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ABSTRACT 
 
The COVID-19outbreak has caused people to live in anxiety 
and fear. This eing implemented as a preventive measure to 
halt the COVID-19pandemic. People are forced to stay at 
home, which causes them stress and boredom. As a result, 
most people turned to social mediaplatforms and use them 
actively. One of the current trends during MCO is that people 
learn how to grow plants in the home garden project. This 
activity is more exciting with the involvement and of help of 
social media platformssuch as Facebook. However, to date, 
only few past studies have discussed the factors influencing 
social media users’ behaviour, mainly Facebook, to involve 
with the home garden project during MCO.Therefore, this 
study explored the behavioural intention to use Facebookas a 
platform to share the information regarding home garden 
project during MCO. This study applied the extended Unified 
Theory of Acceptance and Use of Technology (UTAUT) 
model, which used the original model, focusing on 
performance expectancy, effort expectancy, social influence 
and facilitating condition. Then, two new factors, namely 
perceived enjoyment and cognitive gratification, were 
integrated to predict primary factors of influencing Facebook 
user’s behaviour to involve with the home garden project 
during MCO. The research can be used as a guideline to help 
develop better apps in order to cultivate home garden projects. 
 
Key words:Facebook, Home Garden Project, Movement 
Control Order, COVID-19, UTAUT. 
 
1. INTRODUCTION 
 
Malaysia’ movement control order, or commonly referred as 
the MCO, started on March 18 2020 is a preventive measure 
in response to the COVID-19 Pandemic. It is also commonly 
known as a "lockdown" or "partial lockdown". During the 
MCO, most of the countries are barring its citizens from 
traveling overseas, no social gatherings allowed, including 
attending any religious events and shutting all businesses 
except shops selling food and daily necessities, and in a 
drastic move to stem a surge in coronavirus infections. The 
COVID-19 Pandemic has forced millions of people to live 
under strict lockdown conditions. When people get to stay at 
home, and no longer free to do their daily routine in an 

extended period, this ordeal has affected their behavior 
physically and emotionally. Recently, many research studies 
relevant to people's behaviour during a pandemic have been 
conducted to advance the fight against COVID-19.  
 
The long period of lockdown may lead individuals to get 
bored, mental and emotional distress and live in an unhealthy 
way. Mental and emotional distress has been identified as a 
severe problem among the community as they cannot go to 
work, and to a certain extent, the employersare terminating 
some of them. The impact of stress also leads to the increase 
of domestic violence criminal cases.  
 
One of the activities that can be done during MCO is home 
gardening, which can reduce stress and maintain natural 
resources, and it alsocan promote self-sufficiency, 
self-regulation, sustainability, and environmental 
protection[1] 
 
Hence,the present study highlighted the factors influencing 
social media, mainly Facebook user's behavior to get involved 
with the home garden project during MCO. 
 
1.1Facebook 
 
Facebook is one of the most popular social media sites (SNSs) 
and it was established by Mark Zuckerbergin February 2004. 
Facebook's features are designed to encourage interaction and 
communication to keep users connected. Thus, it can be used 
to share information, socialize and entertain[2],[3],[4]. During 
MCO, the use ofFacebook is increasing tremendously with 
more than three billion internet users logged onto 
Facebook,and the Facebook Live views also have doubled as 
disclosed by the Facebook CEO, Mark Zuckerberg.  
 
Facebook offers multiple functions in one place which users 
can share information, knowledge and resources with others. 
The various Facebook features that are attractive and 
user-friendly also contribute to promoting users' intentions in 
using them. Inthis paper [5], the authors discuss Facebook 
features that may affect user behaviour as shown in Table 1. 
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Social media encourages people’s communication processing 
and decision creation, such as news assessment [6]and 
newscast selection [7]. Besides, people commonly share 
content that they think exciting or essential with an intentionto 
share across social networks and to inspire others' interests 
[8].  
 

Table 1: Facebook Features 
FacebookFeatures Descriptions 
Number of likes This feature allows users to seethe number 

of “likes” for a post or pageon Facebook. 
Post or page with many “likes” indicates 
users are interested in that particular post or 
page. 

Friend's 
Recommendation 

This feature allows users to suggest 
something to other Facebook users by 
1. tagging their friends’ name in the post. 
2. writing their friends’ names in the 

comment section. 
3. repost the selected post and 

write/mention their friends’ name on the 
post status 

Comment Posting The feature is like writing feedback or 
opinion on a specific product or service 
after experiencing it. Good comments or 
reviews on the product will influence 
people to buy the product or 
service,whereas bad commentsmay result 
in people not buying it. 

Sharing Posting The feature allows users to share posts, 
pages, products or services that they think 
are relevant to them[9].They can click the 
“share” button to share the post that they 
are interested in. With that, it will be 
available on their page as well as their 
friends' newsfeed. 

Facebook 
Advertisement 

The Facebook advertisement gives users 
the ability to proactively interact with the 
adverts, which allows them to "like" and 
“share”. They also can see their friends or 
other Facebook users who have liked or 
share the same advertisement[10]. 

Community 
Groups 

This feature allows users to create a group 
with individuals of the same interest such 
as hobbies and activities. It can be created 
as a public or a private group. 

Newsfeed The newsfeed is a feature where users can 
keep updated with friends, family and also 
stay informed about the issues that interest 
them. Commonly, Facebook newsfeed will 
prioritize three (3) criteria which are user’s 
post, type of contents and interactions with 
the post. Newsfeed is based on whose post 
which is typically from friends, family, 
news resources, business and public 
figures. Newsfeed is established using the 
type of content produced on most frequent 
user’s interaction with favoured photos, 
videos or links. Onthe other hand, 
interactions with the posts that have a lot of 
likes, reactions, comments and share also 
contribute to the Facebook newsfeed. 

 
Lamanauskas et al.[11]showed the relationship between 
social influence and addiction in Facebook use. Their study 

confirmed that two variables are intercorrelated. Mas'od et 
al.[5]found that several Facebook features and activities can 
influence consumers' intention to purchase.Hence, the present 
study highlights the factors of influencing media social 
mainly Facebook user’s behaviours to get involved with the 
home garden project during MCO. 
 
1.2 The Advantage of Home Garden Project 
 
Gardening is good for health and mind, and humans can still 
get some of the same benefits even when they are stuck inside 
because of COVID-19’s lockdown movement restriction 
order. Previous research [12]has shown gardening can 
improve mental healthand wellbeing[13][14], social 
connection and happiness. Thus, it can support stress 
management, reduce stress and fatigue. 
 

1.2.1 Gardening as a physical activity 
 
Soga et al.[13]mentioned in their article that practical strength 
from physical activities can be achieved through gardening. 
By gardening, physical movements will increase fitness and 
health in humans. Soga et al.’s study also mentioned, 
gardeners who spent more than 20 hours per month, on 
average, engaging with gardening activities reported a lesser 
sum of health complaints. Soga et al.[15]found that gardening 
can improve physical, psychological, and social health issues 
that human are facing nowadays. The authors also encouraged 
government, policymakers and people to participate in regular 
exercise by gardening as a beneficial health intervention. 
 

1.2.2 Gardening promotes peacefulness 
 
The frustration of enforced confinement because of the 
Coronavirus someway will increase stress, depression and 
anxiety. A ton of research tells us that contact with nature has 
significant health benefits. Gardening allows humans to 
interact with green spaces boosts physical and mental 
well-being by about the same amount as getting enough 
exercise. Wood, Pretty and Griffin investigation had come out 
with finding that gardening can raise both self-esteem and 
mood. Other than that gardeners also have a greater life 
happiness, reduced stress of being alone, less health 
complaints and better overall mental health[14]. 

1.2.3 Gardening promotes family bonding 
 
COVID-19’s lockdown period with family members is the 
best moment to spend time together doing various bonding 
activities which will definitely help the individual as well as 
family development. Gardening is one of the mediums to 
develop family bonding. As gardening is one of the ways to 
develop family bonding, family members will be given the 
responsibility to work on how to ensure the plantsto grow well. 
Sometimes family members also need to coordinate time to 
water the plants and manage them to prevent soil compress. 
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2. THEORETICAL BACKGROUND 
 
Many research works have contributed to the fundamental 
theories regarding user acceptance of current technologies and 
applying them in a different context. This section discusses 
several theories used in proposing a new framework including 
social influence theory, the unified theory of acceptance and 
use of technology (UTAUT), use and gratification theory, 
perceived enjoyment theory and behavioural intention model. 
 
2.1 TheUnified Theory of Acceptance and Use of 
Technology (UTAUT) Model 
 
The UTAUT is developed by Venkatesh et al.[16]. The theory 
combines the previous alternative views on users and 
innovation acceptance. The theory was developed after 
reviewing and integrating eight dominant theories and models 
as mentioned in William et al.[17]. The dominants 
contributing theories and models are widely used and utilized 
by a vast number of previous studies by adopting and 
diffusing the technology and innovation within 
multidisciplinary fields  [17]. 
 
The model of Venkatesh et al.[16]recommends four main core 
factors that will determine the behavioural intention; 1) 
performance expectancy, effort expectancy, social influence, 
and facilitating conditions. Finally, these factors and the 
behaviour will be moderated by gender, age, experience, and 
voluntariness of use [16]. Thus, six main variables are 
proposed in UTAUT: performance expectancy (PE), effort 
expectancy (EE), social influence (SI), behavioural intention 
(BI), and usage behaviour (UB), BI is both an independent 
and dependent variable. The relationship between internal and 
external variables are measured in [16]as shown in Figure 1. 

 
Figure 1: Weight significance among UTAUT core constructs 

 
However, the UTAUT has several limitations as listed in 
[17]and[18]. Therefore,in this paper, a new model is proposed 
by extending the UTAUT model by adding other factors 
which are cognitive gratification and perceived enjoyment. 
 
2.2 Social Influence Theory 
 
Social influence on technology acceptance behaviour is 
widely recognized, however, there is a room for improvement.  
 
In [19], the research proved that social influences is 
significantly important in the formation of internal motivation 
to guide the voluntary use of IT for non-work related 

purposes. The role of this theory has been emphasized by 
Davis et al.[20]in information technology usage.Moreover, 
the differences of social influence processes can be used as a 
groundwork for developing knowledge in this area as 
suggested by Kelman[21]. This theory has also been 
established as an important factor driving the intention to use 
the technology[11][22]. 
 
2.3Perceived Enjoyment Theory 
 
Perceived enjoyment was firstly introduced by Davis et 
al.[23] in the TAM model as internal motivation while 
perceived usefulness is defined as external motivation. 
Perceived enjoyment is defined as “the extent to which the 
activity of using the computer is perceived to be enjoyable in 
its own right, apart from any performance consequences that 
may be anticipated” [23].  
 
Base on this assumption, perceived enjoyment has highlighted 
on the pleasure and internal satisfaction that are derived from 
the specific activity. Davis et al.[23]also agreed that the 
perceived usefulness had a large significant effect on the 
intention to adopt technology and its influence was 
complemented by the perceived enjoyment. 
 
In previous IT research on practical systems, Deng et al.[24],  
Kim & Hwang[25], Van der Heijden[26] and Wakefield & 
Whitten[27], reported that perceived enjoyment is significant 
in influencing IT continuance intention for specific purposes 
as well as perceived usefulness. The findings show that 
perceived usefulness is also significant in influencing IT 
continuance intention for functional purposes. From this 
results, Khedhaouriaet al.[28]recommended that the 
integration of perceived enjoyment is significantly important 
in an everyday life context. 
 
2.4Use and Gratification Theory  
 
The Uses and Gratifications Theory is a popular approach to 
understand mass communication. It focuses on the consumers  
by asking “what people do with media”. Mehrad & Tajer[29] 
explain the origin and the development of this theory in their 
study. The uses and gratifications are divided into five 
categories related to five groups of human needs [30] as 
shown in Table 2. 
 

 
Table 2: Five Categories of Uses and Gratification Theory 
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Rubin [31]suggested eight different factors for consuming any 
media which is 1) To pass the time, 2) Companionship, 3) 
Escape, 4) Enjoyment, 5) Social interaction, 6) Relaxation, 7) 
Information and 8)  Excitement. 
 
Whiting and Williams [32] stated that SNSs can produce 
cognitive needs by allowing users to obtain sales, deals and 
product information related to user preference, occasions and 
commerce. Users can educate themselves to learn new things 
by using social media exploration and find the step by step 
manual to assist them. 

 
Mas’od et al.[5]discussed that Facebook features allow users 
to browse contents through liking and following user 
accounts. As a result of doing this, cognitive gratification on 
Facebook occurs by gaining information and tracking the 
similar interests and hobbies within their friends [33].Sharing 
digital photos on social media is one of the trending practices 
nowadays because the image can create perceived information 
to human mind. It is a perfect way to provide understanding 
the information of specific activities in a more 
comprehendible manner. Malik et al.[34]stated the 
Facebook-based photo sharing related activities are the most 
significant to provide necessary information to share news 
and ideas by providing generous information and mind 
comfortable instead of texting which is much more 
complicated to digest. 
 
2.5 Behavioural Intention Model 
 
Behaviouralintention (BI) is frequently foreseen in 
multi-attribute models[35]which focuses on users’ motives 
regarding the various attributes of a technology. According to 
Mamman et al.[36], intention can be defined as “howhard 
persons are willing to try and how much determinations they 
are planning to use towards performing a behaviour”. 
Meanwhile, behavioural intention refers to “a person’s 
subjective probability that he will perform some behaviours” 
[37]. 

 
IT behavioural research constituted that behavioural intention 
is the prima factor of usage behaviour[38].  Thebehavioural 
intention model has a function of three independent 
predecessor factors namely consumers attitude, subjective 
norm and perceived behavioural control. 
 

3.RESEARCH MODEL AND HYPOTHESES 
DEVELOPMENT 
 
In this study, constructs from the UTAUT model areadopted 
and extended by incorporating the constructs of perceived 
enjoyment and cognitive gratification inidentifying factors 
that influence users'behavioural intentions to use Facebook to 
learn how to grow plants and get involved with the home 
garden project during COVID-19 Pandemic. Previous 
studies[39],[40],[41] found that increasing the number of 

external variables can enhance this model's ability to predict 
the acceptance of the system. 
 
According to Venkatesh [16], performance expectancy, effort 
expectancy, and social influence were theorized and found to 
influence behavioural intention to use technology.Kabra et 
al.[39] found that performance expectancy and effort 
expectancyhave a positive linked withbehavioural intention. 
Recent studies have identified performance expectancy and 
social influence have a positive effect on behavioural 
intention as in [42], [43]. Besides, Mouakket [44]finds that 
enjoyment positively influences user’s continuance intention 
toward SNS andBurešová[4] identified information sharing,  
socializing,and entertainment influence users to use 
Facebook. 
 
In this study, constructions of performance expectancy, effort 
expectancy, facilitating conditions, perceived enjoyment, and 
cognitive gratification are used as Independent Variables, 
whereas a behavioural intention is a Dependent Variable. 
Figure 2 shows the proposed research model. 

 
Figure 2: Research Model and hypotheses 

 
A. Performance Expectancy 
 
In the context of users using Facebook for gardening 
discussion, performance expectancy means that a Facebook 
user believes that using Facebook to participate in gardening 
discussion will help them to learn on how to grow plants and 
get involved with the home garden project during COVID-19 
Pandemic. 
 
Hypothesis 1: Performance Expectancy has a significant 
influence on the BIs of people to participate in the gardening 
discussions via Facebook 
 
B. Effort Expectancy 
 
Effort Expectancy means "the degree of ease associated with 
the use of the system"[16]. In this study, if users believe it is 
easy to use Facebook then the chances of gaining more 
intentions to get involved in gardening discussions will be 
increased. 
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Hypothesis 2: Effort Expectancy has a significant influence 
on the BIs of people to participate in the gardening 
discussions via Facebook. 
 
C. Social Influence 
 
Venkatesh & Davis [45] introduced the Social Influence 
constructs in TAM2, andlater it was included in UTAUT 
Model [16]. Social Influence is defined as "the extent to which 
a person perceives that important others to believe he or she 
should use a new system"[16]. According to Ngai et al.[46], 
social influence is an essential factor driving the intention to 
use,and it has been used widely in social media research. 
Thus, if Facebook users feel that many of their friends are 
participating in gardening discussions on Facebook, they are 
more likely to have the intention to participate in gardening 
discussions through Facebook.  
 
Hypothesis 3: Social Influence has a significant influence on 
the BIs of people to participate in gardening discussions via 
Facebook. 
 
D. Facilitating Conditions 
 
Facilitating conditions is defined as "the degree to which an 
individual believes that an organizational and technical 
infrastructure exists to exists to support use of the 
system"[16].Therefore, in this study,facilitating conditions 
include technological conditions (e.g., Internet or Smartphone 
access to Facebook) and knowledge on using Facebook. 
 
Hypothesis 4: Facilitating Conditionshas a significant 
influence on the BIs of people to participate in gardening 
discussions via Facebook. 
 
E. Perceived Enjoyment 
 
According to Davis et al.[23], "enjoyment is an intrinsic 
motivation that describes how an individual perceives 
something to be enjoyable regardless of the anticipated 
consequences". In this study, if users believe it is fun to use 
Facebook, it can influence users’ intention to participate in 
gardening discussions through Facebook. 
 
Hypothesis 5: Perceived Enjoyment has a significant 
influence on the BIs of people to participate in the gardening 
discussions via Facebook. 
 
F. Cognitive Gratification 
 
The Uses and Gratification Theory has been widely used in 
previous studies related to social media[34],[33],[47],[48]. 
One of the reasons people use social media is for cognitive 
gratification, where they can easily search and share 
information, increase their knowledge and understand the 
social environment. 
 
Hypothesis 6: Cognitive Gratification has a significant 
influence on the BIs of people to participate in gardening 
discussions via Facebook. 

All the above variables are shown in Table 3 with their 
definitions and sources. 
 

Table 3: Constructs and definitions 
Variables Definition Origin Referred 

Articles 
Performance 
Expectancy 

"The extent to which an 
individual believes that 
using an information 
system will help him or 
her to attain benefits in 
job performance." 

[16] [40],[49], 
[50] 

Effort 
Expectancy 

"The degree of ease 
associated with the use 
of system." 

[16] [40],[49], 
[50] 

Social 
Influence 

"The extent to which a 
person perceives that 
important others to 
believe he or she should 
use an information 
system." 

[16] [11],[40], 
[45],[49], 
[50], [51] 

Facilitating 
Conditions 

"The degree to which an 
individual believes that 
an organizational and 
technical infrastructure 
exists tosupport use of 
the system." 

[16] [40],[49], 
[50] 

Perceived 
Enjoyment 

"The extent to which the 
activity of using a 
specific system is 
perceived to be 
enjoyable in its own 
right, aside from any 
performance." 

[23] [33],[40], 
[44],[52], 
[53],[54], 
[55] 
 

Cognitive 
Gratification 

"Acquiring information, 
knowledge, 
understanding our social 
environment,  
curiosity, exploration." 

[30] 
 

[4],[33], 
[47], 
 

4. CONCLUSION 
 
There have been limited studies on media influence of both 
mass media and social media in the context of encouraging 
people to involve with the home garden project. The 
theoretical implications of this study will offer a conceptual 
basis for the understanding of media-related behaviours or 
consequences on the nature of individual users with different 
purposes. Therefore, we used UTAUT model to predict the 
factors of influencing media social mainly Facebook user’s 
behaviour to involve with the home garden project during 
MCO. We utilized the existing factors, which are performance 
expectancy, effort expectancy, social influence and 
facilitating condition together with two new factors; perceived 
enjoyment and cognitive gratification to predict primary 
factors of influencing Facebook user’s behavior to involve 
with the home garden project during MCO. 
 
Considering this research is still ongoing, future work will 
focus on the empirical validation to test and validate the 
proposed model. This proposed model may provide a 
guideline to develop a system that can promote peoples’ 
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intention to learn how to grow plants and get involved with a 
home garden project. 
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