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Abstract: TikTok is consolidating its place in the social media landscape. During the first three months
of the COVID-19, it was the most downloaded app worldwide, and it gained 500,000 new users in
Portugal. Our study sets out to map the practices of Portuguese teenagers (10-16) on TikTok. Using a
Uses and Gratifications approach (U&G), we conducted an online survey with a non-probabilistic
sample of 347 TikTok users. Our findings show relevant differences between younger (10-12) and
older (13-16) teenagers. The youngest are more careful about privacy and enjoy more experimentation
as content creators, while the oldest are more focused on building an audience. Entertainment and
self-expression are the main motivations for using the platform. About 50% of our sample admits at
least one behavior that is indicative of addiction.

Keywords: TikTok; teenagers; mobile video apps; user-generated content (UGC); user-generated
media (UGM); Uses and Gratifications; U&G

1. Introduction

With the increasing prevalence of high-speed internet, the COVID-19 pandemic, and
the trend of self-publishing among consumers, short video apps—such as TikTok—have
become a popular phenomenon.

Since the rise of social media, various theoretical approaches have tried to explain
why people create, share, or engage with photos and videos on these platforms (Klug
2020). Using the Uses and Gratifications (U&G) theory, this study aims to understand
how Portuguese young people (between 10 and 16 years old) are using this specific user-
generated media (UGM) app, and to investigate the motivations behind it.

Short-form videos are gaining increasing popularity through social media (Wang
2020). Studies of mobile video prototypes already suggest that short videos grab and retain
the attention of an ever-increasing dispersed audience, who are each day becoming more
selective and interactive in this hyper-technological universe (O'Hara et al. 2007; Laermer
and Simmons 2008). As Bresnick (2019) suggests, the duration of play was shortened to
15 s to thrill and to serve a fast-paced target demographic, who are mostly younger people
that use this platform to portray their talents through videos (Patel and Binjola 2020), and
this can create a sense of dependence, as stated by Yang et al. (2019). Despite the length,
short-form videos can be substantial in content (Wang 2020). According to Feng et al.
(2019, p. 1), short video apps can be described as “a new type of social software featuring
easy shooting, playing, editing and sharing based on mobile intelligent terminals”. As
Yang et al. (2019) argued, short videos are simple to make and spread fast. In recent
years, the complex operation processes of video production have been simplified, and
some practical and instrumental functions have been added so users can fully exert their
creativity (Wang 2020).

TikTok definitely understood these trends, even if it was not the first app to exploit
them (e.g., Snapchat, Vine and Musical.ly). Probably due to its newness, little research
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can be found on the specifics of TikTok (Klug 2020). As Bresnick (2019) posits, TikTok
liberates younger people to use it without adhering to the visual styles, narratives, and
online cultures of the past, one of its fundamental features being the suggestion of new
aesthetics in youth entertainment media.

User-generated content (UGC) commonly refers to an integrated form of communica-
tion that allows its users to create and share content and establish their own network (Omar
and Dequan 2020). This popular way of expression, along with the expanding number
of users, the highest speed of internet connections, the rise of mobile technology and the
increasing value of short videos, has given birth to the “web celebrity” economy (Tang
2019), or the “economy of visibility” (Banet-Weiser 2018). Patel and Binjola (2020) also
reinforces this idea by showing how TikTok enables young people to establish themselves
as global celebrities.

Many previous studies have researched how young users select self-created media
artefacts to manage social media representations of themselves, but few looked at the
motivations, practices and strategies of users producing media artefacts that are intended
to be shared in social media communities (Klug 2020). In line with this, Van Dijck (2013)
refers to how users of online platforms have adapted their strategies over the years, as they
became savvier with these new “technologies of self”. The goal of this study is to examine
how young teenagers are using TikTok, and why.

2. Theoretical Background and Hypothesis Development
2.1. User-Generated Media (UGM)

UGM “refers to the new media whose content is made publicly available over the
internet, reflects a certain amount of creative effort, and is created outside of professional
routines and practices” (Wunsch-Vincent and Vichery 2006, cited in Shao 2009, p. 8). Ac-
cording to Omar and Dequan (2020), the use of UGM involves two important activities:
creating the content and sharing it online. For Shao (2009), the way people use UGM can
be summarized in these three actions: consuming, participating and producing, where
consuming refers to those who watch or read but never participate; participating concerns
those who interact with content or with other users, but do not create any content; and
producing includes those who create and post images, text, audio, or videos. Note that
although these three UGM uses are theoretically separated, they are, in fact, interdependent.
When we cross this idea with the four common reasons summarized by McQuail (2003)
for media use (information, personal identity, integration and social interaction, and enter-
tainment), Shao (2009, p. 9) posits that different uses are driven by different motivations,
in the following way: “people consume the content for information and entertainment;
participate for social interaction and community development; and produce content for
self-expression and self-actualization”.

The emergence of UGM, in which TikTok is the new rising star, has reshaped the world
of video sharing, whereby content is now being created by millions of users instead of a
small and controlled number of media producers (Omar and Dequan 2020). As Shao (2009)
stated, UGM are fundamentally changing the world of entertainment, communication, and
information, especially because of the self-sustaining nature of this technology and the ever-
growing audience size. Among these, mobile short video apps are popular among users for
their qualities of easy shooting, simple editing, convenient sharing, and low requirements
for professional skills (Feng et al. 2019; Wang 2020). Compared with traditional video
apps, videos created by these new short video apps tend to be shorter, thus better filling
user’s fragmented time (Feng et al. 2019). In fact, the fragmented video time is perfect
for the accelerated times that we are living, since they can be watched during leisure time
in life and work, which is also a decisive factor in the acceptance and dissemination of
information (Yang et al. 2019). On TikTok, videos are presented in a loop, one at a time,
until the user pauses it or swipes to the next one. The order of appearance is apparently
random (it is in fact algorithmized), so the users never know what is going to be shown,
besides its profile definition (Anderson 2020). In fact, the real power that makes TikTok
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outstanding is its application of Artificial Intelligence (Al) technology, as users navigate
through videos by scrolling down, in a manner similar to news feed, and not by tapping
through (Zhang 2020).

As stated by Anderson (2017), a growing trend in social media has been the popularity
of video creation and sharing, from short looping videos to live-steaming, with Bresnick
(2019) calling it a “virtual playground”. For Klug (2020), TikTok is more playful than social
since it seems more like an experimental audiovisual playground than a social network to
connect through.

2.2. TikTok

TikTok is a short video creation and sharing app, owned by the Chinese company
ByteDance, launched in September of 2016. TikTok, known as Douyin in China, was
fully promoted in the second quarter of 2017. Since this moment, TikTok has become
one of the fastest-growing apps worldwide and a global phenomenon, becoming the
most downloaded app in the App Store. In August 2018, TikTok merged with music.ly,
an app with almost the same functions, and, since then, the number of users has not
stopped growing. TikTok is now available in 154 countries worldwide (and 75 different
languages), has been downloaded over 2.6 billion times worldwide, and has about 1
billion monthly active users', who spend an average of 80 min per day on the app. In
fact, TikTok is the “new obsession” among young people, giving them a platform to
express themselves innovatively and ingeniously, since its mission is to capture the world’s
creativity, innovation, knowledge, and precious life moments digitally, and to present
all these moments directly through mobile devices (Patel and Binjola 2020). Despite its
popularity, short video apps, and especially the highly popular TikTok, have not been
sufficiently studied yet (Klug 2020).

TikTok is predominantly an SNS of youth culture, where users can create and share
with the community short videos between 3 and 60 s with accompanying music and audio-
visual effects (Bresnick 2019; Yang et al. 2019; Zhang 2020). Youth iconography, rituals,
spaces, and lifestyles can be seen in its trends, dances, and challenges (Kennedy 2020).
TikTok is an escape from reality, offering a conversation where users imitate rising trends
and collaborate through a practice of repurposing and remixing peer content. According
to Patel and Binjola (2020), TikTok represents “the new wave of social media which has
introduced a new subculture for the present generation and has brought a revolution in the
social media for youngsters”. Tik Tok is based on the life and personality traits of young
people, highlighting their desire to express themselves, and helping them to achieve their
personal values and enhance their creativity (Yang et al. 2019). The videos are commonly
filmed on smartphones, in “mundane” locations such as the bedroom (Kennedy 2020).

The notion that TikTok is “free of charge” is debatable, as the platform uses the data
and attention—both voluntary and involuntary—of the users as its trading value (Paasonen
2018) since these are normally converted into traffic for advertising and product promotion.

During the COVID-19 global lockdown, TikTok saw an extraordinary rise in users
and cultural visibility (da Silva Monteiro 2020) and allowed some teenagers to become
global celebrities.

TikTok users are mostly under the age of 20, with children between 4 and 15 spending
as much time on TikTok as they do watch YouTube videos (Kennedy 2020). In their study,
Bossen and Kottasz (2020) confirmed that pre-adolescent girls were the heaviest users of
TikTok, participating in consumption, participation, and contributory behaviours, with
passive consumption the most likely behavior in both pre- and adolescent groups, especially
as related to entertainment and fun. Many authors state that we live in an era where girls
now rule the internet (Kennedy 2020). TikTok cultural visibility can be seen as a huge
contribution to the transformation of girls” “bedroom culture”, from a space previously
private and safe from judgement, to one of public visibility, surveillance, and evaluation.
Since TikTok exists within a private smartphone rather than in a public space, parents
cannot control or protect their children all the time (Bresnick 2019). With the worldwide
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popularity of the app, one needs to be aware of both the potentials and the concerns
(Anderson 2020).

TikTok covers numerous aspects of life, such as beauty, cooking, cinema, education,
and health and technology, among many others (Wang 2020), and users follow and interact
with each other by viewing, liking, commenting, and sharing content, targeting youth
with imagination and curiosity (Xu et al. 2019), and often it significantly involves users
performing short sketches, memes, dances, musical performances, or other things (Klug
2020). Creating TikTok videos often involves using filters and features offered by the
software, such as, for example, the speed manipulation, which allows users to slow down
or speed up the music track in order to better sync with dances or movements or perform
lip syncing (Bresnick 2019). Dance challenges are one of the most popular forms of content.

Additionally, its rapid growth is closely related to its sophisticated production level,
stylish content, full star power and interesting advertising ideas. As Bresnick (2019)
explains, TikTok videos are thrilling, with a beginning and a surprise ending, a rise and
a fall. Another way to look to the success of TikTok, according to Yang et al. (2019), is
based on its algorithm, which is permanently pushing content according users’ preferences
and needs.

2.3. Uses and Gratifications Theory

Wherever one looks, one sees lots of people with their attention occupied by their
mobile screens. These devices “enable users to immerse themselves into a mediated world,
one that psychologically removes them from where they are physically situated” by giving
them instances of temporary mental getaways (Wang 2020, p. 1), which, as stated by
Patel and Binjola (2020), offer high levels of satisfaction. U&G studies treat audiences as
individuals with specific needs and see their media engagement activities as using media
based on specific demand motives, thereby satisfying their needs (Xu et al. 2019).

Several scholars have used the U&G framework to investigate the social and psy-
chological motives behind traditional media usage and, more recently, SNS attitudes and
behaviors. This theory has proven to be particularly relevant in the analysis of media where
users play an active role, such as UGC (Shao 2009). To some authors, the emergence of
new media formats has revived and rejuvenated U&G theory, and it is even suggested that
emerging media formats that have unique defining characteristics, such as TikTok, are ripe
for examination under this theoretical lens (Bossen and Kottasz 2020).

One of the greatest strengths of this theory lays in its wide application in research in
countless contexts. As Elliott and Rosenberg (1987, cited in Shao 2009) wrote, “whenever a
new technology enters the stage of mass communication, people’s motivations to use this
technology have been examined through this perspective”. Therefore, the application of
U&G theory in understanding the use of TikTok as an emerging UGM is especially timely
(Omar and Dequan 2020), since digital platforms have not only emerged as the new power
shaping online behaviours and activities, but also brought digital disruption to the whole
of society (Zhang 2020).

According to Van Dijck (2013), users deploy SNS for many different purposes, and over
the years, they have adapted their strategies of online presentation as platforms have changed
their functionalities from self-expression spaces (where users make connections between
friends) to self-promotion tools (Where users use them as self-presentations platforms).

Omar and Dequan (2020) state that the U&G theory underlines the role of individual
differences, such as personality traits, in selecting media to gratify needs, since personality
is an influential factor that predicts human behaviour. In their research, they used the Big-
Five Model personality measure tool, which suggests personality traits as a combination
of five factors—neuroticism, extroversion, openness to experience, agreeableness, and
conscientiousness—to understand the correlation between these individual traits and
the UGM consumption and production, but they did not find any significant relation
between them.



Journal. Media 2022, 3

619

Previous research and interviews with TikTok users show that people, especially
younger people, are motivated to participate in challenges if they can express individual
skills or if they can learn new skills, for example, dance moves (Klug 2020). By following
celebrities’ self-promotion, many teenagers and young adults shape their online identities
in order to obtain high levels of popularity, recognition and connectedness (Van Dijck
2013). Klug (2020) found that the open, performative, and mostly unstructured form
of entertainment and pastime centred on TikTok presents a lower social capital barrier
for users to participate in TikTok challenges, but also narcissism, attention-seeking and
wanting to create a positive appearance online likely affect participation as well. Though
still understudied, mobile videos seem comparable to older form of media such as television
and cinema, differentiating from them in mobility (Wang 2020). In fact, teenagers have
always modeled their self-images after celebrities” exposure through mass media, such
as television and movies, much before the advent of social media (Van Dijck 2013). Short
video, because of their rich content, personalized expression, and interactive form, can
meet the social needs of users, and promote socialization (Xu et al. 2019). A study by
Courtois et al. (2009) found that adolescents reported being interested in what their peers
are doing, but also in following celebrities (especially the early adolescents (aged 12-14)).

Although scarce, there are a few studies applying the U&G approach to TikTok. Chung
and Wei (2020) investigated what leads to a continued use of the platform, concluding that
satisfaction has a direct impact. This satisfaction is obtained through the perceived quality
of the platform, the service provided, and the content. Shao and Lee (2020) studied the
motivations for use, and their correspondence to satisfaction. They concluded that seeking
information and communication were the main motivations that led directly to satisfaction,
while self-expression was an important motivation but did not impact satisfaction directly.
Considering Shao’s (2009) framework, self-expression requires contributing, which is less
common than consuming and participating. According to Bossen and Kottasz (2020),
regardless of age, passive consumption needs, such as surveillance, relaxation, information,
and entertainment-seeking, are, by far, the most important gratifications sought when it
comes to SNS usage. On the contrary, Omar and Dequan (2020) concluded that escapism
and social interaction are the main uses assigned to TikTok, and that self-expression is the
most important gratification obtained by those actively producing original content.

Given these diversified findings, our study aims to shed more light on the practices of
Portuguese teenage TikTokers, and the gratifications they obtain.

3. Methodology
3.1. Research Questions

Our study addresses the following research questions:

RQ1—What are the practices of the Portuguese teenagers (10-16-year-olds) on TikTok?
RQ2—What are their main motivations for using this platform?

RQ3—Which gratifications do they obtain by using this platform?

3.2. Research Design and Data Collection Techniques

This is an exploratory study, focusing on the Portuguese context. The research design
is simple, with just one moment of data collection (Creswell 2003). As a data collection
technique, we used an online survey built on Google Forms. This data collection technique
has been adapted to our domain, teenagers between 10 and 16 years old who use TikTok,
as they are familiar with the digital environment and have access to the internet. Table 1
presents the organization of our survey and its theoretical grounding (de Vaus 2013).
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Table 1. Structure of the survey.
Parts Questions Theoretical Grounding
Informed consent (eliminatory) Informed consent Pci z?:crglorlfigllj;ilz? ; ; /23?9
Ql: Age (ellm;%a;ﬁgylzriﬁotizsdi aged between Bossen and Kottasz (2020)
Part 1— Sociodemographic data Q2: Gender Kennedy (2020)
Q3: School year -
Q4: District of residence -
Q5: Use of TikTok (eliminatory, only users
proceed) )
Q6: Time of usage Klug (2020)
Q7: Frequency of use Klug (2020)
Q8: Type of profile Anderson (2020)
Q9: Number of followers Wang (2020)
Q10: Number of followers Wang (2020)
Q11: Preferred types of videos Bresnick (2019); Klug (2020)
. . Q12: Use of private messages Anderson (2020)
Part 2—Tik Tok use practices Q13: Motivations and gratifications related to Shao and Lee (2020); Chung and Wei
using TikTok (2020); Omar and Dequan (2020)
Q14: Perception of risks and opportunities Anderson (2020)
Q15: Perception about excessive use Yang et al. (2019)
Q16: Content creation (eliminatory, only
creators proceed) )
Q17: Type of content created Shao (2009); Bresnick (2019); Klug (2020)
Q18: Reference to brands Xu et al. (2019)
Q19: Frequency of content creation Shao (2009); Bresnick (2019); Klug (2020)
Q20: Gratifications afforded by creating content Bresnick (2019); Klug (2020)

Within U&G theory, the concepts of use and gratification are deeply intertwined and
often overlap. When building our questionnaire, it was necessary to adopt operational defi-
nitions of such concepts to work with, and additionally make it accessible to respondents
who are not familiar with the technical terms of U&G theory, so that the results would
not be biased. Thus, we used the term “practice” to refer to the way users use TikTok.
Additionally, we used the term “motivation” to ask users about why they engage in specific
practices on TikTok, as regards their expectations, that is, their sought gratifications. Finally,
we used “gratifications” to ask them about how their activity on TikTok makes them feel,
that is, about “actual gratifications”. This distinction was important to explore whether
TikTok is meeting the expectations of its users, and if new and unexpected gratifications
are emerging from this platform.

A report from Azerion (2020), the country representative for TikTok, states that the
platform had 1.8 million Portuguese users in May 2020, and this number had grown 36%
since March, integrating 500,000 new users in two months. Our survey was carried out
online during November and December 2020.

3.3. Data Analysis Techniques
To analyze our data, we used descriptive statistics using Excel and SPSS (de Vaus 2013).

3.4. Sampling and Sample

In order to reach a sample of TikTok users, we started by recruiting volunteers on the
platform, thus using a convenience sample (Kalton 2020). We identified a few secondary
school students who are influencers on Tik Tok and asked them to make a post about our
project and share the link to our online survey. In addition, to reach a wider and more
diversified sample, we contacted several activities centers, such as dance academies and
sports clubs, and asked them to disseminate the link among their members.
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We obtained a total of 505 answers to our online survey. However, in the first elimina-
tory question (Q1), 94 answers were eliminated because the respondents did not fit in the
age range of between 10 and 16 years old. Later on, in the second eliminatory question (Q5),
we excluded another 64 respondents who were not TikTok users. In Table 2, we present a
brief characterization of our sample (n = 347).

Table 2. Brief characterization of the sample.

Parts Questions
10-12 years old: 24.5%
Age QD) 13-16 years old: 75.5%
Gender (Q2) Female: 81%

Male: 19%

4. Findings and Discussion
4.1. Practices of Portuguese TikTok Users

Azerion (2020) states that, on average, the TikTok app is opened around seven times a
day, and users dedicate a total of 50 min to it daily. Our survey provides more insight into
what Portuguese users do on this platform (RQ1).

Concerning the time of usage (Q6), displayed in Figure 1, teenagers (13-16) have been
using TikTok for quite some time, 40.1% of them for over two years now. The youngest
(10-12) joined more recently, but most of them have also been using TikTok for over a year.
Despite the rapid growth of the platform in Portugal since the beginning of the COVID-19
pandemic (Azerion 2020), only 14.1% of our sample had joined the platform in the previous
6 months.

40

36
28
25
23
19
16
I | I

Less than 6 months 6 montosto 1 year 1 yearto 2years Over 2 years

m 10 to 12 years old 13 to 16 years old

Figure 1. For how long respondents have been using TikTok (in percentage).
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Concerning frequency of use (Q7), displayed in Figure 2, most users open the app
frequently, which is consistent with Azerion’s (2020) report—30.3% of our sample open it
between 5 and 10 times a day. Younger respondents (10-12) use it slightly more frequently,
consistently with Bossen and Kottasz (2020).

29 29

31 30
27
25
13
9
4
I H:

Over 10times a Between S5and 10 Between 1and 4 A few times a Rarely
day times a day times a day week

m 10 to 12 years old 13 to 16 years old

Figure 2. How frequently users open the TikTok app (in percentage).

Concerning safety and privacy (Q8), 60.3% of the 10-12-year-olds have private profiles,
as Figure 3 shows—research shows that this is often a condition imposed by parents
when they allow children to first enter social media, and that parental monitoring is more
common (Ponte et al. 2017; Dias and Brito 2020), while 58.8% of the 13-16 year-olds have
public profiles—research also shows that media literacy tends to grow along with age, and
that older teenagers find it increasingly important to have more followers, and seek them
actively (Ponte and Batista 2019).

65 67
21 -
13 15
. 1 o0 0 o0 o 1
0-500 500-1k 1k-5k 5k-10k 10k-100k Over 100k

m 10 to 12 years old 13 to 16 years old

Figure 3. Number of profiles that users follow on TikTok (in percentage).
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Concerning the number of profiles that each user follows (Q9), displayed in Figure 4,
and the number of followers (Q10), there is a general tendency for users to follow a higher
number of profiles than the number of followers they have. In addition, 66.6% of the users
follow up to 500 profiles, and 74.4% have up to 500 followers. Thus, most Portuguese
TikTokers are nano-users, while mega-influencers constitute 1.7% of our sample (Xu et al.
2019). Older respondents have a slightly higher number of followers.

12
O O 12 02 o
500-1k 1k-5k 5k-10k 10k-100k Over 100k

m 10 to 12 years old 13 to 16 years old
Figure 4. Number of followers on TikTok (in percentage).

We asked our respondents about their preferences regarding TikTok content (Q11),
observable in Figure 5. The favorites are choreography videos (enjoyed by 80.4% of our
sample), funny videos (liked by 79.8%) and songs (enjoyed by 72.6%), consistently with
previous research (Bresnick 2019). Native TikTok formats, such as POV’s (short dramatic
representations entitled “Points of View”), are enjoyed by 72.3%. TikTokers enjoy fashion
(55.3%) and make-up tutorials (44.1%), but not so much gaming (26.2%), which can be
explained by our sample being predominantly female, while gamers are predominantly
boys (Chaudron et al. 2018; Ponte and Batista 2019). Looking at the presence of brands on
this platform, 36.9% of our sample like product reviews.

Higher percentages of the youngest group (10-12) enjoy challenges, transitions, and
game tutorials, while more of the oldest (13-16) like choreography videos, songs, POVs
and fashion tutorials.

Most of our sample—54.8%—claim not to use TikTok’s private messages (Q12), sug-
gesting that this platform is more for entertainment than for communication, contrary to
the findings of Shao and Lee (2020). Despite this, the oldest (13-16) use TikTok’s private
messages a bit more. Again, parental mediation of digital media focuses a lot on safety,
particularly for younger children, and many parents fear social media and advise children
against communication with strangers on those platforms (Livingstone et al. 2017).
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Figure 5. Respondents who enjoy different types of TikTok content (in percentage).

Concerning content production (Q16), displayed in Figure 6, 51.9% of our sample are
active TikTokers (n = 179). However, there is a difference between the 10-12-year-olds and
the 13-16-year-olds: 74.1% of the youngest like to experiment with the platform, and the
success of such content is not very important for them, as they also express their creativity,
experimenting with their identity and developing digital skills, while only 44.7% of the
latter publish their own original content on TikTok, as they are more aware and concerned
about the reception of their peers, as well as their self-promotion, consistently with research
by Klug (2020).

As regards the type of content that our respondents create (Q17), displayed in Figure 7,
choreography videos stand out, as they are created by 95.2% of the 10-12-year-olds and by
81% of the 13-16-year-olds. Next, the youngest create jokes (31.7%) and challenges (31.7%),
while the oldest prefer POVs (41.4%) and transitions (31.9%). It is also the oldest who create
fashion (12.1%) and make-up tutorials (11.2%), and also review products (6.9%), while the
youngest rarely create these types of content.
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Figure 6. Content creation on TikTok (in percentage).

Other

Gaming tutorial

Product review

Make-up tutorial

Fashion tutorial

Daily routines

Transitions

POV's

Challenges

Song

Choreography

Jokes

ey

41

o

20 40 60 80 100

13to 16yearsold m10 to 12 years old

Figure 7. Types of content created on TikTok (in percentage).

Although many TikTokers seek more followers and have the ambition of getting the
attention of brands so that they can monetize this activity (Klug 2020; Patel and Binjola
2020), the majority of our sample do not make intentional references to brands on the
content that they create (Q18)—96.8% of 10-12-year-olds and 91.4% of 13-16-year-olds.

Figure 8 shows that, although this group of respondents considers themselves TikTok-
ers, most of them do not publish original content frequently (Q19) (Shao 2009). Among
those who do, 10-12-year-olds are slightly more active.
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Figure 8. Frequency of content creation on TikTok (in percentage).

4.2. Motivations for Using TikTok and Resulting Gratifications

One common criticism of U&G is that uses and gratifications are often difficult to tell
apart, as users select certain media and content according to the needs that they wish to
satisfy, and commonly obtain the sought gratifications (Shao 2009).

The types of videos that users prefer (Q11) as well as the use of private messages on
the platform (Q12) provide some insight into the motivations to use this platform (RQ2).
The preferred videos—choreographies, jokes, and songs—are artistic and funny, which
addresses a need or desire for entertainment and self-expression. In addition, as most users
do not use private messages on the platform, communication is not a main motivation.
This is a different scenario to the one described by Shao and Lee (2020) in China, in which
most TikTok users sought mostly information and communication, and did not create
original content; it is, however, more consistent with Omar and Dequan’s (2020) depiction
of escapism and social interaction as important uses of the platform, and self-expression as
the main gratification obtained by TikTokers.

When asking about our participants’ level of agreement with several statements regard-
ing motivations to use TikTok, using a scale between 1— “totally disagree” and 5—"totally
agree” (Q13), entertainment stood out—86.2% agree with the claim “TikTok entertains
me” and 83.9% with the claim “TikTok is fun”. Different dimensions of self-expression
and information are valued differently by our sample. Concerning self-expression, 75.8%
agree with “TikTok supports my creativity”, but other dimensions such as expressing
one’s opinion (55%) and identity (41.8%) are not such strong motivations. Concerning
information, 67.7% are motivated to explore and be updated about their interests, but not
so much motivated to be informed about products and trends (57.3%) or news and current
events (51.9%). Hedonism also stands out, with 65.7% of our sample agreeing with “I like
TikTok’s aesthetics”, consistent with Chung and Wei’s (2020) study. Social interaction and a
sense of belonging are the motivations that received less agreement from our sample.

When analyzing agreement in Figures 9-12, we considered the options 4—"agree”
and 5—"totally agree”.
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Figure 9. TikTok users who agree with expressions concerning motivations to use the platform and
gratifications obtained (in percentage).

The discussion about the gratifications obtained from media usually focuses on the
positive aspects. We questioned our respondents about their perceptions of the risks and
opportunities inherent to the platform (Q14), and also excessive use (Q15). Figure 10 shows
that the levels of agreement are higher for expressions about opportunities, except for the
one about media literacy, which was phrased in the negative. This is even stronger for
the youngest, as 76.5% agree with the claim “I have learned how to use TikTok safely”
and 71.8% with “I have learned a lot about making videos”, and Klug (2020) mentions
learning as an important motivation for using TikTok. Concerning media literacy, 54.1% of
the 10-12-years-olds disagree with the claim “I have trouble identifying false information
on TikTok”, and 40.8% of the 13-16-year-olds also disagree. However, the awareness about
online risks increases with age (Ponte and Batista 2019), so the younger respondents may
be stating that they do not experience difficulties because they are not recognizing the risks.

The youngest are also more fearful of risks such as hacking (60%) and privacy invasion
(54.1%). However, the oldest exhibit a higher level of agreement with the claim “I am
exposed to bullying on TikTok” (22.5%), which may also be related to the fact that they
tend to have public profiles and use the platform’s private messages.
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Figure 10. TikTok users who agree with expressions concerning the risks and opportunities of the

platform, by age (in percentage).

Concerning excessive use, the younger group expresses higher levels of agreement
with affirmative claims about signs of addiction (Yang et al. 2019). One of the distinctive
features of TikTok are the choreography videos, as their unique aesthetics and type of
movement has been influencing posture and also the music and dance industry (Bereznak
2019). Thus, 50.6% of 10-12 years-olds agree with the claim “When a choreography is a
trend, I can’t stop using it”. This is the stronger sign of addiction, as 43.1% of the 13-16
years-old also agree. In addition, 40% of the youngest admit using TikTok excessively and

36.5% consider themselves addicted.
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Figure 11. TikTok users who agree with expressions concerning excessive use of the platform, by age

(in percentage).
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Content creation also affords some insights (Q16) about gratifications. Active TikTokers
comprise 51.9% of our sample, and content creation is more common among the younger
users (10-12). Thus, creativity and identity expression are gratifications obtained by the
younger, while group belonging and validation from peers are gratifications obtained by the
older ones (Bossen and Kottasz 2020; Omar and Dequan 2020). Consistently, the younger
group is more active on TikTok—74.1% post their own original content, thus expressing
their creativity and developing their digital skills, while only 44.7% of the 13-16-year-olds
are active TikTokers. Additionally, when considering the option “other” among the types
of content created, about 40% answered with this, indicating that the TikTokers in our
sample are experimenting with new types of content and new ideas for self-expression and
self-promotion (Klug 2020).

It is the younger group that receives more gratification from creating original TikTok
content (Q20). The gratifications acknowledged by more respondents are apparently related
to social interaction and a sense of belonging, as 62% of respondents agree with the claim “I
always answer my followers” and 52.5% with “I ask questions and try to interact with my
followers”. This might be contradictory with the motivations to use the platform previously
expressed or might mean that this is not a motivation for most of our respondents, but it
is an additional gratification obtained. However, particularly among the oldest (13-16),
these actions do not suggest seeking social interaction or a sense of belonging in itself,
but rather the desire to increase the reach of the TikTokers” profiles and reinforce their
fandom, thus pointing to self-promotion as the true gratification obtained (Klug 2020). This
is consistent with the fact that 52% of our respondents agree with the claim “I dream of
being a professional TikToker”.

49

| dream of belng a pro(essmnal Tik Toker _ 57

s swermyfoloners | ¢

| ask questions and try to interact with my 48

folowers I -

Pleaslrg my folowers is important for me _ 48

Negative comments to my posts hurt me _20 29

0 10 20 30 40 50 60 70 80
13to16yearsold wm10to 12 years old

Figure 12. TikTok users who agree with expressions concerning gratifications afforded by publishing
original content on the platform, by age (in percentage).

5. Conclusions

This exploratory study portrays a snapshot of the TikTok practices of Portuguese
teenagers (10-16 years old). Consistently with previous research, most TikTok users tend
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to be passive or participating, instead of contributing (Shao 2009). Active contribution
with original content is more common among younger users (10-12-year-olds) (Bossen and
Kottasz 2020), as they enjoy learning and experimenting on the platform. Older teenagers
(13-16-year-olds) are more concerned with building a social image and an audience, thus
transitioning from self-expression to self-promotion (Klug 2020), and are more strategic
about their contributions, and also their privacy settings. Our study has identified the
emergence of new types of short video content, such as POVs, transitions and daily routines,
which can be considered native to TikTok. Another particularity of the Portuguese TikTok
landscape is the greater diversity of profiles than the “white healthy teenager girl” (Kennedy
2020), as the top 10 profiles include 5 boys, 4 girls, and 1 funny profile entirely dedicated to
memes (Azerion 2020).

U&G is a useful framework for exploring the motivations for using this platform, as
well as its outcomes. Previous findings have been pointing in different directions, and our
own suggest that being a passive or active user makes a difference. Portuguese passive
users look for, and obtain, mainly, entertainment—not information or social interaction,
as Shao and Lee (2020) found. Active users are motivated by self-expression and gratified
with learning, particularly the younger ones (10-12), as Bossen and Kottasz (2020) also
found. Among the oldest (13-16), social interaction seems to be a gratification obtained,
although not initially sought. Consistently with the arguments of Patel and Binjola (2020)
and Klug (2020), these older teenagers use TikTok to self-promote, and social interaction
is a means to foster and nurture the gratification that they truly seek, as well as social
recognition and admiration, and even celebrity.

Our study demonstrates that U&G theory remains a useful framework for understand-
ing the adoption and the emergence of use practices of new communication media, as
users tend to seek gratifications that have been identified in the foundational studies of the
theory: information, socialization, entertainment, and escapism. In addition, our findings
imply that users appropriate each new media platform to make the most of its specific
features, and thus to satisfy specific needs or seek distinctive gratifications. Within this
scope, our study highlights specific needs that users are turning to TikTok to satisfy, and
they may be characteristic of our contemporary society, namely, constant entertainment or
fighting boredom, which is connected to constantly seeking immediate satisfaction. These
needs have been mentioned by previous authors as intertwined with the nature of digital
media in general (e.g., Castells 1996; Van Dijck et al. 2018), and cause concern as predictors
of addiction (Zhou and Lee 2021). In addition, besides personality traits as factors that
influence media practices, our study also points to other aspects, such as age, and active
versus passive media use, which need further exploring in subsequent studies.

Being exploratory, our study points to several paths that future research could pursue.
Validating these results with a wider and more probabilistic sample would be important
in order to better sketch the Portuguese TikTok panorama among teenagers. Additionally,
qualitative research could shed more light on the motivations for using TikTok and the
gratifications obtained, particularly by creating content, and also on the profiles of active
TikTokers and their contribution to this emergent contemporary youth digital culture
(Klug 2020). Exploring the emergence of new short video formats and aesthetics is also an
interesting option. Finally, considering Van Dijck’s (2013) concerns about the algorithmic
and commercial nature of these apparently “free” platforms, further exploring the role
played by influencers and brands on TikTok is key.

Author Contributions: Conceptualization, P.D. and A.D.; methodology, P.D. and A.D.; software, P.D.
and A.D.; validation, P.D. and A.D.; formal analysis, P.D. and A.D.; investigation, P.D. and A.D,;
resources, PD. and A.D.; data curation, P.D. and A.D.; writing—original draft preparation, P.D. and
A.D.; writing—review and editing, P.D. and A.D.; visualization, P.D. and A.D.; supervision, not
applicable; project administration, P.D. and A.D.; funding acquisition, not applicable. All authors
have read and agreed to the published version of the manuscript.

Funding: This research received no external funding.



Journal. Media 2022, 3 631

Institutional Review Board Statement: The study was conducted in accordance with the Declaration
of Helsinki and approved by the Ethics Committee of CECC—Research Centre on Communication
and Culture of Universidade Catdlica Portuguesa (date of approval: 20 March 2020).

Informed Consent Statement: Informed consent was obtained from all subjects involved in the study.
Data Availability Statement: Not applicable.

Conflicts of Interest: The authors declare no conflict of interest.

Notes
! https:/ /bit.ly/3uz950C, retrieved on 9 January 2021.

References

Anderson, Katie Elson. 2017. Getting acquainted with social networks and apps: Periscope up! Broadcasting via live streaming. Library
Hi Tech News 34: 16-20. [CrossRef]

Anderson, Katie Elson. 2020. Getting acquainted with social networks and apps: It is time to talk about TikTok. Library Hi Tech News
37:7-12. [CrossRef]

Azerion. 2020. Tik Tok em Portugal. Lisbon: Lisbon Digital School. Available online: https:/ /bit.ly/2XNCZE] (accessed on 20 May 2020).

Banet-Weiser, Sarah. 2018. Empowered: Popular Feminism and Popular Misogyny. Durham: Duke University Press.

Bereznak, Alyssa. 2019. Memes Are the New Pop Stars: How TikTok Become the Future of the Music Industry. The Ringer. June
27. Available online: https://www.theringer.com/tech/2019/6/27 /18760004 / tiktok-old-town-road-memes-music-industry
(accessed on 19 December 2020).

Bossen, Christina Bucknell, and Rita Kottasz. 2020. Uses and gratifications sought by pre-adolescent and adolescent TikTok consumers.
Young Consumers 21: 463-78. [CrossRef]

Bresnick, Ethan. 2019. Intensified Play: Cinematic Study of TikTok Mobile App. Available online: www.researchgate.net/publication/
335570557 _Intensified_Play_Cinematic_study_of_TikTok_mobile_app (accessed on 5 January 2021).

Castells, Manuel. 1996. The Rise of the Network Society. London: Wiley-Blackwell.

Chaudron, Stephane, Rosanna Di Gioia, and Monica Gemo. 2018. Young Children (0-8) and Digital Technology, a Qualitative Study
across Europe. EUR 29070. Available online: https://bit.ly/2XwYDNn (accessed on 7 March 2020). [CrossRef]

Chung, Yongkuk, and Xin Wei. 2020. Effects of Perceived Quality of TikTok on User Satisfaction and Continuance Intention and the
Role of Commercial Viability. The Journal of Korea Contents Association 20: 77-89. [CrossRef]

Courtois, Cedric, Peter Mechant, Lieven De Marez, and Gino Verleye. 2009. Gratifications and seeding behavior of online adolescents.
Journal of Computer-Mediated Communication 15: 109-37. [CrossRef]

Creswell, John. 2003. Research Design, Qualitative, Quantitative, and Mixed Methods Approaches. Thousand Oaks and London:
Sage Publications.

da Silva Monteiro, J. C. 2020. Tiktok como novo suporte mididtico para a aprendizagem criativa. Revista Latino-Americana de Estudos
Cientificos, 5-20.

de Vaus, David. 2013. Surveys in Social Research. London: Routledge.

Dias, Patricia, and Rita Brito. 2020. How families with young children are solving the dilemma between privacy and protection by
building trust-A portrait from Portugal. Journal of Children and Media 14: 56-73. [CrossRef]

Feng, Yu-Liang, Chun-Chin Chen, and Shu-Ming Wu. 2019. Evaluation of Charm Factors of Short Video User Experience using
FAHP—A Case Study of Tik Tok APP. IOP Conference Series: Materials Science and Engineering 688: 055068. [CrossRef]

Kalton, Graham. 2020. Introduction to Survey Sampling. London: Sage.

Kennedy, Melanie. 2020. ‘If the Rise of the TikTok Dance and e-Girl Aesthetic has taught us Anything, it’s that Teenage Girls Rule
the Internet Right Now’: TikTok Celebrity, Girls and the Coronavirus Crisis. European Journal of Cultural Studies 23: 1069-76.
[CrossRef]

Klug, Daniel. 2020. It took me almost 30 min to practice this”. Performance and Production Practices in Dance Challenge Videos on
TikTok. arXiv arXiv:2008.13040.

Laermer, Richard, and Michael Simmons. 2008. Punk marketing: Junta-te a revolugdo. Alfragide: Leya.

Livingstone, Sonia, Kjartan Olafsson, Ellen J. Helsper, Francisco Lupiafiez-Villanueva, Giuseppe A. Veltri, and Frans Folkvord. 2017.
Maximizing Opportunities and Minimizing Risks for Children Online: The Role of Digital Skills in Emerging Strategies of
Parental Mediation. Journal of Communication 67: 82-105. [CrossRef]

McQuail, Denis. 2003. Teoria da Comunicagio de Massas. Fundacao Lisboa: Calouste Gulbenkian.

O’Hara, Kenton, April Slayden Mitchell, and Alex Vorbau. 2007. Consuming video on mobile devices. Paper presented at SIGCHI
Conference on Human Factors in Computing Systems, San Jose, CA, USA, April 28-May 3; pp. 857-66.

Omar, Bahiyah, and Wang Dequan. 2020. Watch, share or create: The influence of personality traits and user motivation on TikTok
mobile video usage. International Journal of Interactive Mobile Technologies 14: 121-37. [CrossRef]

Paasonen, Susanna. 2018. Affect, data, manipulation, and price in social media. Distinktion: Journal of Social Theory 19: 214-29.
[CrossRef]


https://bit.ly/3uz95oC
http://doi.org/10.1108/LHTN-03-2017-0015
http://doi.org/10.1108/LHTN-01-2020-0001
https://bit.ly/2XNCZEJ
https://www.theringer.com/tech/2019/6/27/18760004/tiktok-old-town-road-memes-music-industry
http://doi.org/10.1108/YC-07-2020-1186
www.researchgate.net/publication/335570557_Intensified_Play_Cinematic_study_of_TikTok_mobile_app
www.researchgate.net/publication/335570557_Intensified_Play_Cinematic_study_of_TikTok_mobile_app
https://bit.ly/2XwYDNn
http://doi.org/10.2760/294383
http://doi.org/10.5392/JKCA.2020.20.06.077
http://doi.org/10.1111/j.1083-6101.2009.01496.x
http://doi.org/10.1080/17482798.2019.1694552
http://doi.org/10.1088/1757-899X/688/5/055068
http://doi.org/10.1177/1367549420945341
http://doi.org/10.1111/jcom.12277
http://doi.org/10.3991/ijim.v14i04.12429
http://doi.org/10.1080/1600910X.2018.1475289

Journal. Media 2022, 3 632

Patel, Keshav, and Himani Binjola. 2020. Tik Tok the New Alternative Media for Youngsters for Online Sharing of Talent: An Analytical
Study. Journal of Advanced Research in Journalism and Mass Communication 7: 16-19. [CrossRef]

Ponte, Cristina, and Susana Batista. 2019. EU Kids Online Portugal. Usos, competéncias, riscos e mediag¢oes da internet reportados
por criangas e jovens (9-17 anos). EU Kids Online e NOVA FCSH. Available online: https://bit.ly /2XnKCIm (accessed on
3 April 2020).

Ponte, Cristina, Teresa Sofia Castro, Susana Batista, and Ana Jorge. 2017. Crescendo entre Ecras: O uso de meios tecnoldgicos por criangas
(3 a 8 anos). Entidade Reguladora para a Comunicacao Social (ERC): Available online: https:/ /bit.ly/39hwteM (accessed on
3 April 2020).

Shao, G. 2009. Understanding the appeal of user-generated media: A uses and gratification perspective. Internet Research 19: 7-25.
[CrossRef]

Shao, Jinhua, and Sang-Khee Lee. 2020. The Effect of Chinese Adolescents” Motivation to Use TikTok on Satisfaction and Continued
Use Intention. The Journal of the Convergence on Culture Technology 6: 107-15. [CrossRef]

Tang, Dihua. 2019. The New Situation of Marketing in the Self-Media Era-Taking Tik Tok as an Example. Paper presented at 2nd
International Wprkshop on Advance in Social Science (IWASS 2019), Chengdu, China, October 30-31; pp. 1557-1560.

Van Dijck, José. 2013. You have one identity: Performing the self on Facebook and LinkedIn. Media, Culture & Society 35: 199-215.

Van Dijck, José, Thomas Poell, and Martijn De Waal. 2018. The Plaform Society: Public Values in a Connective World. Oxford: Oxford
University Press.

Wang, Yunwen. 2020. Humor and camera view on mobile short-form video apps influence user experience and technology-adoption
intent, an example of TikTok (DouYin). Computers in Human Behavior 110: 106373. [CrossRef]

Xu, Li, Xiaohui Yan, and Zhengwu Zhang. 2019. Research on the causes of the “Tik Tok” app becoming popular and the existing
problems. Journal of Advanced Management Science 7: 59-63. [CrossRef]

Yang, Shuai, Yuzhen Zhao, and Yifang Ma. 2019. Analysis of the Reasons and Development of Short Video Application—Taking Tik
Tok as an Example. Paper presented at 2019 9th International Conference on Information and Social Science (ICISS 2019), Manila,
Philippines, July 12-14; pp. 12-14.

Zhang, Zongyi. 2020. Infrastructuralization of Tik Tok: Transformation, power relationships, and platformization of video entertain-
ment in China. Media, Culture & Society 43: 219-36.

Zhou, Yi-Mou, and Sang-Ho Lee. 2021. A Study on the Influencing Factors on Flow and Addiction of TikTok Service Users. Journal of
the Korea Convergence Society 12: 125-32.


http://doi.org/10.24321/2395.3810.202005
https://bit.ly/2XnKClm
https://bit.ly/39hwteM
http://doi.org/10.1108/10662240910927795
http://doi.org/10.17703/JCCT.2020.6.2.107
http://doi.org/10.1016/j.chb.2020.106373
http://doi.org/10.18178/joams.7.2.59-63

	Introduction 
	Theoretical Background and Hypothesis Development 
	User-Generated Media (UGM) 
	TikTok 
	Uses and Gratifications Theory 

	Methodology 
	Research Questions 
	Research Design and Data Collection Techniques 
	Data Analysis Techniques 
	Sampling and Sample 

	Findings and Discussion 
	Practices of Portuguese TikTok Users 
	Motivations for Using TikTok and Resulting Gratifications 

	Conclusions 
	References

