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History of Article Various studies and child development experts highlight the risks of using
Sgecg::‘:sg;r 2023 gadgets in early childhood. A gadget is a small electronic device with various
Revised: special functions that could potentially influence children’s development. The
29 November 2023 research method used was quantitative, with a type of correlation research
Published: aimed to determine the relationship between variables of gadget use and social

12 December 2023 interaction development. The data collection technique employed a SAS

(Smartphone Addiction Scale) questionnaire sheet to measure the use of
gadgets and utilized Ages and Stages Questionnaires: Social Emotional (ASQ:
SE) second edition to measure social interaction. The samples involved were
children aged 5-6 years, totaling 39 children, 18 boys and 21 girls. The
sampling technique used was purposive sampling, which used appropriate
categories or criteria to be studied in selecting the sample, namely children aged
5 -6 years. This research revealed that using gadgets influenced the
development of social interactions in early childhood by the sig. value of -0.500
indicating the correlation. Children use gadgets because they are more
interesting, responsive, and full of challenges than playing with friends in the
surrounding environment. Based on the results of this research, the implication
is providing parenting to people regarding the impact of gadget use on social
interactions.
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Abstrak

Berbagai penelitian dan ahli perkembangan anak menyoroti risiko penggunaan
gadget pada anak usia dini. Gadget merupakan suatu perangkat elektronik kecil
yang memiliki berbagai fungsi khusus dan berpotensi dapat mempengaruhi
perkembangan anak. Metode penelitian yang digunakan yaitu metode
kuantitatif dengan jenis penelitian korelasi yang bertujuan untuk mengetahui
adanya hubungan antara variabel Penggunaan Gadget terhadap perkembangan
Interaksi Sosial. Teknik pengumpulan data menggunakan lembar angket SAS
(Smartphone Addiction Scale) untuk mengukur penggunaan Gadget dan Ages
& Stages Questionnaires: Social Emotional (ASQ:SE) edisi ke dua untuk
mengukur interaksi sosial. Sampel yang digunakan yaitu anak usia 5 — 6 tahun
berjumlah 39 anak dengan anak laki — laki berjumah 18 anak dan anak
perempuan 21 anak. Teknik sampling yang digunakan adalah purposive
sampling yang mana dalam memilih sampelnya menggunakan kategori atau
kriteria yang sesuai untuk diteliti, yaitu anak yang berusia 5 -6 tahun. Hasil dari
penelitian ini yaitu penggunaan Gadget berpengaruh terhadap perkembangan
interaksi sosial anak usia dini dengan nilai signifikansi -0.502 yang menunjukan
adanya korelasi. Penggunaan gadget pada anak disebabkan karena gadget lebih
menarik, responsif dan penuh tantangan dibandingkan bermain dengan teman
di lingkungan sekitarnya. Implikasi yang diberikan berdasarkan hasil penelitian
ini adalah pemberian parenting kepada orang terkait dampak penggunaan
gadget terhadap interaksi sosial.

Perkembangan Anak, Anak Usia Dini, Penggunaan Gadget, Interaksi Sosial
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INTRODUCTION

In this sophisticated era, gadgets have
become a major need for both children and
adults. Gadgets are not only communication
tools but can also help make other activities
easier. Gadgets are small electronic devices
with many functions. Gadgets have many
functions for their users, so they are considered
to make carrying out daily activities easier.
Gadgets can also be categorized as portable
electronic devices, as they are not connected to
an electrical socket when used. Gadgets also
have various interesting, varied, interactive,
and flexible features and applications,
increasing their appeal to everyone, including
older people, young teenagers, and even

children. Young children use various
electronic gadgets, such as televisions,
smartphones, computers, laptops, tablets,

iPads, game consoles, and others, and operate
touch screens easily (Sowmya & Manjuvani,
2019). Therefore, parents are often found
giving gadgets, especially in the form of
smartphones, to children at an early age.

According to the National Association
for the Education of Young Children
(NAEYC), early childhood is children aged 0-
8 years. At that age, development occurs very
rapidly (Talango, 2020). This age is crucial for
forming a child's character, personality, and
intellectual abilities. During this period, there
was a process of growth and development in
various aspects. This age is also a unique phase
of life. It is during a process of change in the
form of growth, development, maturation, and
perfection, both in physical and spiritual
aspects, which lasts a lifetime, gradually and
continuously (Khairi, 2018).

Previous research involving 186
mothers with children aged 3-6 years
uncovered that 79.6% of children had used cell
phones (Jang & Jeong, 2015). Other findings
stated that of the 192 parents of preschool
children respondents, around 92% answered
that their children used smartphones or tablets
(McCloskey et al., 2018). Apart from that, the
activities carried out by children when playing
with gadgets are based on a study (Genc, 2014)
involving 85 parents who had children aged 3-
6. The results showed that the majority of
children's use of smartphones was for playing
games (58, 82%), while other applications
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were related to educational applications
(26.47%) and games for learning (14.70%).
Other findings revealed that children's
activities when using gadgets included playing
games (38%), games for learning (19%), and
watching (3%) (Mayenti & Sunita, 2018).
Based on previous research, it can be said that
most children use gadgets to play fun games.

Additionally, the time spent by children
aged 2-6 years using gadgets, according to the
results of research conducted by Susilowati et
al. (2021), is that they spent more than one
hour in front of the screen per day. Meanwhile,
according to the American Academy of
Pediatrics, the conditions for children
spending time in front of the screen are that 1)
up to the age of 18 months, screen time is only
for video chatting with parents (parents are out
of town), 2) children aged 18-24 months,
screen time is limited to watching educational
programs with a caregiver, 3) children aged 2-
5 years, screen time is limited to 1 hour on
weekdays and 3 hours on weekends, and 4)
over 6 years old, they are encouraged to adopt
healthy habits and screen time limited (Chen &
Adler, 2019).

In fact, early childhood is a time when
humans grow and develop physically and
psychologically. Growth and development can
be seen from body weight, height, and head
circumference, while development can be seen
from motor, social, emotional, language, and
cognitive abilities (Prastiwi, 2019; Utami &
Alifah, 2022). Children should move a lot
early so that their body develops optimally.
Suppose children only focus on being in front
of gadgets in childhood. In that case, their
social development may be less than optimal,
including the development of social
interaction.

In general, interaction can be interpreted
as being interconnected or reacting to each
other and occurring between two or more
individuals (Pebriana, 2017). Meanwhile, the
term ‘social’ is related to society (Witarsa et
al.,, 2018). Social interactions are social
relationships  that involve relationships
between individuals, individuals and groups,
and groups and groups (Viandari & Susilawati,
2019). Social interaction is a process in which
individuals and individuals, individuals and
groups, or groups and groups relate to one
another (Fahri & Qusyairi, 2019).
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Social interaction is a social intensity
that regulates how people behave and interact
with one another. Social interaction is also the
basis for creating patterned social relationships
called social structures. Social interaction can
also be seen as a social process in which one
orients oneself towards others and acts in
response to what others say and do.
Specifically, early childhood children learn a
lot through playing. Playing with peers will
help them develop social skills, speaking
skills, and the ability to share.

Early childhood experiences
development in the exploration stage and
interacts directly with the surrounding
environment. Young children are usually
happy with new things they get through
playing activities. It is not uncommon for
children to play and satisfy their curiosity
through gadgets because gadgets are
interesting things for them, especially with
applications, including online  games,
YouTube, and TikTok, which are available on
gadgets, so most of them spend all day playing
gadgets. In fact, children at their age should
play and mingle with their peers. The reality is
that not many children prefer to play with
gadgets in the middle of activities and
socialization. This is confirmed by a survey
conducted by Siemens Mobile Lifestyle IlI,
which found that 60% of respondents preferred
sending messages and/or reading messages
while playing online games in the middle of
family events and where these individuals
considered these events boring (Retalia, 2020).

As a result, gadgets can isolate children
from direct social interactions, which play an
important role in developing social skills.
Children may be less skilled at reading facial
expressions, interpreting nonverbal signals,
and responding to social situations due to this
lack of direct experience. Besides, excessive
use of gadgets will cause speech or language
delays. Limited social interaction with parents
or peers can hinder speaking, understanding,
and communication skills (Nurliana & Aini,
2021).

If this continues continuously, it is
feared that it will disrupt the process of social
interaction in early childhood. Children should
be able to interact well with the surrounding
environment; however, with gadgets, this
interaction will experience serious
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disturbances, and even the children will no
longer have any interaction with the
surrounding environment. It will have a bad
impact on their life. Many young children use
gadgets, and parents let their children use
them. They prefer to give gadgets to their
children rather than see them cry, and they use
gadgets as a substitute for their children's
caregivers because parents are busy working.
The tendency to use gadgets excessively will
also result in a person not caring about the
surrounding environment, both in the family
and community environments (Yuniarnia &
Surjaningrum, 2023).

As research has been conducted by
Munisa (2020), the results of observations
demonstrated that these children more often
used gadgets to operate game applications,
both educational and entertainment games,
compared to playing with their peers. This
cannot be separated from the various game
applications found on children's gadgets,
which attract their attention more than the
games found in the surrounding environment
(Afdalia & Gani, 2023). In line with a study
conducted (Adwiah & Diana, 2023), gadgets
influence social development, and the habitual
use of gadgets by children makes children
more alone and rarely interact with friends
their age. Apart from that, a study by
Oktaviana (2021) concluded that gadgets
greatly influence the social interaction abilities
of young children because they spend more
time playing with gadgets than playing with
their peers.

Through observation activities in
Tlogowungu Village, Kaloran Sub-district,
Temanggung Regency, most young children
expressed that using gadgets was more fun
than playing with friends. Hence, this research
is vital to understanding how gadgets influence
social skills and developing strategies to help
individuals face the challenges of continuous
technological developments. This research can
also provide a basis for creating guidelines and
policies that support the balanced and
responsible use of gadgets, especially in early
childhood. Based on observations in
Tlogowungu Village, Kaloran Sub-district,
Temanggung Regency, most children aged 5—
6 years, totaling 39 out of 115, said using
gadgets was more fun than playing with
friends.
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Departing from the explanation above,
this research was conducted with the aim of
investigating the influence of gadget use on the
development of social interaction in children
aged 5-6 years in Tlogowungu Village,
Kaloran Sub-district, Temanggung Regency.

METHODS

This research employed quantitative
methods. This type of correlation research was
aimed to determine the relationship between
variables of gadget use and social interaction
development. This research was conducted in
Tlogowungu Village, Kaloran Sub-district,
Temanggung Regency, with a population of
115 young children in Tlogowungu Village.
The samples involved were 39 children aged
5-6 years, 18 boys and 21 girls. The sampling
technique utilized was purposive sampling,
wherein selecting the sample, appropriate
categories or criteria were used for research,
i.e., children aged 5-6 years who were in
Tlogowungu Village, Kaloran Sub-district,
Temanggung Regency.

The data collection technique used was
a questionnaire. This research instrument
employed a questionnaire sheet to collect data
on using gadgets and social interactions of
children aged 5-6 years. The instrument used
to measure gadget use was the SAS
(Smartphone Addiction Scale) questionnaire
sheet, which was adopted from research
(Hartati et al., 2023). The assessment on this
instrument used the criteria never (1), rarely
(2), often (3), and always (4). The instrument
to measure social interaction also used the
second edition of the Ages & Stages
Questionnaires: Social Emotional (ASQ: SE)
(Cesilia et al., 2022). The instrument was
addressed to the parents of each child.
Assessment on ASQ: SE used the criteria of
always, sometimes, never, and needs attention.
Moreover, the data processing technique
utilized the parametric Pearson correlation
test.

After obtaining the data, observations
were made regarding the children's social
interactions. The observation data were then
analyzed utilizing the IMB SPSS Statistics 22

program, which was tested for 95%
confidence. First, the normality of two
variables, i.e., gadget use and social

interaction, was tested. The next step was to
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test homogeneity and linearity. If it was proven
normal, the next step was to analyze the data
using validity and reliability tests. This was
carried out to determine whether there was an
influence between the use of gadgets and the
development of interaction in children aged 5-
6 years in Tlogowungu Village, Kaloran Sub-
district, Temanggung Regency.

Instrument validation can be valid if the
r-calculated value > r-table value, with a sig
value of 0.05. In testing the validity of gadget
use instruments with a Pearson correlation
range of 323 to 488, it is known that the
instrument used in this research was valid. The
validity test of the social interaction
instrument, ranging from Pearson correlation
of 199 to 788, also found that the instrument
used in this research was valid. Furthermore,
the reliability test can be trusted if the value is
> 0.6. From the reliability test of using gadgets
with a Pearson correlation range of 0.723 to
0.786, it is known that the instrument was
reliable. The reliability test revealed that the
instrument was reliable for social interaction,
with a Pearson correlation range of 0.610 to
0.642.

RESULTS AND DISCUSSION

The table below describes data on
gadget use among 39 respondents of children
aged 5-6 in Tlogowungu Village, Kaloran Sub-
district. Temanggung Regency.

Table 1. Demographic Data

Aspects Item %
5 years 23%
Children's Age > 5 years 46%
6 years 31%
Boys 46%
Gender - y °
Girls 54%
. Owned 19%
Gadgets Ownership
Parents 81%

Table 1 is divided into three categories:
period of gadget use, child's gender, and
gadget ownership status. Meanwhile, the age
range of children is divided into three
categories in different numbers. Children aged
5 years amounted to 23%; children aged > 5
amounted to 46%; meanwhile, children aged 6
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years amounted to 31%. Table 2 illustrates the
number of children in gender categories,
described as follows. The use of gadgets
among boys was 46%, while girls were 54%.
Gadget ownership is divided into two
categories: own ownership at 19% and
parental gadget ownership at 81%.

Gadget use in early childhood could
have a significant impact on their
development. These impacts can be negative
and positive. The impact undoubtedly arises
depending on how it is used. As an explanation
of the positive impact of using gadgets for
children, if used properly, they can be used as
an interesting learning medium to provide
meaningful learning for children. Apart from
that, the use of interactive educational game
media can certainly improve logic through
these games. The use of gadgets certainly does
not only have a positive impact.

Conversely, suppose it is not used or
utilized properly. In that case, it will have
negative impacts, such as dependence on
gadgets and technology, vulnerability to
exposure to inappropriate content, and even
containing ethnicity, religion, race and
intergroup discrimination and pornography,
disrupting children's language and social and
even physical development. It can also disrupt
health, especially eye health, due to exposure
to light from the gadget itself. This can happen
if parents cannot provide supervision and
affirmation and properly approach their
children towards gadgets. Apart from that, the
impact of using gadgets for too long or
spending too much time in front of gadget
screens can interfere with children's social
skills development. Children aged 2—-4 years
have a maximum screen time of an hour per
day, or it could be said that the shorter the time,
the better (Nurhamida et al., 2023). Less direct
interaction with others can affect their ability
to communicate and interact with peers. This
aligns with the results of these studies, which
show a significant correlation between using
gadgets and developing children's social
interactions (Nurliana & Aini, 2021).
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The result of data collection in data of
gadget use and social interaction from
respondents can be seen in Table 2 below.

Table 2. Data of Gadget Use and Social Interaction

Data Total Score  Average Score
Gadget Use 1312 33.641
Social Interaction 3490 89.487

In Table 2, filling out the questionnaire
regarding gadget use and social interaction
obtained a total score of 1312 and 3490,
respectively, with 39 respondents. Meanwhile,
the average for gadget use was 33.641026,
while for the social interaction questionnaire,
it amounted to 89.48718. Furthermore, data on
the distribution of filling out the social
interaction questionnaire in the gender
category is depicted in the following table.

Table 3. Data of Social Interaction by Gender

Data Total Score  Average Score
Boys’ Social 1535 85.277
Interaction

Girls” Social 1856 88.830
Interaction

Table 3 illustrates the number of social
interaction questionnaires filled in for gender
categorization. The total number of boy-
gender social interactions was 1535, averaging
85.2777778. Meanwhile, girls’ social
interactions reached 1856, with an average
value of 88.380952. The data was then
analyzed using a correlational formula.

Table 4. Pearson Correlation Results of Gadget
Use with Social Interaction

Gadget Social
Use Interaction
Pearson
Gadget Correlations 1 11
Use Sig. (2 tailed) -.502
N 39 39
Pearson
Social Correlations 111 1
interaction Sig. (2 tailed) -.502
N 39 39
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The result of the questionnaire showed
that the average score of gadget use is less than
the social interaction. The result of the
correlational test can be seen in Table 4. Based
on Table 4, gadget use was negatively related
with a significant value of -0.502 to social
interaction in early childhood with a moderate
degree of correlation. The negative value of
correlational value means that the higher the
gadget use, the lower the social interaction.

Discussion
In this study, the use of gadgets in early
childhood significantly impacted their

interaction and health. These impacts included
physical health problems, such as posture
problems, resulting in posture problems, e.g.,
back and neck pain. Additionally, excessive
physical inactivity often reduces the time that
can be spent on physical activity, which can
contribute to obesity and other physical health
problems. Also, the use of gadgets will have an
impact on sleep disorders, which can lead to
sleep problems and other disorders, such as
eye health and mental health. The problems
then impact social interaction over time. The
result supported the previous research by
Witarsa et al. (2018), Munisa (2020), and
Afdalia & Gani (2023) that indicated the
correlation between gadget use and the
children's social development aspects

From the results of research conducted
in Tlogowungu Village, Kaloran Sub-district,
Temanggung Regency, the majority of young
children used gadgets in the form of
smartphones for entertainment. Most children
utilized gadgets to play games or YouTube,
and some used the TikTok application. They
usually used gadgets for an hour, and some
even had no restrictions on their use without
parental assistance. At an early age, children
should be accompanied when using gadgets.
As previously written, children aged 2— 4 years
have a maximum screen time of an hour per
day (Nurhamida et al.,, 2023). This is
reinforced by the fact that, based on the
American Optometric Association (Oktafia et
al., 2021), excessive use is when children over
two years old use gadgets for more than two
hours a day, which can cause damage to the
child's eyes because the gadget screen emits
light, which is called high energy visible or
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commonly known as blue light. In addition, it
can cause the risk of problems, such as
computer vision syndrome, i.e., a symptom
that arises because the eyes focus too much on
the layer, resulting in an uncomfortable feeling
if done for too long a period (Putri et al., 2022).
Also, prolonged use of gadgets can cause
farsightedness (myopia).

This result suggested that parents and
teachers should be aware of the gadget use of
their children. Gadget is a small technological
object (tool or electronic item) with a special
function but is often associated with an
innovation or a new item (Saputri & Pambudi,
2018). Sophisticated goods created with
various applications can provide news media,
social networks, hobbies, and entertainment. It
cannot be denied that using gadgets, both
directly and indirectly, has positive and
negative impacts. The impact is not limited to
certain groups but has spread to all groups,
both young and old, both educated circles,
especially students. So the impact should be
the consideration of using gadgets at an early
age.

The social interaction of students with
gadgets is also one of the considerations in
managing the use and mitigation of the
negative impact variable. Social interactions
are social relationships that involve
relationships between individuals, individuals
and groups, and groups and groups (Viandari
& Susilawati, 2019). The actions of an
individual can influence other individuals in
the social environment. In acting or behaving
socially, a person should consider the
existence of other individuals in their
environment. Interaction is important and can
be maintained to change behavior, meaning,
and language. In other words, through
interaction, someone can quickly and easily
find out about something they want (Fahri &
Qusyairi, 2019). The importance of boosting
social interaction in children's development
should make the teacher and parents aware of
the correlation between gadget use and social
interaction.

Furthermore, the continuous use of
gadgets makes it difficult for children to
interact face to face because it is more fun
playing with gadgets than playing with their
friends and socializing with the surrounding
environment (Fitriyani & Barokah, 2021;
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Kumulloh & Nurhafizah, 2022). Due to
parents' lack of knowledge regarding gadgets,
which affect social interactions, it is difficult
for children to stop using gadgets. One way to
reduce the impact of gadget use is by providing
parenting to parents (Viandari & Susilawati,
2019) so they can limit time, supervise
children when using gadgets, and invite
children to play together (Adwiah & Diana,
2023).

CONCLUSION

Based on the research results analysis, it
can be concluded that gadgets influence the
social interaction development of children
aged 5-6 years in Tlogowungu Village,
Kaloran Sub-district, Temanggung Regency.
This could be proven by a sig value of 0.000
<0.05 of the correlation. The result indicated
that the negative correlation means that the
higher gadget use intensity, the lower social
interaction will exist. This study should be the
basis for teachers and parents to mitigate the
negative impact of gadget use from an early
age.
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