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ABSTRACT

Using gadgets cannot be avoided in daily life. It becomes more primary for
students in higher education since they change to learn online during the
covid—19 pandemic period. They should use gadgets focusing on education,
but unfortunately, studies had reported that students are addicted to using
gadgets to access some entertaining applications. Therefore, it was essential
to investigate how the students manage using gadgets and their effects on
their achievement. This survey research required the student's responses to
a Gadget Scale-Short Version (SAS-SV) Addict item. The researchers
collected data using a survey questionnaire on Google Form to determine
how using gadgets affects the students' achievement. This research was done
from August to December 2020. The results showed that both male and
female students were identified as high-risk addicted. Moreover, the gadget
addiction had terrible effects on the student's physical and psychological
even though it did not significantly impact their academic achievement.
However, based on the results, it was hoped that there should be the best
management for using gadgets to improve the students’ achievement and
prevent the long-term risk of gadget addiction.
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ABSTRAK

Penggunaan gadget sudah tidak bisa dihindari dalam kehidupan sehari-
hari. Gadget bahkan menjadi lebih utama bagi mahasiswa di pendidikan
tinggi karena digunakan untuk perkuliahan online selama periode pandemi
COVID-19. Seharusnya, mahasiswa menggunakan gadget untuk fokus
pendidikan mereka, tetapi sayangnya beberapa penelitian melaporkan
bahwa banyak mahasiswa kecanduan menggunakan gadget untuk
mengakses beberapa aplikasi hiburan. Oleh karena itu, penting untuk
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mengetahui bagaimana mahasiswa mengatur penggunaan gadget dan
pengaruhnya terhadap prestasi belajar mereka. Para peneliti
mengumpulkan data menggunakan kuesioner survei di Google Form.
Kuesioner survei meminta tanggapan siswa terhadap item Kecanduan
Gadget Scale-Short Version (SAS-SV). Penelitian ini dilakukan pada bulan
Agustus hingga Desember 2020. Hasil penelitian menunjukkan semua
mahasiswa, baik laki-laki ataupun perempuan kecanduan gadget dengan
risiko. Bahkan, kecanduan gadget tersebut telah berdampak buruk terhadap
kesehatan fisik dan psikologis meski ternyata tidak signifikan berimbas
buruk pada capaian akademik mereka. Namun demikian, berdasarkan hasil
penelitian ini, diharapkan ada pengaturan penggunaan gadget yang tepat
agar dapat menunjang prestasi belajar siswa yang lebih baik dan mencegah
resiko jangka panjang dari kecanduan gadget.

Kata kunci:
Kecanduan; Gadget; Prestasi Mahasiswa.

1. Introduction

The gadget is a cellphone with advanced features such as making phone calls, sending text
messages, displaying photos, playing games, video, etc. At the same time, addiction is defined as
any obsessive behavior that interferes with usual living and causes rigorous stress on family,
friends, loved ones, and work performance (Un Nisa, 2018). The number of gadget users in
Indonesia was estimated to reach 191.6 million users in 2021 In addition, states that Indonesia has
become the fourth-largest gadget market worldwide after China, India, and the United States. Due
to this fact, gadget addiction would be incredibly possible for students in Indonesia. Therefore, the
researchers had been triggered to investigate how university students manage their use of gadgets
and discover their impacts on their learning achievement (Nurhayati-Wolff, 2021).

Gadget addiction can be easily diagnosed by the duration spent using it. Previous research had
contributed to the classification. First, Dell'Osso B et al. (2008) had identified that people with
impulsive-compulsive Internet usage disorder (IC-IUD) used gadgets by a mean of 36.8
hours/week. Then, Karpinski et al. (2013) noticed that students used their gadgets for more than 6
hours per day. They also found that students used their gadgets for learning while, on the other
hand, they also open social media or game sites during the class. Furthermore, Aljomaa et al. (2016)
had justified addiction if people used the gadget for more than 8 hours per day. Next, Wahyuni et al.
(2019) stated that the abnormal category based on the most hours of gadget usage is > 10 hours.
More specifically, Stephanie (2021) had reported that the average time spent by Indonesians to
access the internet per day is 8 hours 52 minutes.

Activities make addiction to gadget are various. Niro et al. (2020) reported that 48% of 126
samples spent duration more than 12 hours using gadgets, and it, mostly, was for playing games
(29,5) and watching videos (32,8%). Zencirci et al. (2018) also proved that social contacts and
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entertaining applications/content increase students' addiction to the gadget. Therefore, it is not
surprising that people often used their gadgets to access entertaining applications and social
simulation games like the Animal Crossing series or Minecraft. UNICEF (2020) has also reported
that Steam as a representative of Digital game distributors, has achieved an increasing number of
daily users over the past weeks: from 19 million in early March to a record high of 23.5 million in
early April 2020, and it continues increasing up to now.

Related to the trend of online gaming, which makes gadget addiction, Dumrique and Castillo
(2017) claimed that even though students play online games, they know how to socialize and
perform very well in academic performance. Santha et al. (2012) also reported that the samples
were using electronic gadgets excessively, but 90% of them had average/good academic
performance. This means that gadget addiction did not significantly affect the students' poor
achievement. Contrarily, Chasanah and Kilis (2018) found that gadget addiction influences family
functioning negatively and implies academic achievement. Next, De Niro et al. (2020) reported that
gadget addiction caused 76% of 72 male and female respondents to feel poor sleep quality; thus,
they also got poor learning achievement. The researchers were curious to observe whether gadget
addiction affects the students' achievement or not about these two different results.

This research was unique since it would discover gadget addiction and students' academic
achievement during the period of pandemic covid 19 when people operate their gadgets in more
many hours. Any educators should notice this research result because this could evaluate risks of
gadget addiction which may give negative consequences to many aspects, especially the students’
achievement (Starcevic, 2019). Beside, this research result would be beneficial for educators to
guide how students should manage using gadgets and achieve better learning.

2. Methods

The research was survey research. It used a close questionnaire as the instrument. The data
collection was done by distributing a close questionnaire to respondents through Google Form.
Then, the link of the questionnaire was distributed to the targeted respondents by broadcast
messaging on Whatsapp. The questionnaire consisted of a list of statements and questions with
several choices adapted from Kwon et al. (2013). The researchers adapted ten items from Kwon et
al. SAS-SVwhich were closely related to identifying the level of gadget addiction and its risks for
university students. The internal consistency and concurrent validity of the questionnaire were
verified (Cronbach’s alpha = 0.876). Each subscale was significantly correlated with K-scale and Y-
scale. So, it was proven that the questionnaire had high reliability and validity.

The research subject was Universitas PGRI Wiranegara from the English Education Study
Program, Indonesian Language and Literature Study Program, Economics Education Study
Program, Islamic Education Study Program, Mathematics Education Study Program, and Civic
Education Study Program. To ease the respondents, the researchers provided the survey form in
Bahasa Indonesia. Before the respondents answer the survey form, the researchers ensured that the
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respondents provide accurate information without any coercion from the researchers or any
stakeholder.

The Gadget Scale-Short Version (SAS-SV) used here was four statements that should be
answered by a 6-point Likert scale ranging from strongly agree, agree, instead agree, disagree,
disagree, and strongly disagree. The four statements were about 1) Missing planned works due to
playing the gadget, 2) Having a hard time concentrating in class or while doing assignments due to
the gadget use, 3) Neglecting matters other than gadget use even when there are many assignments
to be done, and 4) I will never give up using my gadgets even when my daily life is already greatly
affected by it.

To analyze the data, the researchers converted responses of strongly agree(6), agree(5), rather
agree(4), rather disagree(3), disagree(2), strongly disagree(1). Then, the Level of Addiction was
accumulated by using this formula LA = XS:XR « 4. Both male or female respondents were
classified with high-risk addiction if their scores are from 20-24. Score 16-19 was latent, whereas
12-15 was low risk. Normal (not addicted) was scored1-8. The researchers then differ male and
female students' mean scores because it could contribute to gender factor analysis.

After discovering the students’ level of addiction, the researchers also required the
respondents to answer six questions based on their experience using the gadget. They were 1) Your
gender, 2) Your GPA now, 3) How long do you use your gadget throughout the day?, 4) How do
your physical feel after you use gadgets for a long time?, 5) How do the psychological feel after you
use a gadget for a long time?, and 6) What types of activity do you often do while using gadget?.
The respondent’s gender would be presented in percentage, while the GPA was classified based on
the Academic Recognition of Universitas PGRI Wiranegara, Indonesia. Numbers of percentage
would analyze the harmful physical and psychological effects. It also prevailed for the activities
done while using gadgets.

3.  Results and Discussion

In this part, the researchers would describe results given by the respondents. The researchers
distributed the questionnaire to more than 200 respondents by random sampling, but the submission
was only 76. The gender of gadget users who were involved in responding to the questionnaire is
seen below.
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Figure 1. Respondent gender

The red was referred to female respondents (56%), while the blue was for male respondents
(37,3%). The orange was unknown; it may be because of the respondents’ ignorance of state gender
(6,7%). For this case, the researchers converted 6,7% (orange) based on the percentage of female
and male respondents. This data represented the respondents only but cannot be generated as the
actual number of gadget users. Furthermore, the researchers would describe gadget addiction by
gender.

3.1. Level Addiction by Gender

From 76 respondents, the researchers could evaluate the data of the SAS-SV Addict item in
this survey as the following.
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Figure 2. Result of SAS-SV Addict Item
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From the chart, the score of Missing planned works due to playing the gadget for male
students was 23. Next, Having a hard time concentrating in class or doing assignments due to the
gadget use was 22. Neglecting matters other than gadget use even when there are many
assignments to be done was 22, and I will never give up using my gadgets even when my daily life is
already greatly affected by it was 23. Based on this data, the researchers got the mean of male
students’ score 22,5 and classified them as the high-risk addicted.

Female students were also classified as the high-risk addicted with the lowest mean of 20. It
was formulated by looking up their response score on Missing planned works due to playing the
gadget was 21. Next, Having a hard time concentrating in class or doing assignments due to the
gadget use was 18. Neglecting matters other than gadget use even when there are many
assignments to be done was 20, and I will never give up using my gadgets even when my daily life is
already greatly affected by it was 21.

Although both males and females were categorized as high-risk addicted, the mean showed a
difference of 2,5. Related to this difference, Su, Han, Jin, Yan, & Potenza (2019) state that gender-
related differences exist in most addictive behaviors. In more specific, Anderson et al.
(2017)revealed that males are at a higher apparent risk for internet access than females based on
seven studies across different cultural groups.

Male and females were not different in terms of the mean level of addiction; they were also
different in online activity types. Nayak (2018) states various activities done by users with many
different statuses in using the gadget. In a hierarchy, the researchers found that the male students
used the gadget to watch YouTube and movies, send messages and call with others, search for some
material for doing the assignments, listen to music, and play games. While, the researchers found
that the female students used the gadget for opening social media such as Instagram and Facebook,
playing TikTok, making Vlog, selfies, sending messages and calling with others, searching for
some material for doing the assignments, and doing the online business.

The different ranks of activity done by male and female students may be influenced by many
aspects, including their emotions. According to Starcevic (2019), females tend to be more curious
about any emotional information such as gossip on social media than men. Females could also
express their emotions easily on Facebook or Instagram; thus, it is not deniable that accessing social
media had been the first rank activity they prefer. In addition, Pratama (2018) proved that females
often used gadgets for communicating on social media, but the male used the gadget to enjoy
himself, such as watching YouTube and playing various games.

3.2. The Physical and Psychological Effects

Gadget addiction could have negative consequences or harmful effects on the users for a long
time (Starcevic, 2019). The harmful effects of gadget addiction decreased physical and
psychological health (Panova, Tayana, & Carbonell, 2018). Gadget users spend so much time
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though they might already feel pain in their wrist, at the back of their neck, and in their eyes, head,
etc. (Kwon et al., 2013). This research evaluates three physical effects felt by the respondents

50%
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@ Male

# Female

Neck pain Visual Blur Headache

Figure 3. Physical Effects

This research finding supported Sadagopan et al. (2017) statement that females with digital
tools were at a significantly higher risk of eye strain. The eye strain causes visual blur and, based on
the data; visual blur was the most physical effect felt by the respondents in this research. Visual blur
can also be called visual fatigue. According to Park et al. (2017), visual blur or fatigue possibly
reduces the ability to balance, so it is necessary to take appropriate rest of using a gadget or affect
psychological syndrome.
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Poor Sleep
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Figure 4. The Psychological Effects
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The researchers found poor sleep as the most psychological effect of gadget addiction
experienced by the respondents. The harmful effects for male students were 15% of students felt
stress/depression, 18% of students abstained from socializing with others in real life, 38% of
students experienced poor sleep, 12% of students were reduced on concentration, 15% of students
felt loneliness, and 3% students got bored. The harmful effects for the female's students were 2% of
students felt stress/ depression, 14% of students abstained from socializing with others in real life,
69% of students got poor sleep, 10% of students were reduced concentration, 2% of students were
less productivity, and 2% of students were bored.

Poor sleep in this research was associated with insufficient time and dissatisfaction after sleep
(Alfian et al., 2018). This lousy effect was psychological because it annoys them to sleep well due
to gadget addiction. Students should realize that they experienced sleep loss and sleep disorders
because of gadget addiction which are among the most common yet frequently overlooked and
treatable (Institute of Medicine (US) Committee on Sleep Medicine and Research, 2006). Poor
sleep is the potential cause that makes people worried dan unconcentrated. Moreover, Alhola &
Polo-Kantola (2007) argue that total sleep deprivation due to gadget addiction impairs attention and
working memory, but it also affects other functions, such as long-term memory and decision-
making. In other words, recovering from it need attention before students must treat themselves
with cognitive recovery processes.

3.3. Gadget Addiction and Academic Achievement

The researchers set Grade Point Average (GPA) as the indicator of academic achievement.
Students must study hard to achieve the highest GPA and have entirely concentrated during the
learning process. The researchers would evaluate whether gadget addiction's physical and
psychological effects contributed to the student's GPA. The researchers classified the GPA based on
the Academic Recognition in Universitas PGRI Wiranegara, Indonesia.

Table 1. Grade Point Average (GPA) Conversion

No Symbol Scale Con'\\//ISr)fs.ion Qualification
1 A 91-100 4.00 High distinction
2 A- 84-90 3.75 Distinction
3 B+ 77-83 3.50 Honor
4 B 71-76 3.25 Satisfaction
5 B- 66-70 3.00 Credit
6 C+ 61-65 2.75 Pass
7 C 55-60 2.50 Near pass
8 D 41-54 2.25 Fail
9 E 0-40 2.00 Withdrawn fail

From 76 respondents, the researchers could find describe the students’ GPA scale as the following.
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Figure 5. The students” GPA

The conversion from 3.26-3.5 is shown as the highest percentage of students” GPA, and 32
students achieved it. Next, 19 students achieved a better range of 3.51-3.75. The other high
percentage was for the score conversion from 3.01-3.25. This data was surprising to the researchers
since the students were classified as high-risk addicted, but they could still make exemplary
achievements. Only eight students or 10% of the total respondents cannot achieve at least 3.01,
which means 90% of students could pass it. In other words, this research supported Dumrique &
Castillo's (2017) statement, which claimed that students could know how to socialize and perform
very well in academic performance although they play online games for many hours. This research
finding also proved that excessive gadget usage was not a significant cause for the students' poor
achievement (Santha et al., 2012). Last, this research had also come to a similar conclusion with
Sheppard & Wolffsohn's (2018) research which claimed that usage of digital devices for many
hours each day is now normal; thus, researches about the relation between gadget addiction and the
students’ achievement need to develop more thoroughly.

However, the students should be aware of the potential risks of using gadgets, especially for
physical and psychological long-term effects. Due to this, the researchers offer how to manage
using gadgets in an educational setting. First, educators can reduce students’ usage of the gadget by
designating specific non-digital hours and days during the teaching and learning process (KPC3
cited in Keumala, Yoestara, & Putri, 2018). The sessions of using gadgets should follow a
balancing pattern like implementing hybrid learning. Second, Sebayang (2020) suggests that both
educators and students must set a limit on using the gadget and avoid it before bed. adds that people
should use gadgets as urgently as needed and change wasting digital activities into sports, caring for
pets, gardening, etc. (Sebayang, 2020)
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4.  Conclusions

This research was aimed at discovering how the students use gadgets and evaluate their risks.
The students were found to the high-risk addicted to gadgets. It was proved by their attitude, which
often missing planned works, having hard concentrating in class or while doing assignments,
preferring playing gadgets even there are many assignments to be done, and using gadgets with all
consequences. The students felt visual blur, headache, and neck pain because of playing the gadget
for hours. They also experienced negative psychological states like poor sleep, loneliness, abstain
from socializing with others, reduced concentration, loss of productivity, boredom, and stress/
depression. Surprisingly, the students achieved good academic qualifications despite having
negative consequences of gadget addiction for their physical and psychological. Even so, students
must realize that the risks may affect the long-term condition, so they need to manage using gadgets
more wisely and safely. This research finding implied that gadget addiction, both for male or female
students, did not make the academic achievement poor or worst. However, further research is to
justify or reexamine this research finding due to the students’ development for a more
comprehensive understanding.
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