the current study by examining the flow experience of TikTok
users in different cultural contexts, utilizing probability sampling techniques to enhance the
generalizability of the results.

CONCLUSION

From the results of this study, it can be concluded that the model examined in this study,
regarding the effect of technological affordance on the flow experience moderated by the level
of user experience and video duration, has different result when applied in the context of
TikTok users in Indonesia. The statistical test results show that two of the three technological
affordance factors—perceived recommendation accuracy and perceived recommendation
serendipity—are proven to be influential in generating optimal flow experiences. Meanwhile,
perceived effortlessness and two moderating variables—user experience level and video
length—did not exhibit a significant effect. Therefore, further model development and studies
are needed to confirm the findings of this study and to identify other variables that can
moderate the effect of technological affordance on the flow experience in the context of using
TikTok.
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