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ABSTRACT  
The rapid development of gadgets has a significant impact on young children, 

which can lead to delays in their developmental stages. This research aims to 

understand the effects of gadget usage on young children. The research was 

conducted using a qualitative method, with the subjects being young children 

in the Suci, Manyar District, Gresik village. Data for the research was gathered 

through observation, interviews, and documentation. The research results 

revealed that the impact of gadget usage on young children in the village of 

Suci has both positive and negative effects. The positive effects include 

facilitating communication, increasing knowledge, enhancing creativity, and 

aiding in children's creativity and intelligence development. On the other hand, 

the negative effects include the risk of radiation from gadgets, a decline in 
psychomotor skills, difficulties in adapting to learning materials, and a lack of 

self-control due to reduced social interactions. 
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INTRODUCTION 

Early childhood education is a level of education preceding primary 
education, aimed at nurturing children from birth to six years of age (Susanto, 
2017). Early childhood is a phase of life where each child is distinct, unique, 
and possesses characteristics that correspond to their age stage (Mulyasa, 
2014). In daily life, the term technology is undoubtedly familiar. The 
advancement of technology and information has progressed rapidly, marked 
by advancements in the field of information and technology (Ismanto, 2015). 
Early childhood is no exception; for them, it represents a new aspect that they 
may not have encountered before. One such technology is gadgets, which are 
now closely linked with early childhood and have become engaging toys for 
them. Within these gadgets, there are numerous video games, such as 
Playstations, online games, and open-platform games, which have captivated 
and captured the hearts of children. Children who become too engrossed in 
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the games may neglect their surroundings. And, of course, these games can 
have an impact on a child's development. 

 

 

 

And let those who, if they were to leave behind weak offspring, be mindful of 
Allah SWT and fear for their welfare. Therefore, they should have taqwa (God-
consciousness) of Allah SWT and speak truthful words.  

Children who frequently use gadgets often forget their surroundings 

and prefer to play using gadgets rather than playing with friends in their 

environment. The impact can be both positive and negative depending on 

how parents or adults introduce and limit the use of gadgets. 

For children under 5 years old, it's okay to give them gadgets, but the 

duration of usage should be observed. For example, they can play only for 

half an hour and only during leisure time. Introduce gadgets once a week, 

for instance, on Saturdays or Sundays. Beyond that, they should continue 

to interact with others. Because if gadget usage exceeds 2 hours per day, 

it will affect a child's psychological well-being (Feliana, 2016). 

Initially, gadgets were mainly focused on being communication tools. 

However, with technological advancements, these devices have become 

sophisticated with various features inside, allowing them to be used for 

various activities. They can be used for making calls, sending messages, 

emails, taking selfies or photos of objects, telling time, and much more. 

According to Garini as cited in Rohman (2017: 27), a gadget is a small 

electronic device that has many functions. 

Gadgets (Smartphones) have numerous functions for users, making 

them more convenient. Gadgets (Smartphones), or simply mobile phones 

that now have various features and functions that are increasingly 

complex to facilitate their use, are a new breakthrough from previous 

mobile phones. According to Derry (2013), gadgets are electronic devices 

or instruments that have practical purposes and functions to assist 

human tasks. Meanwhile, according to Fajrin (2015), gadgets provide a 

means for individuals to engage in social interactions, particularly for 

social contacts and communication. It is easy to interact with others using 

gadgets; one can easily communicate. Anyone can use gadgets for any 



 

 

purpose depending on the owner's needs. Gadgets are used by many 

individuals, from young children to adults. Adults commonly use gadgets 

for communication, information search or browsing, YouTube, gaming, 

and more. On the other hand, the use of gadgets by young children is 

typically limited to learning, playing games, and watching animations. 

The usage patterns can vary in terms of duration and intensity between 

adults and children. 

 

METHOD 
The method used is qualitative research. The study was conducted in 

Suci Village, Manyar Subdistrict, Gresik Regency, targeting early childhood. 

The reason for using qualitative research is to understand phenomena based 

on participants' opinions or internal perspectives, rather than the 

researcher's own opinions or external perspectives (Perspective etic) 

(Sugiono, 2017). Data collection techniques include interviews, participant 

observation, and documentation. The collected data consists of interview 

notes with parents or families, observation notes, and documentation results. 

The collected data was analyzed using the Miles and Huberman data 

analysis model. The researcher analyzed the data during the data collection 

process and continued collecting data after completion. During interviews 

with participants, the researcher analyzed the participants' responses. Data 

analysis was conducted interactively and continuously until saturation point 

was reached, meaning no new information was obtained. 

The steps used to analyze the data included gathering data using a 

combination of observation, interviews, and documentation regarding the 

impact on early childhood due to gadget use. The data was summarized, 

essential and important information was extracted, and then presented in 

narrative form for better understanding. Finally, the researcher drew 

conclusions and verified them (Sugiono, 2019). 

 
 
RESULT AND DISCUSSION 

Gadgets are practical communication tools, both among children and 

adults. The use of gadgets among young children impacts their users, 

whether positive or negative. Therefore, the use of gadgets by young children 

should be limited to a specific timeframe and closely supervised by parents. 

The role of parents is crucial as figures to accompany, monitor, and guide 

gadget usage to ensure it benefits early childhood development. 

It is often seen that parents buy sophisticated gadgets with models that 

match their children's preferences. Working parents use gadgets to monitor 

activities and communicate with their children at home, while stay-at-home 
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mothers buy gadgets to divert their children's attention and not disrupt their 

household chores. Initially, their intentions succeed for communication and 

distraction purposes. However, over time, children will become bored and 

more active in exploring other features and more appealing applications. 

From this point, children will become more focused on their gadgets and 

gradually withdraw from their play activities. They become more 

individualistic and less sensitive to their surroundings. 

Excessive gadget use will have negative consequences for children. 

Children who spend too much time with gadgets may become more 

emotional and rebellious, feeling disturbed when playing games. They may 

need to be more active in performing daily routines, and even need to be fed 

while using their gadgets. More concerning is when they no longer pay 

attention to their surroundings, avoid interacting with older people, and 

disregard others around them. 

Based on the research findings on the impact of gadget use among young 

children through interviews, observations, and documentation, the following 

points are highlighted: 

 

Positive Impact of Gadget Usage 
Being introduced to gadgets at an early age, we as parents are also 

participating in introducing the advancing technology. With the development 

of science and technology, it greatly influences a child's lifestyle, both in 

terms of critical thinking patterns and behavior. Moreover, gadgets have 

many educational applications available for children, which can train brain 

development and assist in the learning process for young children. 

"...with the gadget, my child can easily learn English and Arabic songs 

along with their gestures..." (quote from HA's interview) 

"...smartphones help me teach letters and numbers through playful 

guessing games..." (quote from MS's interview) 

1. Stimulating the Child's Creative Thinking Stimulating a child's creativity 

can be a positive impact of gadgets, especially when balanced with 

producing some form of creative work. As technology advances, several 
applications can train the balance between a child's left and right brain 

hemispheres, further enhancing their creative abilities. 

"...my child plays puzzle games and other activities with the phone, making 

it easy and no need to buy toys..." (quote from BS's interview) 

 

2. Assisting in Developing Motor Skills One of the positive impacts of gadget 

usage is that it can enhance a child's motor development. The majority of 

activities tend to focus on fine motor development. This is evident as the 



 

 

dominant movements involve the use of finger muscles and eyes, such as 

sliding objects, reading, scribbling, or writing on the screen. The child's 

focus and concentration are directed solely toward the screen. 

3. As a Communication Medium With the existence of gadgets, it widens the 

circle of friendships for young children, as it is important to introduce 

them to communication from an early age. According to Nurrachmawati 

(2014), young children should also be encouraged to communicate, and it 

is not unlikely that if something important arises, a child can contact their 

parents or anyone else through gadgets.  
"...I can contact my child when they are with their caregiver while I am at 

work; sometimes my child even calls me first. So, for me, gadgets are very 

important for children..." (quote from FA's interview) 

 

From the positive impacts of gadget usage identified by the researchers, 

it aligns with what Education experts suggest (in Maulida, Hidayahti: 2013), 

"It is recommended to introduce a child to the functions and use of gadgets 

at the age of six. At that age, a child's brain development increases by 95% 

compared to that of an adult's brain. This is because, if gadgets are introduced 

before age six, children tend to play more due to their attraction to various 

visuals (images) and sounds found in gadgets." 

In addition to the positive impacts of gadgets on children, there are 

negative effects that parents or adults must also consider regarding gadget 

usage. 

 
Negative Impacts of Gadget Usage 
1) Health Impacts 

Gadgets have various negative health impacts on young children, including 

damaging eyesight, altering posture, causing facial skin sagging, 

disrupting hearing, and affecting sleep patterns. 

"...my child doesn't pay attention to time while playing on the phone; when I 

take the phone away, they cry, and they don't respond when called..." (quote 

from interview with RA) 

 

2) Lack of Socialization 

Children often prefer playing with their gadgets over interacting with 

peers. It is not uncommon to witness children struggling with 

concentration due to their minds being preoccupied with the virtual 

world. (Ameliola & Nugraha, 2013) 

"...mostly looking at gadgets, playing games inside it, so when I ask them to 

play with their friends, they refuse and choose to use their phones..." (quote 

from interview with DF) 
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3) Violent Behavior  

Children are natural imitators, and what they see is likely to be imitated, 

whether good or bad. Similarly, gadget use can lead to violent behavior 

due to exposure to aggressive content.  

"...they often play war games and hit their siblings, saying they're imitating 

superheroes from the game..." (quote from interview with RA) 

 

4) Disrupting Brain Development 

In early childhood, a child's brain grows rapidly. Brain development 

continues until around the age of 21 and is influenced by environmental 

stimulation. Excessive gadget use in children can lead to negative impacts 

such as cognitive delays, tantrums, and a decline in their ability to become 

independent.  

5) Dependency on Gadgets  

  Another negative impact of gadgets on children is the emergence of 

dependency. Excessive gadget use can lead to a strong reliance on them, 

adversely affecting physical and motor development. 

Based on interviews, observations, and documentation, it is evident that 

gadget usage significantly impacts children's development and activities, 

both positive and negative. In this context, the role of parents or adults is 

crucial, as they are the first educators during a child's formative years. 

Monitoring and limiting gadget use are essential to prevent children from 

misusing them for inappropriate content. Parents must provide guidance 

and explain the consequences of gadget usage, as the negative impacts can 

outweigh the positive ones if misused. 

 

CONCLUSION 

Parents' perception of the impact of gadget usage is generally positive. 

They know that providing gadgets to children from an early age significantly 

influences their future development. Parents understand the importance of 

setting limits on gadget usage but also recognize the value of allowing 

children to learn and interact through gadget use. Parents need to choose 

age-appropriate and suitable applications for their children, manage the 

duration of gadget usage, and set a good example in its use. 
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