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Introduction

• Facebook is now becoming a trend, especially among the 
students. Initially, Facebook was created for university 
student to share their knowledge and the latest news and 
also to interact with each others, but now, the users 
include not only university students but others like office 
workers and housewives. 

• The number of Facebook user continues increasing 
globally and is quickly becoming one of the most popular 
tools for social communication and entertainment. 
However, Facebook is somewhat different from other 
Social Networking Sites as it demonstrates an offline-to-
online trend; that is the majority of Facebook friends are 
met offline and then added later. 



Facebook in Malaysia

• As of the second quarter of 2018, Facebook had 
2.23 billion monthly active users. In the third quarter 
of 2012, the number of active Facebook users had 
surpassed one billion, making it the first social 
network ever to do so. Active users are those which 
have logged in to Facebook during the last 30 days

• Facebook active users according to age group. 
Group aged between18-25 has the highest number 
of Facebook users followed relatively closely by 
group aged 26-34 and a significantly drop in 
Facebook usage could be observed in the following 
groups with increasing age. 



Statistics













Research Problem

• The extensive usage has led to productivity 

losses and also strained relationships among 

users. 
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Research Objectives

The objective of this research is:

1.to examine the relationship between trust 

and attitude.

2.to determine the relationship of self efficacy 

and perceived behavioral control.

3.to establish the relationship of flow and 

attitude.



Keywords

• To identify

• To establish

• To describe

• To determine

• To estimate

• To develop

• To compare

• To analyze

• To collect

• To assess



Research Questions

The research questions are as follows:

1.What is the relationship between trust and 

attitude?

2.What is the relationship between self 

efficacy and perceived behavioral control?

3.Does flow influence attitude?



Keywords

• WHAT questions focus on a particular 

aspect of the topic: 

 What is the driving force behind the popularity of 

video games? 

• WHY questions ask for an explanation of 

something--why something happened, why it 

did not happen, or why one thing is better 

than another. 

 Why are video games so popular among young 

teenage boys?



• WHEN questions focus on timing or history.  

 When did video games start to become 

popular?  

 When were video games invented?

• WHERE questions focus the topic on a 

location, either geographical or other.

 Where, or in which countries, are video games 

most popular?

Keywords



• HOW questions focus aspects of the topic, on a 

process, or on the origin.  

 How do video games affect users?

• WOULD / COULD questions focus on 

possibilities.   

 Would video games be more popular with teenage 

girls if marketing targeted girls

• SHOULD questions focus on the 

appropriateness of a particular action, policy, 

procedure, or decision.  

 Should the government regulate violent video games?

Keywords



Significance of the Study

• The present study intends to understand the determinants of 

user of social networking sites, using the Theory of Planned 

Behavior (TPB). Understanding the determinants for attitude 

will provide added leverage to enhance actual usage of 

social networking sites in the future. This study will help to 

give insight on the attitude, flow experience, subjective 

norms, perceived enjoyment and perceived behavioral 

control components that will develop an understanding the 

usage of social networking sites on working adults. The 

results from this study can be used by officials in charge of 

social networking sites to either improve the system or 

utilize the information to find way to attract more users use 

social networking sites. Firms can also use these findings in 

designing better use policy so that productivity loss can be 

minimized.


