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Article Information  Abstract 

  Development in communication technology such as smartphones and the internet 

are able to easily solve all information needs. However, there are many misuses of 

the sophistication of these tools by many children. This study aimed to determine 

the impact of using gadgets on learning motivation and children's social 

development at Islamic Elementary School Yaabunayya Mojokerto. The design of 

the study used cross-sectional analysis. The population was all students at Islamic 

Elementary School Yaabunayya with a total of 146 children. The sampling 

technique used purposive sampling with the inclusion criteria of children in grades 

two to six who were willing to be researched with the consent of their parents.  

Samples that meet the inclusion criteria were 85 respondents. The instruments used 

were the Motivated Strategies for Learning Questionnaire (MSLQ) and Vineland 

Social Maturity Scale (VSMS). Data analysis used the Spearman Rho test. The 

results of the analysis found that there was a correlation between the duration of 

using gadgets and the social development of children with a ρ value (0.013). 

Children who don’t play with gadgets tend to look for playmates who can improve 

social development. The results of the study there is no correlation between the 

duration of gadget use and learning motivation in children with a ρ value (0.095). 

This is because children use gadgets to get lots of interesting lessons on the internet. 

For this reason, parents are expected to always accompany their children in using 

gadgets. 

 

 

 

History Article:  

Received, 23/06/2022  

Accepted, 08/12/2022  

Published, 15/12/2022  

  

Keywords:  

gadgets, social 

development, learning 

motivation 

 

  

 

© 2022 Journal of Ners and Midwifery 
 

Correspondence Address: 

STIKes Bina Sehat PPNI Mojokerto – East Java, Indonesia P-ISSN : 2355-052X 

Email : peni.ners@gmail.com  E-ISSN : 2548-3811 

DOI: https://doi.org/10.26699/jnk.v9i3.ART.p296-302  

This is an Open Access article under the CC BY-SA license (http://creativecommons.org/licenses/by-sa/4.0/) 

 

http://jnk.phb.ac.id/index.php/jnk
mailto:peni.ners@gmail.com
https://doi.org/10.26699/jnk.v9i3.ART.p296-302


 

 

 

304        Journal of Ners and Midwifery, Volume 9, Issue 3, December 2022, page 303-310 

INTRODUCTION 

 In this modern era, all aspects of life can be 

solved easily. One of them is in the field of 

communication technology such as smartphones and 

the internet. The presence of gadgets has indeed 

become a major need for children and adults. 

Gadgets are a communication tool and can help 

make other activities easier (Pebriana, 2017).  

However, many children find the use sophistication 

of these tools by many children. They use gadgets 

for useless things, so it takes time to study and is 

getting lazy to study. They prefer to be alone with 

their gadgets, so they don't want to interact with 

their environment. When children start to get 

addicted to playing with gadgets, children will be 

too busy playing without caring about their 

surroundings. (Zulfitria, 2018) 

 Children who are in the range of 6-12 years 

essentially undergo developmental tasks in the form 

of abilities that must be mastered by elementary 

school children (Khaulani, S and Irdamurni, 2020). 

However, many factors decrease children's learning 

motivation, one of which is influenced by the 

development of increasingly sophisticated gadgets. 

So they are increasingly lazy to open books, look for 

textbooks, and rarely read books (Masithoh et al., 

2020). Likewise, the social development of children 

in the modern era has decreased due to the habit of 

children who prefer to spend their time playing with 

gadgets rather than playing with their friends. Social 

development is the achievement of maturity in 

social relations which includes the ability to be 

independent, socialize and interact with the 

environment (Yusuf, 2017)  In children who 

experience social development disorders, it is feared 

that it can cause children to have difficulty in 

adjusting to the social environment, children have 

difficulty in various demands in their groups, are 

less independent in thinking and behaving, as well 

as disturbances in the formation of children's self-

concepts. 

 According to the Association of Indonesian 

Internet Service Providers (APJII), there are 25.1% 

of elementary school-age children use the internet. 

Duration of internet use in a day 43.89% use 1-3 

hours a day, 29.63% use the internet 4-7 hours a 

day, and 26.48% use it > 7 hours a day (Asosiasi 

Penyelenggara Jasa Internet Indonesia, 2018). The 

results of the study by Istoqomah in Semarang 

showed that the intensity of the use of gadgets by 

students was included in the good category of 

85.92%, the sufficient category was 14.07% and the 

students' learning motivation was included in the 

very good category of 8.15%, the good category is 

85, 19%, and the sufficient category is 6, 67%. The 

use of gadgets contributes 23.1% to children's 

learning motivation (Istiqomah, 2019). The results 

of research by Nikmah in Surabaya show that the 

influence of smartphone use and the use of e-

learning on learning motivation is 44.8%. (Nikmah, 

2020). Damayanti et al in their research found that 

excessive use of gadgets has a negative impact on 

aspects of children's physical and psychomotor 

development, cognitive, social, emotional, moral 

and language development. (Damayanti, Ahmad and 

Bara, 2020) 

 Students who use gadgets intensely for things 

that are less related to the academic field such as 

often playing games, accessing entertainment, and 

addiction to social media are obstacles to students' 

learning motivation to achieve achievement. Even 

the development of gadgets that are increasingly 

attractive and offer modern features can be a special 

attraction so that children tend to choose to use 

gadgets over other things such as studying and 

doing assignments (Sobon and Mangundap, 2019). 

Gadgets not only affect the mindset or behavior of 

adults but also affect the behavior of children, 

especially the development of social interaction. 

Gadget dependence on children is caused by the 

long duration of using gadgets. Playing for a long 

enough duration and done every day can make 

children develop antisocial personalities. (Witarsa et 

al., 2018) The main factor that causes the high level 

of gadget use in children is parents who lend their 

smartphones and tablets to their children. (Sari and 

Nurjanah, 2020) The introduction of children to 

gadgets usually starts with the wrong way of 

diversion from parents or family in the hope that the 

child will not be fussy or stop crying. Starting from 

the wrong diversion, it has indirectly introduced 

children to gadgets which can later trigger a child's 

curiosity to be more about gadgets. Children cannot 

adapt to the outside environment and their friends 

because the features in games or videos are more 

interesting (Wijanarko and Setiawati, 2016). 

 Efforts that can be made to overcome gadget 

addiction in children are to limit the length of use of 

gadgets and provide the right schedule for playing 

with gadgets. Set a gadget-free area in homes such 

as the dining table, bedroom, and car. Teach 

children about the importance of refraining from 

playing with gadgets and following existing rules. 

And set a good example for children not to always 
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play with gadgets and take time to play with 

children. anak.  Adjusting to the times of gadget use 

cannot be eliminated. Parents can give gadgets to 

children according to their needs, for example 

directing children to use gadgets for education for 

example coloring, puzzles, and others (Sunita and 

Mayasari, 2018).  

 Based on this background, researchers are 

interested in researching the impact of using gadgets 

on learning motivation and children's social 

development at Islamic Elementary School 

Yaabunayya, Mojokerto Regency. 

 

METHOD 

 The design of the study used cross-sectional 

analytic. The population was all students at Islamic 

Elementary School Yaabunayya with a total of 146 

children. The sampling technique used purposive 

sampling with the inclusion criteria of children in 

grades two to six who were willing to be researched 

with the consent of their parents.  Samples that meet 

the inclusion criteria were 85 respondents. The 

independent variable in this study was the use of 

gadgets in children. The dependent variable was 

learning motivation in children and social 

development in children. The instrument used to 

measure the variable duration of gadget use was a 

questionnaire, children's learning motivation was 

used by the Motivated Strategies for Learning 

Questionnaire (MSLQ) and to measure the social 

development of children using a social maturity 

scale questionnaire or VSMS (Vineland Social 

Maturity Scale). The data analysis used Spearman 

Rho Correlation Test to test the correlation between 

the independent variable and the dependent variable. 

The limit of significance, if the p-value <0.05, the 

result of a statistical calculation is significant, 

otherwise if the p-value is > 0.05, the result is not 

significant.

 

RESULT 

Table 1: Distribution of Respondents in Islamic Elementary School Yaa Bunayya Mojokerto 

 Based on table 1, shows that almost all of the children live with their parents, namely 82 respondents 

(96.5%), Most of the children are accompanied when studying as many as 70 respondents (82.4%). More than 

half of children using gadgets are often supervised by their parents, namely 45 respondents (52.9%). Most 

Characteristics of Respondents Frequency Percentage 

Children Live Together 

Parent 

Grandmother/ Grandfather 

82 

3 

96,5 

3,5 

When learning children 

Accompanied 

independent 

70 

15 

82,4 

17,6 

Parental supervision in using gadgets 

Always 

Often 

Sometimes 

Never 

23 

45 

17 

0 

27,1 

52,9 

20 

0 

Duration of using gadgets for entertainment (other than for learning needs) 

≤ 2 hours 

> 2 hours 

63 

22 

74,1 

25,9 

Social development 

Low 

Medium 

High 

20 

44 

21 

23,5 

51,8 

24,7 

Motivation to learn 

Low 

Medium 

High 

1 

36 

48 

1,2 

42,3 

56,5 
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children use gadgets for 2 hours, namely 63 children (74.1%), most of the children's social development is 

medium, namely, 44 respondents (51.8%), and most children have high learning motivation, 48 respondents 

(56.5%). 

Table 2: Cross-tabulation of the duration of gadget use with children’s social development 

 The results of the cross-tabulation in table 2 show that most children use gadgets for entertainment (other 

than for learning needs) for ≤ 2 hours and have medium social development, namely 32 respondents (37.6%). 

The results of the Spearman Rho correlation test using SPSS obtained a value of value (0.013) < (0.05) so that 

Ho is rejected and H1 is accepted, which means that there is a correlation between the duration of gadget use 

and the level of children's social development. 

 

Table 3: Cross-tabulation of the duration of the use of gadgets with children's learning motivation. 

 The results of the cross-tabulation in table 3 show that for most children the duration of using gadgets for 

entertainment (other than for learning needs) ≤ 2 hours has high learning motivation, namely 33 respondents 

(38.8%). Spearman Rho test results show that p-value = 0.095 means that there is no correlation between the 

length of use of gadgets with learning motivation in children.  

 

DISCUSSION 

The correlation between the duration of gadget 

uses and children's social development 

 The results showed that most of the children 

lived with their parents as many as 82 children 

(96.5%). Most of the children in a day use gadget 

for entertainment (excluding learning needs) for ≤ 2 

hours, namely 63 respondents (74.1%). The cross-

tabulation shows that most children using gadgets 

with a duration of ≤ 2 hours have medium social 

development, namely 32 respondents (37.6%). The 

results of the Spearman Rho correlation test 

obtained the value of value (0.013) < (0.05), 

meaning that there is a correlation between the 

duration of gadget use and the level of social 

development of children. 

 The results of this study are in line with 

research by Munawar and Zuhri at Hidayatullah 

Islamic Kindergarten Semarang, with the value of t 

count > t table (5.063 > 2.042) with p = 0.000. The 

results of this study indicate that there is a 

significant effect of using gadgets on the social 

development of early childhood, namely the use of 

gadgets hurts children's social development   

(Munawar and Zuhri, 2018). Likewise, with the 

results of research using a Systematic Literature 

Review by analyzing 7 national journals, it was 

found that there was a significant influence between 

the use of gadgets on the social development of 

children aged 3-5 years. (Setiani, 2020) 

 Gadgets have both positive and negative 

impacts. The positive impact of using gadgets 

Facilitates communication, increases knowledge, 

adds friends, and the emergence of new learning 

methods, while the negative impact of time is 

wasted, disturbing health, difficulty concentrating in 

the real world, elimination interest in playing 

activities or doing activities. Children who use 

gadgets in overload time from the specified limit 

make them addicted and less sensitive to the 

Duration use 

of the gadget 

Social development 
Total 

Low Medium High 

f % f % F % f % 

≤ 2 hours 12 14,1 32 37,6 19 22,4 63 74,1 

> 2 hours 8 9,4 12 14,1 2 2,4 22 25,9 

Total 20 23,5 44 51,7 21 24,8 85 100 

P value 0,013 

Duration use of 

the gadget 

Motivation to learn 
Total 

Low Medium High 

f % f % F % F % 

≤ 2 hours 1 1.2 29 34,1 33 38,8 63 74,1 

> 2 hours 0 0 7 8,2 15 17,7 22 25,9 

Total 1 1,2 36 42,3 48 56,5 85 100 

P value 0,095 
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surrounding environment. Almost all of them are 

individual and passive in their interactions. They 

also prefer passive games with their gadgets rather 

than playing with their peers (Damayanti, Ahmad, 

and Bara, 2020). This can hinder the social 

development of children, especially children who 

are still of school age. 

 Social development is the achievement of 

maturity in social correlations. It can also be said as 

a learning process to conform to group norms, 

traditions, and morals (religion). Children's social 

development is strongly influenced by the process 

of parental treatment or guidance for children in 

introducing various aspects of social life, or norms 

of social life and encouraging and providing 

examples to their children on how to apply these 

norms in everyday life. One of the factors that 

influence Social Development is the use of gadgets. 

Excessive use of gadgets will make children 

addicted and less sensitive to the surrounding 

environment. The high social development of 

children is since in addition to good parenting from 

parents, teaching from teachers is well received by 

children so that they can shape children's character 

in their social life. The results of interviews with 

teachers at schools said that in addition to learning 

activities at school, there was also a cooking class 

and the food was eaten together, at school they were 

also taught how to share food where if there were 

children who brought lunch and other friends who 

didn't have them, they shared with their friends. In 

addition, children are also taught to be independent 

in class, for example, children must tidy up each 

table when they finish studying, and children also 

tidy up stationery that has been used. This activity 

will increase children's awareness of their friends 

and children's social development for the better. 

 Development is a change that is progressive, 

directed, and integrated. Social development is 

obtained from maturity and learning opportunities 

from various environmental responses to children in 

various periods of child development. Social 

development is the level of interaction of children 

with other people, ranging from parents, siblings, 

and playmates, to society at large. In the process of 

socializing children with the environment, children 

need peers, but attention from parents is still needed 

to monitor who children will hang out with. When 

children reduce their time playing with gadgets, the 

better the level of social development. At school-age 

children are expected to be able to socialize with 

new environments, get to know the environment 

outside the home, and will meet their peers. 

 

The Correlation of the Long Use of Gadgets with 

Children's Learning Motivation 

 The results of the cross-tabulation in table 3 

show that most children using gadgets for 

entertainment ≤ 2 hours have high learning 

motivation, namely 33 respondents (38.8%). 

Spearman Rho test results show that p-value = 0.095 

means that there is no correlation between the length 

of use of gadgets with learning motivation in 

children. 

 The results of qualitative study that has been 

carried out on fifth-graders at SD Negeri 2 

Pringtulis Mayong stated that gadgets have positive 

and negative impacts. From the results of the 

learning scores of fifth-grade elementary school 

students during the middle of the semester, it can be 

seen that eighteen students who use gadgets are 

included in the pretty good category because many 

students have an average score above the KKM, 

which is 70 with a score of 71-86 and only three 

students get three points. students who score below 

the KKM are 68-69 (Rachman, KHB and 

Setianingsih, 2021).  Research conducted by 

Wulandari where the results show that there is a 

significant influence between the use of gadgets on 

the learning motivation of fifth-graders at SD Negeri 

Dabin VI, Keuntungan District, Brebes Regency. 

The existence of an effect is proven from the results 

of the study, the value of count > t table is 5.055 > 

1.976. The correlation value of 0.387 indicates that 

there is a low correlation between the use of gadgets 

and learning motivation (Wulandari, 2020). The 

results of the research at Medan Public Elementary 

Schools and Private Elementary Schools in grade 4 

children obtained a correlation between the length of 

playing gadgets on the mental-emotional behavior 

of elementary school students with a p-value of 

0.0001 (p < 0.05) (Wahyuni et al., 2019). 

 The use of gadgets that are applied in teaching 

and learning sessions at schools is mostly to 

increase student motivation in learning by using a 

more relaxed and effective method (Sandi, Journal 

and 2020, 2021). Many people assume that 

knowledge can not only be obtained from reading 

books but also through the internet which is easily 

accessible using gadgets, especially smartphones. 
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People prefer to take advantage of the ease of 

accessing the internet to find information, news, and 

new and old knowledge by using gadgets rather than 

going to look for books or archives in the library  

(Augusta, 2018).  

 High learning motivation that occurs in 

children who use gadgets > 2 hours a day is because 

many children can take lessons from what they see 

on gadgets such as playing games, so children can 

learn English because most online games use 

English, and other games are educational, 

sometimes children also watch youtube to learn 

something that makes children curious and can't 

solve it, then children will find out through videos 

on youtube. The use of gadgets can motivate 

children to learn because they will look for 

something they do not understand using gadgets. 

Games in gadgets are also not completely 

unbeneficial to children, many games are designed 

to be educational so that they can provide learning 

for children. Using gadgets makes it easier for 

children to learn because they don't need to open 

and search in books which takes a long time 

compared to searching on the internet so children 

are more motivated to learn even though they often 

use gadgets. The use of gadgets for recreation as 

well as for learning from entertainment and videos 

watched on the internet can get many lessons so that 

children are more interested in learning by using the 

internet because they find it easier and faster. 

 

CONCLUSION 

 The results showed that there was a correlation 

between the duration of gadget use and the level of 

social development in school-age children. The 

fewer children play with gadgets, the better the level 

of social development. Children who rarely play 

with gadgets tend to look for friends to play with 

who can improve their ability to interact with 

friends around them so that there is an increase in 

social development. 

Study results in There is no correlation between the 

length of use of gadgets with learning motivation in 

school-age children. The longer the child uses the 

gadget, the lower the learning motivation of the 

child. This is because the use of gadgets for 

entertainment and videos watched on the internet 

can get many lessons so that children are more 

interested in learning by using the internet and find 

it easier and faster to access the knowledge needed.  

 

SUGGESTION 

 Parents are expected to carry out strict 

supervision of the use of gadgets in their children. 

Using gadgets for learning and limiting the use of 

gadgets for entertainment to a maximum of 2 hours 

a day with parental assistance. The schools, it is 

compared to giving directions so that students make 

more use of gadgets for learning activities by 

playing. 
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