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Abstract 

Social media has the potential to have a positive influence on older adults' quality of life. This 
study explores how older adults use social media and the implications of the use on their life 
satisfaction. A sequential mixed-method approach is used. First, focus group interviews were 
conducted with older adults in Thailand, and a two-step sorting procedure is employed to 
develop comprehensive measures of social media use activity and their life domain affiliation. 
Next, a field survey is used to evaluate the influence of satisfaction from social media use on 
domain life satisfaction and overall life satisfaction. The findings suggest that older adults 
integrate social media into activities in several life domains, including family, friend, 
community, health, consumer, education, self, leisure, and social. Satisfaction from social 
media use activities positively associates with domain life satisfaction in all those life domains. 
The comprehensive measures of social media activities enable us to extensively theorize social 
media use and illustrate that it has a different meaning for older adults compared with young 
adults.  

Keywords: Life satisfaction, older adults, social media, subjective well-being. 

1 Introduction 

Information and communication technology (ICT) offers potential benefits for older adults to 
maintain their independence and increase their quality of life. The United Nations reported a 
worldwide demographic trend of an increasing share of older adults known as population 
aging. According to the World Health Organization, a person aged 60 years or over is 
considered an older adult (WHO, 2018). In 2015, the United Nations reported that the 
population of older adults aged 60 or over, which comprise 12.5% of the global population, is 
the fastest-growing population segment in the world (United Nations, 2015) and predicted to 
grow to around 2.1 billion in 2050, more than doubling from 962 million people in 2017 (United 
Nations, 2017). Therefore, population aging has immense social and economic consequences 
and increases the need to put resources into promoting the well-being of an increasing number 
of older people.  

Despite their slow adoption of technology, there is growing evidence to illustrate that older 
adults have a positive attitude toward technology and show a willingness to incorporate 
technology into their lives. A study by Mitzner et al. (2010) looked at older adults' attitudes 
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toward technology and reported that they used several technologies at home to facilitate 
different aspects of their lives and enjoyed how technologies make their life easier.  

In Thailand, the latest survey by Thailand Electronic Transactions Development Agency 
(ETDA, 2020) revealed that the three most popular online activities among the Thai baby 
boomer generation, or people aged 57-75 years, were using social media, searching 
information, and listening to music or watching video clips. Like other countries, Thailand has 
experienced population aging. It is expected to become a super-aged society in 2031, with older 
adults aged 60 years and over accounting for more than 28% of the population (Thailand PRD, 
2020). 

In recent years, social media has significantly changed the way people communicate, interact, 
and socialize with one another. Social media1  refers to various user-driven platforms that 
allow users to produce and share content, thus facilitating dialogue creation and 
communication to a broader audience (Kapoor et al., 2018).  Social media has also been used 
to promote social inclusion for various groups of people who might be vulnerable to be 
excluded from social activities (Verdegem, 2011). In particular, social media has proven to be 
an effective technology that helps older adults become socially included (Trentham et al., 
2015). Social media include social network sites and services (e.g., Facebook, Line), video 
sharing sites (e.g., YouTube), blogging and microblogging (e.g., Twitter), among others. The 
first wave of social media users was the young people who use it as a platform of 
communication with their friends, allowing them to have privacy and keep "what they do 
online" from nosy parents (boyd, 2014)2. Over the years, the user base of social media has 
expanded beyond teenagers, indicating the changing landscape of users. According to the Pew 
Internet Report, older adults, despite being late adopters, are among the fastest-growing 
groups to use social media. In 2021, 45% of older adults aged 65 years or older in the U.S. used 
at least one type of social media, compared to 21% in 2013 and 12% in 2010 (Pew Research 
Center, 2021). 

Although statistics have shown that older adults have started to embrace social media in their 
lives, we do not know the role of social media in their life activities and how social media use 
affects their lives. This is because, driven by the concern that a small percentage of older adults 
adopts ICT, previous studies on older adults and technology have mostly explored the age-
related digital divide to explain factors and hindrances associated with technology adoption 
among this age group (Chen and Chan, 2011; Hill et al., 2008; Lam and Lee, 2006; Niehaves 
and Plattfaut, 2014; Selwyn, 2004; Xu et al., 2020).  

To address the gap in the literature, this study focuses on older adults who have adopted and 
used social media. We address two research questions: 1) How do older adults engage with social 

 
1 In their comprehensive review of social media studies, Kapoor et al. (2018) found that few studies defined the 
concept of social media. Based on the definitions used in the literature, they proposed the following definition: 
“[s]ocial media is made up of various user-driven platforms that facilitate diffusion of compelling content, dialogue 
creation, and communication to a broader audience. It is essentially a digital space created by the people and for 
the people, and provides an environment that is conducive for interactions and networking to occur at different 
levels” (p. 536) 
2 danah boyd uses a lower-cased style to refer to herself. On her web site, www.danah.org, she explained that she 
wants “to reflect my mother’s original balancing and to satisfy my own political irritation at the importance of 
capitalization”.  
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media to support life activities?, and 2) What is the influence of social media use on older adults' life 
satisfaction? Drawing on social media use and subjective well-being literature, this research 
aims to produce a comprehensive account of how older adults use social media and the effect 
of its use on their life satisfaction. Since social media is malleable and people can use it to suit 
their needs, it is not possible to theorize its use a priori. To elucidate social media use, we first 
conducted focus group interviews with older adults in Thailand and developed the social 
media use instrument associated with life domains. Next, we conducted a field survey to 
evaluate the relationship between social media use and life satisfaction.  

In the following section, we review research on social media use and the subjective well-being 
concepts to formulate a preliminary theoretical framework for our study. Next, we present the 
methodology and analysis approaches followed by the discussion of results. Finally, we 
discuss research and practical implications, limitations, and avenues for future research.  

2 Theoretical background 

This study draws on the literature on social media use and the concept of subjective well-being 
with an emphasis on life satisfaction to conceptualize our preliminary research framework. 
We first offer a brief review of research on older adults and technology.  

2.1 Older adults and technology  

A recurring stream of research on technology and older adults aims to identify factors that 
explain the age-related digital divide and hindrances to technology adoption among older 
adults (Charness and Boot, 2009; Chen and Chan, 2011; Niehaves and Plattfaut, 2014).  Some 
studies looked at older adults who already adopt ICT to better understand their ICT activities 
and impact. For example, Hur (2016) looked at the connection between objectives for 
participating in ICT-based activities (relationship improvement, information collection, 
learning, shopping, and business activities) and empowerment. He found that participating in 
ICT-based learning could improve older adults' empowerment. In another study, Hage et al. 
(2016) found that the choice of communication tools influences social connectivity among 
older adults who live in small rural communities. They reported that Facebook has a negative 
impact on connectivity with friends but not on connectivity with others in the community. 
However, these studies focus on selected aspects of ICT use and do not link purposes of 
technology use (e.g., connections) with various contexts (e.g., with friends, with family) in 
order to develop a precise understanding of the impact of technology.  

2.2 Social media use and influence 

The central tenet that drives the growth of users of social media sites is its design around 
friendship. In her book on social media, boyd (2014) highlighted four affordances that shape 
mediated interactions on this platform: persistence, visibility, spreadability, and searchability. 
Persistence means that contents and expressions on social media endure and do not expire. 
Interactions and contents on social media can be shared with public audiences, enabling 
visibility of messages and encouraging broad participation from the public. Social media often 
encourages people to spread information widely using easy-to-use tools such as "tags," "share," 
and "retweet." The spreadability of content allows individuals to share information with their 
circle of friends, mobilize volunteers, support political campaigns, and even spread rumors 
(boyd, 2014; Cogburn and Espinoza-Vasquez, 2011; Turel and Serenko, 2012). Generally, 
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contents on social media are archived and searchable, allowing people to find information on 
any topics of interest easily. 

As more people join social media, this technological environment opens up new social 
dynamics and transforms everyday practices for other groups of populations beyond teens 
and young adults. However, empirical evidence on the effects of social media use is mixed 
with positive (Oh et al., 2014; Valenzuela et al., 2009; Wang et al., 2014; Kim and Shen, 2020; 
Gaia et al., 2021) and negative consequences (Kross et al., 2013; Turel and Serenko, 2012; 
Rasmussen et al., 2020). A closer examination of these findings offers a more nuanced 
understanding of the influence of social media use. For example, Oh et al. (2014) examined 
social media users aged 18 to 81. They found that the amount of supportive interaction, but 
not the frequency or amount of social media use, is important in establishing social support 
and emotional well-being, and life satisfaction. In addition, the number of friends on social 
media was not associated with either positive or negative affect. Gaia et al. (2021) reported a 
positive association between social media use and life satisfaction for older adults. 

Leist (2013) looked at how older adults use social media to engage in social activities, provide 
and receive supports, increase feelings of control, and overcome the barriers of social 
exclusion. Celik et al.  (2018) examined several important factors that influence life satisfaction 
for older adults, such as psychological effects, physical health, health status, daily life and 
instrumental activity. Some of the lessening life satisfaction variables for older adults include 
lower self-report health status, a decline in physical health, and increase in feeling depressed 
and feeling social withdrawal and exclusion. In particular, being active within different 
community activities can increase life satisfaction for older adults. Finally, in a comparative 
study, Kim and Shen (2020) examined the effects of engaging in different Facebook activities 
on older users over 50 compared to younger adults aged between 18 and 25 and found that 
older adults benefit less from having a large network and more from engaging in directed 
communication activities. This supports our proposition that older people might use social 
media differently from other age groups and thus require an in-depth study. 

In summary, what we learn from studies in the literature is that it may be too simplistic to use 
proxies such as frequency, time spent on social media, and a number of friends to measure 
social media use and evaluate its impacts. A fine-grained, activity-level elaboration of social 
media use opens up opportunities to derive a more precise explanation of social media use 
and outcomes. For example, Turel and Serenko (2012) used the comprehensiveness of usage 
construct developed by Limayem et al. (2007) to measure the extent to which an individual 
makes use of the various functionalities of social media (e.g., posting messages and photos, 
reading messages sent by others, and sending gifts). They found that the range of social media 
functionalities that users employ provides a more robust explanation of the negative and 
positive outcomes of use than the amount of time spent on social media. Building on this idea, 
we link Turel and Serenko's (2012) functionality approach with underlying motivations in 
various life domains to measure social media use. For example, one may use social media to 
look up product information and prices to support activities in the consumer life domain. In 
contrast, another may use social media to search for information related to healthcare to 
support activities in the health life domain. We explain our approach to measure social media 
use in the Methodology section.  

Another observation is that previous research mostly studied teens and young adults due to 
the concerns about the negative effects of the new technologies on their lives (boyd, 2014; 
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Valenzuela et al., 2009). A review of literature on social media use by Leist (2013) discussed 
possible positive and negative consequences of social media use among older adults. 
However, their study did not empirically evaluate these consequences. Khoo and Yang (2020) 
studied the impacts of social media use in middle-aged and older adults on only executive 
functions, which is a set of domain-general cognitive control processes, but not other aspects 
of their lives and the impacts of their social media use on life satisfaction or well-being. Gaia 
et al. (2021) argued that not many studies have empirically investigated the relationship 
between older people's social media use and well-being. Although their study looked at the 
relationship between social media use and life satisfaction, they did not investigate how older 
adults use social media. Since older adults are one of the fast-growing users of social media, 
we need to have a better understanding of how they use social media and the implications of 
its use on their lives, which is the aim of this study.  

2.3 Subjective well-being: Life satisfaction 

We draw on subjective well-being literature to theorize outcome variables associated with 
social media use. Subjective well-being refers to how people feel about their lives (Diener, 
1984; Kahneman and Krueger, 2006). This concept constitutes three interrelated components: 
people's feelings, domain life satisfaction, and overall life satisfaction. Although all three 
components are important to evaluate people's subjective experiences, research suggests that 
domain life satisfaction and overall life satisfaction can portray a state of people's lives (Diener 
et al., 2013). Life satisfaction allows people to reflect and assess how they feel about many areas 
of their lives, such as health, social activities, work, and family, among others. 

In this study, we draw on the concept of life satisfaction (Diener, 1984) to theorize the impact 
of social media use. Life satisfaction is a global assessment of the quality of life according to a 
person's own criteria. Thus, the extent of life satisfaction may depend on one's circumstances 
and what the person sets as the standard of a good life for himself or herself. This study uses 
the life domain approach to explain the influence of social media use on life satisfaction. The 
tenet of this approach is that overall life satisfaction is shaped by reported satisfaction with 
various life domains. An individual's life can be segmented into several life domains (Andrews 
and Withey, 1976). Some of the key ones are family, friends, community, health, leisure, and 
work (Diener and Diener, 1995; Easterlin, 2006; Headey et al., 1991; Oishi et al., 1999; van Praag 
et al., 2003).  

To establish the link between domain life satisfaction and overall life satisfaction associated 
with social media use, we first develop an account of social media use at an activity level and 
subsequently evaluate the impact of social media use on life satisfaction. Our activity-level 
measurement of social media use is aligned with Scheepers and Middleton's (2013) framework 
on the study of personal ICTs. This line of thinking highlights an individual frame of reference 
to use personal ICTs "to support typical routines across the multiple contexts of his or her life" 
(p. 382). In addition, our approach answers the call from other researchers to find an 
alternative paradigm that treats users as active participants in the ICT use experience to 
develop a comprehensive understanding of their ICT use. This new paradigm is appropriate 
to study several emerging ICT such as blogs, social media sites, virtual worlds, and mobile 
services that support diverse user goals and values. For example, Jung's (2014) investigation 
of different values that users pursue with smartphones pays attention to "what users actually 
do with the technology rather than which factors affect user adoption of a given technology" 
(p. 313). 
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Similar to personal ICTs and other emerging ICT, social media use span multiple boundaries 
such as home, work, and leisure. In addition, different individuals have the freedom to choose 
to engage with social media to support their idiosyncratic needs. For example, one person may 
use social media to keep in touch with old friends, and another person may choose to use 
social media for entertainment, searching for and sharing health information, and 
volunteering. We use domains of life (e.g., family, friend, community, health) to organize 
social media use to give participants a frame of reference to describe their social media use 
that spans multiple contexts and multiple purposes and allow us to develop a better 
understanding of the meaning of social media in their lives. The findings will also enable us 
to identify salient domains in which social media use has a strong contribution to people's 
overall life satisfaction. 

2.4 Preliminary theoretical model 

Our preliminary theoretical framework is built on the broad theorizing of the life satisfaction 
process (Campbell et al., 1976; Diener et al., 1999). The theoretical logic of this process is that 
overall life satisfaction is derived from one's satisfaction with various life domains. Reported 
satisfaction in each life domain, in turn, reflects the extent to which one's goals and needs in 
that life domain are met through domain-related activities. For example, ill health can make a 
person feel bad and unhappy. It is likely to negatively influence how he or she assesses his or 
her overall life satisfaction (Diener, 1984).  

In this study, we extend the life satisfaction process logic to examine the role of social media 
in people's lives. Social media is applicable and useful for various activities across different 
life domains. For example, Choi et al. (2014) show how social media can be appropriated for 
health promotion. Social media is a useful platform for people to share their opinions 
regarding products and services (Turel and Serenko, 2012). Park et al. (2009) found that 
individuals use Facebook for various purposes, such as socializing, status-seeking, 
entertainment, and information seeking. Similarly, Xu et al. (2012) reported the relationship 
between affection, coordination, entertainment, immediate access, relaxation gratifications, 
and social media use. However, previous research on social media use has mostly focused on 
youth and young adults. The results may be less applicable to older adults due to different 
lifestyles and purposes of use. For example, Gatto and Tak (2008) suggest that older adults' 
usage of ICT applications are different from the younger generation due to physical limitation, 
learning ability, and access to technology.  

Based on these arguments, we extend the life satisfaction process reasoning to argue that 
satisfaction from social media use across life activities shapes domain life satisfaction, which, 
in turn, influences overall life satisfaction. It is important to emphasize that the theoretical 
model offers a process logic to guide this study's empirical inquiry. The precise theoretical 
logic of the relationship between social media use, domain life satisfaction, and overall life 
satisfaction is inductively analyzed and emerged from the data. Figure 1 presents the 
preliminary theoretical model to illustrate the process of how social media use influences life 
satisfaction. 
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Figure 1. A preliminary model of social media use and impacts on life satisfaction 

Note: The diagram uses the leisure, health, family, and social life domains to illustrate the influence of social media 
use on life satisfaction. In an empirical evaluation, the life domains are inductively analyzed and emerged from the 
data on older adults' use of social media in their daily lives. 

3 Methodology and analysis 

We use a sequential mixed method approach in our research inquiry. The inquiry constitutes 
the use of focus group interviews to develop a comprehensive account of social media use, 
followed by a field survey to evaluate the relationship between social media use and life 
satisfaction through domain life satisfaction. Table 1 presents how we apply Venkatesh et al. 
's (2013) mixed-method design guidelines in this study with two purposes in mind: 
completeness and developmental. In the context of our research, completeness refers to the 
usefulness of a mixed-methods design to obtain a complete picture of a phenomenon, which 
is to develop a substantive theory3 of social media use and its impact on older adults' lives. 
Developmental refers to the efficacy of a mixed-method design to use extensive measures of 
social media use across life domains from a qualitative method to evaluate the relationship 
between social media use and life satisfaction using a quantitative method. 

Guideline Application in this study 
Decide on the appropriateness of a 
mixed-methods approach 

The state-of-the-art research on social media use and its consequences 
is limited to young adults, and the findings are inconclusive with a mix 
of positive and negative outcomes. This gives us an opportunity to 
provide a holistic understanding of social media use and its impacts.  

Develop a strategy for mixed methods 
research design 

The goal of this study is to develop rich insights into older adults' social 
media use in various life domains and evaluate its impacts on life 
satisfaction. Since social media is a multi-purpose technology and users 
choose to use the technology that best serves their needs, there is a need 
to use a qualitative method (focus groups) to develop a comprehensive 
understanding of social media use. A quantitative approach (survey) is 
then used to evaluate the impact of social media use on older adults' 
life satisfaction through domain life satisfaction. 

 
3 Substantive theory refers to theory that constitutes concepts and their relations to explain a phenomenon or a 
substantive area of inquiry (Glaser and Strauss, 1967; Urquhart et al., 2010; Venkatesh et al., 2013). In this study, the 
mixed method approach enables us to develop in-depth understanding of social media use and its meaning to 
people’s lives through life satisfaction outcomes. 
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Develop a strategy for analyzing 
mixed methods data 

A comprehensive account and validated instrument of social media 
use and associated life domains is derived from focus group interviews 
and two-step sorting procedures. The validated social media use items 
are incorporated into a survey along with measures of life satisfaction 
and domain life satisfaction. Measurement model validity is assessed 
before the evaluation of the structural model using PLS-SEM.  

Draw meta-inferences from mixed 
methods results 

This study develops a meta-inference or substantive theory of social 
media use and its impact on older adults' life satisfaction that identifies 
social media use activities in relation to life domains that are salient to 
life satisfaction. 

Table 1. Mixed methods research guidelines 

We inductively develop precise measurements of social media use from our study participants 
by following a two-phased approach. In the first phase, we developed a comprehensive 
account and validated instrument of social media use and associated life domains through 
focus group interviews and sorting procedures, respectively. In the second phase, we used the 
social media use instrument from the first phase along with validated measures of the domain 
and overall life satisfaction to examine the influence of social media use on older adults' life 
satisfaction. 

3.1 Phase 1: Development of social media use measures 

We conducted initial focus group interviews with two groups of 15 older adults (10 females 
and 5 males). Then, the members from these first two groups referred us to two groups of 
retired professionals (5 females and 2 males) and retired civil servants (3 females and 3 males). 
These first four focus group interviews were conducted in Bangkok, Thailand. After that, we 
identified those who are social media users outside of Bangkok. We expanded our interviews 
to all the regions in Thailand through the means of convenience sampling by making posts on 
Facebook and sending private messages to various groups of NGOs, Associations of Senior 
Citizens, and Associations of Retired Civil Servants. In addition, we also contacted potential 
participants by phone and through social media channels. Overall, we conducted 24 group 
interviews with 124 older adults in 20 provinces across Thailand. The focus group 
interviewees’ profiles are shown in Table 2. 

 Number of Interviewees Percent 

Gender 
Male 54 43.5 
Female 70 56.5 
Regions   
Central (Including Bangkok) 51 41.4 
North 20 16.1 
South 18 14.4 
Northeast 35 28.1 
Age 
60 – 65 years old 84 67.7 
66 - 70 years old 30 24.2 
70 - 75 years old 10 8.1 
Education level 
Below high school 9   7.2 
High school  16 12.9 
Technical college 20 16.1 
Bachelor Degree  75 60.4 
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 Number of Interviewees Percent 

Master or Ph.D.   4 3.2 
Monthly income 
10,001 – 20,000 Baht 30 24.1 
20,001 – 30,000 Baht 65 52.5 
More than 30000 Baht 29 23.4 
Social media use frequency 
Everyday  90 72.7 
5 - 6 days per week  10 8.0 
3 - 4 days per week 11 8.8 
1 - 2 days per week 6 4.8 
1 day fortnightly 5 4.0 
Less than 1 day fortnightly 2 1.7 
Hours per day 
Less than 1 hour 10 8.0 
1 - 3 hours  35 28.4 
3 - 5 hours  70 56.6 
More than 5 hours  9 7.2 
Social media platforms used (can choose more than one choice) 
Facebook 101 81.4 
YouTube 101 81.4 
Line Chat 120 96.7 
Instagram 35 28.2 
Blog 4 3.2 
Others 3 2.4 
Work status 
Full-time  18 14.5 
Part-time 24 19.3 
Retired 82 66.2 
Living condition 
Live by themselves 11 8.2 
Live with family or relatives 89 71.8 
Live with friend(s)  2 1.8 
Live with spouse  20 16.4 
Others  2 1.8 

Table 2. Focus group interviewee profiles 

Each focus group interview session was between 60 – 90 minutes. During the focus group 
sessions, we asked participants to share information using three open-ended questions: "How 
did you start using social media and why?" (Goal: to obtain background information about 
their lifestyles) "What social media do you frequently use and why?" (Goal: to understand 
areas of social media use) and "What do you usually use social media for and how do you use 
it to support your lifestyle?) (Goal: to identify social media use, associated life domains, and 
the perceived influence of social media use on domain life satisfaction). 

We audio-taped and transcribed all the interview sessions. The 108-page transcripts were used 
to identify social media use and associated life domains. Based on the life domain definitions 
from the literature, the two authors independently coded social media use and their associated 
life domains, according to the three key pieces of data from the focus group interviews. These 
data cover the purposes of social media use, how it was used, and the types of social media 
platforms.  For example, "I use Facebook to contact my daughter who lives in America." was 



Australasian Journal of Information Systems Ractham et al. 
2022, Vol 26, Research Article Old but Not Out 

 10 

coded as "contact family" (social media use) that is associated with the "family life domain" 
(life domain). Disagreements on social media use or life domains were resolved through 
discussion between the two coders. Overall, a total of 48 different social media use in ten life 
domains were identified. They were family, friend, community, leisure, health, self, social, 
education, consumer, and work life domains. These life domains and selected interview 
excerpts are shown in Table 3. 

Life domain Goal Context Type Interview excerpts 
Family Stay connected  Live separately from the 

family  
Facebook, 
Skype, and 
Line Chat 
App 

"I feel that I am closer to 
my family because of 
social media." 

Friend Nurture friendship Reconnect with old 
friends 

Facebook 
and Line 
Chat App 

"I found many old friends 
from high school and 
college."  

Community Community 
involvement 

Participate or invite 
others to participate in 
community services 

Facebook "I volunteered for many 
community events." 

Leisure Pass the time Wait in queues Line Chat 
App and 
YouTube 

"I usually use Line Chat 
with my friends when I'm 
waiting in line." 

Health  Health 
improvement 

Learn about illness and 
alternative medicines 

YouTube 
and Blog 

"I learned about herbal 
medicines from YouTube." 

Self Self-
accomplishment  

Want to show off self-
accomplishment 

Facebook "I like to show my 
vacation pictures on social 
media." 

Social Expand social 
network 

Find new friends and 
those who share similar 
interests 

Facebook 
and Blog 

"I use social media to find 
a new interest group like 
the bicycle club." 

Education Learn new things Learn about cooking and 
traveling 

YouTube "I usually learn about new 
recipes on YouTube." 

Work Achieve work 
related activities 

Communicate with 
colleagues/customers 

Facebook 
and Line 
Chat App 

"I use Facebook and/or 
Line Chat to contact my 
colleagues or customers 
quite often."  

Consumer Save money Want to save money Facebook "I search for deals to save 
money on social media." 

Table 3. Ten life domains and selected interview scripts 

Next, we used two-step sorting procedures (Moore and Benbasat, 1991) to develop the social 
media use scale and assess the reliability and construct validity of the social media use items. 
As suggested by Petter et al. (2007, p. 639), "[a] two-step Q-sort may be one of the best methods 
to assess content validity for formative constructs." Several studies in IS have used the term Q-
sorts to refer to these sorting procedures in the instrument development process (Chang and 
King, 2005; Gerow et al., 2015). However, Thomas and Watson (2002, p. 153) strongly argue 
that the validation sorts proposed by Moore and Benbasat (1991) and subsequently used by 
many IS researchers "should be labeled something other than 'Q-sorts' to reduce confusion." 
Therefore, in this study, we use the term sorting procedures instead of Q-sorts to refer to the 
procedure we followed to establish content and construct validity.  

In the first round, four participants who were not involved with the project were asked to 
examine and sort 48 social media use items into the ten life domains identified from the focus 
group data. If the participants believed that a particular social media use item did not match 
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any of the ten life domains, they could categorize this item as part of the "Ambiguous or 
Unclear" group. All items were presented on index cards for convenience with the sorting 
process. We checked the level of agreement among participants using Fleiss's Kappa, which 
has an average value of 0.64 (p<.001), suggesting substantial agreement among them. After the 
sorting procedure, the authors and the four participants discussed and clarified the ambiguous 
items. A few items were merged together, and the number of social media use items was 
reduced to 46 items. In the second round, we asked two different participants to sort the 
modified social media use items from the first round into life domains as they saw fit. The two 
participants created eight and twelve life domains, respectively. The calculated Fleiss's Kappa 
was 0.45 (p<.001), suggesting moderate agreement between the two participants. The most 
ambiguous domains were the community and social life domains. The authors and the two 
participants discussed and agreed that these two life domains should remain separate. We also 
agreed that some of the similar social media use items should be merged. The final number of 
items was reduced to 44 (see these items in Table 5 in the Results section). Based on the results 
from our coding and sorting procedures, we concluded that social media use measures have 
content, convergent, and discriminant validity. 

3.2 Phase 2: Examining the influence of social media use on older adults' life 
satisfaction 

In this phase, we used a field survey to evaluate the influence of satisfaction from social media 
use on domain life satisfaction, which, in turn, shapes overall life satisfaction. We used three 
groups of constructs in the questionnaire: satisfaction from social media use, domain life 
satisfaction, and overall life satisfaction. Social media use items constitute 44 items from the 
scale developed in Phase 1. Domain life satisfaction is a single-item scale drawn from Diener 
and Diener (1995). The overall life satisfaction construct has five validated items from Diener 
et al. (1985).  

We measured all three constructs with the 7-point Likert scale. The scales of satisfaction from 
social media use are anchored with 1 – "strongly dissatisfied" to 7 – "strongly satisfied", while 
a scale of 0 is used for "never used." The domain life satisfaction and overall life satisfaction 
scales were measured from 1 – "strongly disagree" to 7 – "strongly agree." The survey 
instrument was pretested with 12 older adults. Some modifications were made to clarify a few 
social media use items. 

To draw survey participants from diverse and different economic and educational 
backgrounds, we distributed 600 questionnaires to older adults from all four regions in 
Thailand. During the three months of the field survey, one of the authors and three research 
assistants mailed the survey to participants and traveled to various parts of Thailand to 
distribute, administer, and collect the questionnaires. In total, we received 341 questionnaires 
back from both face-to-face meetings and postal mail. After excluding cases with missing data 
or incomplete responses, 337 surveys were retained for data analysis. Overall, there are 139 
male and 198 female respondents, and approximately 75% of participants were between 60-65 
years old. More than 70% of respondents are retirees. Most (64%) are married and live with 
their spouse. Close to 65% have a college degree, and about 48% earn a monthly income of 
between $1000 - $3000, which is considered to be in the middle-income bracket in Thailand. 
Respondents have an average of 7 years of computer experience and 3.5 years of social media 
experience. Sixty percent of the respondents have used social media for between 2-5 years. 
More than 53% of the respondents use social media on a daily basis, while about 29% use it 3-
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6 days a week. Facebook (69%) and Line chat (73%) are popular social media platforms that 
respondents use. Respondent profiles are shown in Table 4. 

 Number of respondents Percent 
Gender 
Male 139 41.2 
Female 198 58.8 
Age 
60 – 65 years old 253 75.1 
66 - 70 years old 53 15.7 
70 - 75 years old 26 7.7 
76 - 80 years old 5 1.5 
Marital status 
Single  46 13.6 
Widow 54 16.0 
Married 216 64.1 
Divorced or Separated  21 6.2 
Education level 
Below high school 41 12.2 
High school  43 12.8 
Technical college 35 10.4 
Bachelor Degree  160 47.5 
Master or Ph.D.   57 16.9 
Monthly income 
Less than 2000 Baht  9 2.7 
2001 – 10,000 Baht  93 27.3 
10,001 – 20,000 Baht 78 23.1 
20,001 – 30,000 Baht 83 24.6 
More than 30000 Baht 74 22.0 
Social media use frequency 
Everyday  180 53.4 
5 - 6 days per week  48 14.2 
3 - 4 days per week 50 14.8 
1 - 2 days per week 35 10.4 
1 day fortnightly 9 2.7 
Less than 1 day fortnightly 15 4.5 
Hours per day 
Less than 1 hour 74 22.0 
1 - 3 hours  161 47.8 
3 - 5 hours  86 25.5 
More than 5 hours  16 4.7 
Social media platforms used (can choose more than one choice) 
Facebook 231 68.5 
YouTube 138 40.9 
Line Chat 246 73.0 
Instagram 31 9.2 
Blog 5 1.5 
Others 5 1.5 
Work status 
Full-time  45 13.4 
Part-time 44 13.1 
Retired 246 73.0 
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 Number of respondents Percent 
Living condition 
Live by themselves 35 10.4 
Live with family or relatives 124 36.8 
Live with friend(s)  2 0.6 
Live with spouse  172 51.0 
Others  4 1.2 

Table 4. Respondent profiles 

Next, we conducted Partial Least Squares Structural Equation Modeling (PLS-SEM) to 
evaluate the influence of satisfaction with social media use on domain life satisfaction and the 
influence of domain life satisfaction on overall life satisfaction. We decided to use PLS-SEM 
because our data did not have a multivariate normal distribution. Mardia's coefficient is higher 
than 10, indicating non-normality. PLS does not have a strict requirement for data distribution 
(Hair et al., 2013). Our sample size of 337 satisfies the minimal sample for PLS-SEM, which 
should be ten times the largest number of structural paths pointing to any latent construct in 
the model. In our model, the largest number of paths pointing to overall life satisfaction is 10.  

Finally, our model has both formative constructs (satisfaction from social media use) and 
reflective constructs (overall life satisfaction). Since each formative construct (e.g., satisfaction 
from social media use in the family domain) is linked to only one effect construct (family life 
satisfaction), the model is underidentified and does not allow the estimation of the paths from 
the formative indicators to the construct and the variance of the error term in the covariance-
based SEM (Diamantopoulos, 2011). Therefore, we believe that PLS-SEM is an appropriate 
analysis method. 

4 Results 

We first present the respondents' patterns of social media use and levels of satisfaction. Next, 
we report the evaluation of the influence of satisfaction from social media use on domain life 
satisfaction and overall life satisfaction.  

Table 5 presents the patterns of social media use and the respondents' levels of satisfaction. 
From the analysis, the participants showed satisfaction with social media use in all ten life 
domains. The top ten social media use activities are in the family, health, leisure, consumer, 
self, and friend domains. Our finding is consistent with that of Chou et al. (2009), who argued 
that social media has the potential for health communication and that an increasing number 
of older adults are likely to use social media for such purpose. The high degree of satisfaction 
from social media use for familial purposes among older adults is not surprising. It was 
reported in Croll (2006) that Asians have a strong commitment to family, and relationships 
within the family are important to their well-being. In addition to activities related to health 
and family domains, older adults also use social media for leisure purposes, such as taking 
photographs and posting pictures, playing games, and browsing social media to pass the time. 

While older adults reported social media use and satisfaction with their use in the family, 
health, and leisure domains, they are least satisfied with the use of social media to form new 
social relationships. Although social media have been used mostly by adolescents and young 
adults to find new friends, older adults voice their concern about using social media to 
establish new relationships due to the lack of trust and safety concerns. This is in line with 
arguments in prior research that older adults have a strong emotional investment with family 



Australasian Journal of Information Systems Ractham et al. 
2022, Vol 26, Research Article Old but Not Out 

 14 

members and established friends (Chen and Chan, 2011; Hur, 2016). In addition, trust is an 
important factor affecting information sharing and new relationship development in an online 
setting, particularly for older adults (Choi et al., 2014).  

Life domain Social media use Never 
use 

Mean S.D. 

Family Use social media to discuss, share pictures and follow family 
members' activities 

2.4% 5.77 1.55 

Use social media to check on family members' safety 8.3% 5.18 1.99 
Use social media to tell family about my whereabouts 11.3% 4.90 2.14 
Use social media to connect with family members who live far 
away 

4.7% 5.62 1.73 

Friend Use social media to send electronic greeting cards on special 
occasions 

8.0% 5.30 1.96 

Use social media to communicate with friends and follow their 
activities 

4.5% 5.56 1.63 

Use social media to share safety news with friends 8.9% 5.01 1.98 
Use social media to arrange get-together with friends 6.2% 5.34 1.85 
Use social media to rediscover old friends 12.2% 4.87 2.17 

Work Use social media to distribute work-related news 9.5% 5.02 1.98 
Use social media to communicate with customers 20.5% 4.10 2.39 

Community Use social media to distribute and receive community/provincial 
related news and activities 

8.6% 5.07 1.99 

Use social media to distribute news related to volunteer activities 
within own community 

11.0% 5.05 4.41 

Use social media to connect between community leaders and 
members 

10.7% 4.70 2.08 

Use social media to receive news from central government and 
distribute them to community members 

18.4% 4.26 2.33 

Use social media to distribute charitable news to community 
members. 

11.9% 4.76 2.16 

Health Use social media to search for information related to healthcare, 
exercise and healthy food  

1.8% 5.60 1.43 

Use social media to consult friends, relatives or health experts on 
health-related issues 

9.8% 4.91 1.99 

Play social media games to do brain exercise to prevent memory 
loss 

3.6% 5.73 1.53 

Use social media to share information about health and 
medicines  

5.6% 5.41 1.72 

Consumer 
 

Use social media to look up product information and price 9.2% 5.03 1.95 
Use social media to follow news from favorite shops 13.1% 4.59 2.11 
Use social media to make phone or video calls to save money 3.9% 5.72 1.67 
Use social media to exchange product information with others  19.3% 4.13 2.30 

Education Use social media to learn new things such as stock trading, 
English language and new technology 

3.6% 5.42 1.69 

Use social media to find useful information such as DIY projects 10.4% 4.66 2.14 
Use social media to find answers from experts 8.9% 5.03 1.99 

Self Use social media to post pictures of what I accomplish with my 
hobbies 

4.2% 5.57 1.66 

Use social media to share personal thoughts and opinions with 
people who share similar interests 

6.2% 
 

5.18 
 

1.78 
 

Use social media to read dharma to lift up my spiritual self 5.9% 5.00 1.78 
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Table 5. Social media use and respondents' level of satisfaction 

We also performed a break-down analysis of social media use by age groups (see Table 6). 
Overall, all age groups shared similar choices of social media platforms that they used. In 
particular, Line chat and Facebook were popular social media platforms across all age groups. 
This is in line with the statistics presented in Table 5 that older adults used social media mostly 
for connecting with friends and family. Interestingly, Instagram and Blog were used by a 
smaller group of older adults. 

                       Age Social medial platform used 

Facebook YouTube Line chat Instagram Blog Others 

60 - 65 years old (253 persons) 171 107 183 27 3 4 

66 - 70 years old (53 persons) 40 22 43 4 1 1 

70 - 75 years old (26 persons) 17 9 17 0 1 0 

76 - 80 years old (5 persons) 3 0 3 0 0 0 

Total 231 138 246 31 5 5 

Table 6. Social media platform used by different age groups of the older adults 

4.1 Measurement model 

The measurement model has one reflective construct (overall life satisfaction) and ten 
formative constructs (satisfaction from social media use) in ten life domains. Domain life 
satisfaction is measured by a single item asking respondents to evaluate their domain life 
satisfaction in ten corresponding domains. Formative indicators uniquely contribute to the 
latent construct; thus, they do not necessarily need to covary. Since formative indicators do 
not need to be correlated, it is not appropriate to conduct the conventional construct 

Life domain Social media use Never 
use 

Mean S.D. 

Use social media to share stories, pictures and video clips such as 
funny gags and classical music 

4.5% 5.41 1.65 

Use social media to post pictures of the places I travelled to 6.2% 
 

5.57 
 

1.80 
 

Use social media to share sermons with others  13.1% 4.73 2.19 
Use social media to build my self-image showing that I am a part 
of a digital society 

8.6% 5.03 1.96 

Use social media to share my life stories or other interesting 
stories with people who follow my channels 

13.1% 4.75 2.18 

Leisure Use social media to manage loneliness 2.1% 5.86 1.46 
Use social media for entertainment purposes (movie, music, 
game and novel) 

3.3% 5.48 1.68 

Use social media to follow celebrities 7.4% 4.88 1.87 
Use social media to find information about interesting hobbies 3.6% 5.36 1.65 
Use social media to organize trips (accommodations, restaurants 
and travel routes) 

5.0% 5.18 1.71 

Use social media to find interesting pictures  8.9% 5.07 2.05 
Social Use social media to find new friends 12.5% 4.63 2.17 

Use social media to join different groups to share experiences 7.1% 5.14 1.78 
Use social media to join different groups to chat, socialize with 
others who share similar interests, such as politics 

9.2% 4.89 1.98 
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consistency assessment that relies on common factor analysis (Petter et al., 2007). We followed 
the procedure suggested by Petter et al. (2007) and Cenfetelli and Bassellier (2009) to assess 
formative measurement by examining multicollinearity among the indicators, the co-
occurrence of negative and positive indicator weights, as well as absolute and relative 
indicator contributions through their loadings and weights. The lowest and highest variance 
inflation factor (VIF) are 1.05 and 2.81, which are below the suggested cut-off of 3.3 (Petter et 
al., 2007). Therefore, we conclude that multicollinearity is not an issue among formative 
indicators. A few constructs (Community, Health, Consumer, Edu, Social) have co-occurrence 
of positive and negative indicator weights, which can lead to a misinterpretation of the results. 
Since these weight indicators are not significant, we decided to remove them. The Self and 
Leisure constructs have eight and six indicators, respectively. A higher number of indicators 
may increase the chance of low or non-significant weights. Following Cenfetelli and 
Bassellier's (2009) suggestion, we tested different groupings of indicators. We found that 
grouping the Self indicators into two constructs; one construct consisting of indicators 
associated with self-presentation (Self1 and Self8) and the other consisting of the rest of the 
indicators associated with self-actualization, resulted in positive weights with a few non-
significant ones. Since these indicators have significant weights as well as high and significant 
loadings, we retained them in the structural model estimation. Similarly, we found that 
grouping the Leisure indicators into two constructs, one construct consisting of indicators 
associated with relaxation (Leisure1, Leisure4, and Leisure6) and the other construct 
consisting of indicators associated with entertainment (Leisure2, Leisure3, and Leisure5) 
resulted in positive weights with a few non-significant ones. Since these indicators have high 
and significant loadings, we retained them in the structural model estimation. Table A1 in the 
appendix shows the formative measurement assessment. 

The overall life satisfaction is the only reflective construct with multiple indicators in our 
model. The reliability was evaluated by examining composite reliability (CR). The value of CR 
(0.92) is higher than the acceptable value of 0.70, suggesting that reliability is not an issue. 
Convergent validity was evaluated by examining loadings and average variance extracted 
(AVE). The highest loading was 0.87, and the lowest loading was 0.74, which are higher than 
the acceptable level of 0.60. The value of AVE is 0.67, higher than the acceptable value of 0.50.  
See Table A2 in the appendix. Therefore, we conclude that the scale has acceptable convergent 
validity.  Overall, the measurement model demonstrates acceptable validity and reliability.  

Data collection from self-report surveys is susceptible to common method bias (Podsakoff et 
al., 2003). We used two techniques to check potential biases from common method variance. 
First, we conducted Harman's single-factor test using exploratory factor analysis. Common 
method bias exists if a single factor is identified from the unrotated factor solution, and the 
first factor explains the majority of the variance in the variables. In our unrotated factor 
analysis results, the eigenvalues of seven factors exceed 1.0; the first factor accounted for 41% 
of the variance, and the seven factors together accounted for 67% of the variance. These results 
suggest that common method bias was not likely to be an issue. Second, we used a marker 
variable technique (Lindell and Whitney, 2001) by adding marital status as a marker variable. 
We found that correlations between the study's principal constructs and marital status are 
from -0.14 and 0.07, which are low and not significant. We conclude that common method bias 
was not a major concern for this study. 
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4.2 Structural model 

We evaluated the relationship between social media use and life satisfaction by estimating the 
influence of satisfaction from social media use on domain life satisfaction and the influence of 
domain life satisfaction on life satisfaction. Table 7 presents results from the full model (Model 
1), the reduced model (Model 2) that removes the non- significant relationships between social 
media use related to self-presentation (SelfF1) and self domain satisfaction (SelfSat), the 
reduced model (Model 3) that removes non-significant life domains (i.e., Friend, Self, and 
Social), and the reduced model with a control variable that is statistically significant (Model 
4). 

 Model 1 Model 2 Model 3 Model 4 

 Path  R2 Path  R2 Path  R2 Path  R2 

Social media use satisfaction  Domain satisfaction 

Family  FamilySat 0.38*** 0.15 0.38*** 0.15 0.38*** 0.15 0.38*** 0.15 

Friend  FriendSat 0.50*** 0.25 0.50*** 0.25     

Community  CommunitySat 0.49*** 0.24 0.49*** 0.24 0.49*** 0.24 0.49*** 0.24 

Health  HealthSat 0.35*** 0.13 0.35*** 0.13 0.35*** 0.13 0.35*** 0.13 

Consumer  ConsumerSat 0.48*** 0.23 0.48*** 0.23 0.48*** 0.23 0.48*** 0.23 

Edu  EduSat 0.41*** 0.17 0.41*** 0.17 0.41*** 0.17 0.41*** 0.17 

SelfF1  SelfSat -0.10 0.17  0.17     

SelfF2  SelfSat 0.48*** 0.40***     

LeisureF1  LeisureSat 0.58*** 0.22 0.58*** 0.22 0.58*** 0.22 0.58*** 0.22 

LeisureF2  LeisuerSat -0.16 # -0.16 # -0.16 # -0.16 # 

Social  SocialSat 0.28*** 0.08 0.28*** 0.08     

Domain satisfaction Life satisfaction 

FamilySat  LifeSat 0.23*** 0.56 0.23*** 0.56 0.26*** 0.55 0.28*** 0.56 

FriendSat  LifeSat -0.05 -0.05   

CommunitySat  LifeSat 0.15** 0.15** 0.18*** 0.18*** 

HealthSat LifeSat 0.11* 0.11* 0.13** 0.12** 

ConsumerSat  LifeSat 0.18*** 0.18*** 0.18** 0.15** 

EduSat LifeSat 0.11# 0.11# 0.11# 0.10 

SelfSat  LifeSat 0.09 0.09   

LeisureSat  LifeSat 0.09 # 0.09# 0.12*  0.11*  

SocialSat  LifeSat 0.07 0.07   

Control variable        

Daily social media use        0.09* 

# p<.10, * p<0.05, ** p<0.01, *** p<0.001 

Table 7. Social media use and influence on life satisfaction 
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Figure 2. The relationships between social media use and life satisfaction  

Figure 2 depicts the structural model and path coefficients. The estimated coefficients are the 
same for Models 1 and 2. Based on these results, the model explains 56% of the variance in life 
satisfaction. Path coefficients for satisfaction from social media use have significant positive 
effects (p < .001) on domain life satisfaction across all life domains with the exception of two 
life domains. The effect of satisfaction from social media use for entertainment (LeisureF2) on 
leisure domain satisfaction (LeisureSat) is negative and weakly significant (β = -0.16, p < .10) 
and the effect of satisfaction from social media use for self-presentation (SelfF1) on self domain 
satisfaction (SelfSat) is negative and non-significant (β = -0.10, p = ns). When examining the 
estimated path coefficients, we observed the strong influence of satisfaction from social media 
use on domain life satisfaction in five domains: social media use for relaxation (LeisureF1) on 
leisure domain satisfaction (LeisureSat) (β = 0.58, p < .001), social media use for friendship 
(Friend) on friend domain satisfaction (FriendSat) (β = 0.50, p < .001), social media use for 
community purposes (Community) on community domain satisfaction (CommunitySat) (β = 
0.49, p < .001), social media use for product and service consumption (Consumer) on consumer 
domain satisfaction (ConsumerSat) (β = 0.48, p < .001), and social media use for self-
actualization (SelfF2) on self domain satisfaction (SelfSat) (β = 0.48, p < .001). We observed the 
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moderate effects of satisfaction from social media use for learning (Edu) on education domain 
satisfaction (EduSat) (β = 0.41, p < .001), social media use to connect with family (Family) on 
family domain satisfaction (FamilySat) (β = 0.38, p < .001), social media use for health purposes 
(Health) on health domain satisfaction (HealthSat) (β = 0.35, p < .001), and social media use for 
socialization (Social) on social domain satisfaction (SocialSat) (β = 0.28, p < .001).  

The effects of domain life satisfaction on the overall life satisfaction (LifeSat) are positive except 
in the friend domain (FriendSat), which is negative and not significant. In addition, the effects 
of self domain satisfaction (SelfSat) and social domain satisfaction (SocialSat) are not 
significant. We removed these non-significant relationships and reported the estimated paths 
from the reduced model (Model 3). We found that family domain satisfaction (FamilySat) (β = 
0.26, p < .001) and community domain satisfaction (CommunitySat) (β = 0.18, p < .001) have 
strongly significant effects on life satisfaction. Health domain satisfaction (HealthSat) (β = 0.13, 
p < .01) and consumer domain satisfaction (ConsumerSat) (β = 0.18, p < .01) have moderately 
significant effects on life satisfaction. Leisure domain satisfaction (β = 0.12, p < .05) and 
education domain satisfaction (β = 0.11, p < .10) have weakly significant effects on life 
satisfaction. We tested a number of control variables, including demographic characteristics 
(age, gender, education, income, marital status), prior social media experience, types of social 
media applications, and daily social media use duration. We found that only social media use 
duration has a weakly significant effect in the model (β = 0.09, p < .05), suggesting that those 
who spend more time on social media reap more benefits in satisfaction with their lives.  

5 Discussion and conclusion 

This study develops a comprehensive account of older adults' social media use and evaluates 
the relationship between satisfaction from social media use and life satisfaction. Our findings 
suggest that social media technology plays an integral role in older adults' lives in multiple 
life domains. The use of social media has a positive influence on their domain life satisfaction 
in the family, friend, community, health, consumer, education, self through self-actualization 
activities, leisure, and social life domains. Among these life domains, family, community, 
health, consumer, and leisure are identified as salient domains that contribute positively to 
older adults' life satisfaction in the context of social media use. 

Although social media have been used mostly by adolescents and young adults to find new 
friends, older adults voice their concern about using social media to establish new 
relationships due to the lack of trust and safety concerns. This is in line with arguments in 
prior research that older adults have a strong emotional investment with family members and 
established friends (Chen and Chan, 2011; Hur, 2016). In addition, trust is an important factor 
affecting information sharing and new relationship development in an online setting, 
particularly for older adults (Choi et al., 2014). 

We believe that discussing older adults' vis-à-vis teens and young adults' social media use 
gives the insight to understand older adults' motivations to engage with social media. Previous 
studies reported that teens and young adults use social media mainly for social relationships, 
entertainment, and self-expression (boyd, 2014; Kross et al., 2013; Oh et al., 2014; Trepte and 
Reinecke, 2013; Wang et al., 2014). We confirm the general observation in the technology and 
older adults literature that the needs of older adults as technology users are different from 
those of young users (Chen and Chan, 2011; Hur, 2016). Our results show that older adults 
engage with social media for a broader range of motivations: to maintain relationships with 
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family and friends, to stay connected and reduce loneliness, to learn new things to keep their 
mind active and sharp, to share information and connect with others in the community, to 
seek health-related information, and to engage in activities that promote self-actualization. In 
contrast to teens and young adults, older adults do not appear to use social media for self-
presentation and entertainment (e.g., following celebrities) to satisfy their self and leisure life 
domains, respectively. The family, community, health, consumer and leisure for relaxation are 
salient life domains that contribute to older adults' overall life satisfaction through social 
media use. Overall, our findings suggest that social media technology has an important role 
in enhancing older adults' subjective well-being in a digitally enabled society. 

5.1 Implications for research 

This study develops a substantive theory that offers a comprehensive portrayal of older adults’ 
social media use in multiple life domains and explains the linkage between satisfaction from 
social media use and life satisfaction through domain life satisfaction. The exposition of social 
media use at an activity level in relation to life domains provides deeper insights to understand 
the motivations and purposes constructed by older adults to "support typical routines across 
the multiple contexts of his or her life" (Scheepers and Middleton, 2013, p. 382). Compared 
with the amount of time spent on social media or the functionality approach that prior research 
employs to theorize technology use, the fine-grained account of social media use enables us to 
draw a more accurate inference of the meanings and implications of social media use on older 
adults' lives. The choice of domain life satisfaction and overall life satisfaction to evaluate the 
impacts of social media use is pertinent not only for social media but can be used to evaluate 
the impacts of new technologies that individuals exercise their choice and use their own frames 
of reference to integrate these technologies into their lives that fit their needs.  

This research contributes to the technology use and subjective well-being literature in general 
and technology use and older adults and social media in particular. Since older adults are 
usually late adopters of social media, little is known about their social media use and impacts. 
This research extends the previous conjecture that individuals who use more functionalities of 
social media are likely to experience more enjoyment (Turel and Serenko, 2012). Our 
theoretical framework and findings suggest that we need to look beyond the functionalities of 
social media to examine the context of social media use in order to develop a precise 
understanding of user engagement with the technology and the impact of social media use on 
their lives. In contrast to Kross et al. (2013), who reported that social media use undermines 
young adults' subjective well-being, we found that satisfactory experiences from social media 
use in several life domains are important to promote older adults' subjective well-being. Our 
findings are in line with Lelkes (2013) who reported that older adults who use the Internet 
regularly are less likely to experience social isolation and regular Internet use positively relates 
to life satisfaction.  

This study contributes to advance subjective well-being research. As people across age groups 
make ICT an integral part of their lives, there is a pressing need to understand whether and to 
what extent ICT use contributes positively or negatively to individuals' subjective well-being. 
The results of this study suggest that technology in general and social media, in particular, has 
an important role to play in enhancing older adults' domain life satisfaction and overall life 
satisfaction. 

From a methodological perspective, this research contributes to IS use and impacts research. 
The domain of life framework and the mixed methods approach can be applied to study 
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individuals' use of social media as well as other malleable technologies. A few studies have 
employed a similar framework and design to investigate mobile data services use (Choi et al., 
2007) and productivity software and Internet use (Techatassanasoontorn and Tanvisuth, 2010). 
We encourage IS researchers to use a mixed-methods approach to provide rich insights into 
technology use in which users express their choices to use these technologies to enhance their 
lives (Scheepers and Middleton, 2013). 

5.2 Implications for practice 

As the aging society is fast approaching and the use of social media is becoming part of 
everyday life, our work has shown how social media can be used to support older adults in 
their daily needs and improve their overall life satisfaction. Social activities are important to 
nurture older adults' well-being (Choi et al., 2014; Dolan et al., 2008). In particular, our findings 
suggest that social media offers an alternative platform for older adults to keep up with 
friends, family, community and engage in volunteering activities. It will be helpful if social 
media platforms take older adults’ preferences of social media use into consideration and 
allow them to customize the interface and interactions to better support their specific needs. 
In addition, younger generations (e.g., children or grandchildren) may use social media to 
enhance relationships with older adults in their families, such as participating in their groups, 
communicating with them on their Facebook wall, and sharing photos with them. These 
relatively simple activities have the potential to improve older adults' life satisfaction. 
Governments can also use social media as one of the communication channels to share 
information with older adults. For example, the Hong Kong social welfare agency uses social 
media to enhance older adult's well-being. Their goal is to prevent societal issues such as 
loneliness, abandonment and to improve older adults' healthcare management.  

5.3 Limitations and future research 

This research is subject to a few limitations that offer avenues for future research. We studied 
older adults' social media use and its impacts in a single country context where data may be 
predisposed toward one specific culture. Thus, generalizing this study's findings to social 
media use and life satisfaction of older adults in other countries, whose societies are more 
individualist and less concerned about family relationships, should be done with caution. In 
addition, Thailand is one of the countries with a relatively high level of social media adoption 
across various age groups. Future research may consider conducting a comparative study 
across multiple countries while providing a rich description of society’s extent of social media 
use to help with an interpretation of the results. The findings shown in this study were a result 
of a cross-sectional evaluation of satisfaction with social media use and life satisfaction. Thus, 
limitations on a causal interpretation and implication should be noted. Longitudinal studies 
to examine how life satisfaction changes over time may add some new understanding of the 
effectiveness of social media use on life satisfaction.  

Aging is a complex process, and this study only scratches the surface of the role of technology 
in older adults' lives by focusing on chronological age as one dimension of aging. However, 
chronological age may not fully capture biological, functional, psychological and social 
dimensions of aging that may impact different individuals in different ways (Chen and Chan, 
2011). Some of these age-related factors are functional loss in visual and auditory perception, 
mobility problems, cognition decline, social isolation, fear of illness, and death, among others. 
Future research may want to expand the conceptualization of aging to broaden our 
understanding of the relationship between aging and technology use and impact.  
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Appendix: Measurement model assessment 

Table A1. Formative indicators 

Construct Item Weight t-stat Loading t-stat 

Family Family1 0.47 2.29* 0.82 8.58*** 

Family2 0.26 2.93** 0.43 3.99*** 

Family3 0.25 1.44 0.54 4.23*** 

Family4 0.44 1.77# 0.84 8.26*** 

Friend Friend1 0.22 1.71# 0.74 10.15*** 

 Friend2 0.25 1.57 0.77 9.61*** 

 Friend3 0.12 0.75 0.69 8.37*** 

 Friend4 0.54 3.55*** 0.92 20.81*** 

 Friend5 0.10 0.62 0.75 10.46*** 

Community Community2 0.14 0.74 0.38 3.91*** 

 Community3 0.56 3.46*** 0.89 13.82*** 

 Community4 0.22 1.21 0.75 8.17*** 

 Community5 0.37 2.28** 0.77 8.69*** 

Health Health2 0.47 2.50** 0.79 7.61*** 

 Health3 0.61 4.29*** 0.84 9.88*** 

 Health4 0.17 0.89 0.70 6.07*** 

Consumer Consumer1 0.46 3.71*** 0.80 10.18*** 

https://www.who.int/news-room/fact-sheets/detail/ageing-and-health
https://www.who.int/news-room/fact-sheets/detail/ageing-and-health
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 Consumer3 0.35 2.82** 0.64 6.27*** 

 Consumer4 0.50 4.47*** 0.82 12.50*** 

Edu Edu1 0.44 3.14** 0.77 8.31*** 

 Edu3 0.72 6.33*** 0.92 18.28*** 

SelfF1 Self1 0.40 2.01* 0.69 4.62*** 

 Self8 0.78 5.28*** 0.93 12.69*** 

SelfF2 Self2 0.18 1.24 0.69 7.33*** 

 Self3 0.14 0.74 0.59 5.08*** 

 Self4 0.41 2.71** 0.80 9.85*** 

 Self5 0.22 1.37 0.72 7.34*** 

 Self6 0.17 0.85 0.69 7.04*** 

 Self7 0.26 1.67# 0.72 7.21*** 

LeisureF1 Leisure1 0.19 1.36 0.53 4.50*** 

 Leisure4 0.34 2.94** 0.65 6.58*** 

 Leisure6 0.74 7.01*** 0.91 17.84*** 

LeisureF2 Leisure2 0.24 1.10 0.71 4.49*** 

 Leisure3 0.51 2.45* 0.85 7.53*** 

 Leisure5 0.48 2.13* 0.82 6.43*** 

Social Social2 0.83 4.72*** 0.98 18.31*** 

 Social3 0.26 1.09 0.72 4.80*** 
# p<.10 * p<0.05, ** p<0.01, *** p<0.001 

Note: Work2, Community1, Health1, Consumer1, Edu2, and Social1 have negative weights. Since all 
of these weights are not significant in our sample, we decide to remove them. The Work construct 
only has two indicators, and the removal of Work2 results in a single indicator for this construct. 
Since more than 70% of respondents are retirees, we decided to drop this construct from the model. 
For the Self construct, Self1 and Self8 have negative weights. For the Leisure constructs, Leisure2, 
Leisure3, and Leisure5 have negative weights. We created two separate formative constructs, SelfF1 
consisting of Self1 and Self8 and SelfF2 consisting of the rest of the indicators. Similarly, we created 
two separate formative constructs, LeisureF1 consisting of Leisure1, Leisure4, and Leisure6 and 
LeisureF2, consisting of Leisure2, Leisure3, and Leisure5. We reran the measurement model and 
these Self and Leisure indicators show positive weights. We retain these indicators for structural 
model assessment.  

Table A2. Reflective indicators 

Item Mean Std. Dev.  Loading t-stat 

LifeSat1 5.57 1.07 0.81 28.60*** 

LifeSat2 5.69 0.98 0.87 51.46*** 

LifeSat3 5.93 1.00 0.86 40.12*** 

LifeSat4 5.81 1.10 0.87 51.32*** 

LifeSat5 5.38 1.30 0.74 24.51*** 

#  p<.10 * p<0.05, ** p<0.01, *** p<0.001 
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