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Abstract.

This research aims to increase parents’ comprehension of the influence of gadget use
on early development by providing psychoeducation to parents of TKM Al-Khoiriyah
students. This study uses quantitative research methods with experimental techniques
to view the differences in parental knowledge before and after psychoeducation is
conducted. Data collection was done using a questionnaire of parents’ knowledge and
efforts regarding the use of gadgets in preschool children. This instrument consists of
five dimensions including 1) early childhood growth and development, 2) Screen time
in children, 3) positive impact on gadget use, 4) negative impact of gadget use, 5)
parental efforts in overcoming gadget use in children. Data analysis was carried out
using Wilcoxon Signed Rank Tail. The results of the analysis stated that there were
differences in knowledge among mothers after psychoeducation on the impact of
gadget use on early childhood. The probability value shows that the p-value is 0.017 (p
< 0.05).
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1. Introduction

Gadgets are a necessity in today’s digital era. Gadgets can be defined as small devices
that have practical functions and are designed with advanced technology, such as
laptops, mobile phones, smartphones, notebooks, and tablets [1]. In general, gadgets
can be used for a variety of needs, including to communicate, access various kinds
of information, and to obtain entertainment and play games [2]. The use of gadgets in
everyday life has benefits that are felt by various groups, ranging from adults to children.
Gadgets have a very strong influence in supporting daily life both in activities in work
and other fields, as well as supporting the implementation of teaching and learning

activities, supporting the economic system by conducting digital sales, and so on.
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The use of gadgets in Indonesia is also a common thing. According to a survey
conducted by the Central Statistics Agency (BPS) regarding Indonesian Telecommuni-
cation Statistics, more than half of Indonesia’s population has connected to the internet
in 2022 (66.48%), and in 2021 it is 62.10%. In terms of age groups, 47.64% of internet
users are in the age range of 2549 years, while 14.69% are aged 19-24 years (Indonesia,
n.d) The data also shows that 24.96% of early childhood use and access the internet.
When broken down, the use of gadgets in children aged 0-4 years or toddlers is 25.5%
while those aged 5-6 years are 52.76%. This percentage is also illustrated through
internet access carried out by toddlers of 18.79% and children aged 5-6 years of 39.97%
(dataindonesia.id) [20].

The increasing use of gadgets in society has various impacts, which can affect
both physical and psychological aspects. In adults, a number of impacts can be felt,
including visual disturbances, impaired concentration, gadget addiction, and disturbed
sleep patterns. Whereas in children, especially in early childhood, it is not recommended
to use gadgets with a variety of impacts that can interfere with children’s growth and
development, including radiation exposure, eye and brain health disorders, obesity,

aggressive behavior [3].

A number of literatures explain the impact of gadget use on early childhood, in a
study preschool children (3-6 years) in Pontianak City, stating that there are psychosocial
development effects, that children tend to enjoy playing with gadgets rather than playing
with peers [21]. This is also reinforced by the results of research that the use of gadgets
in early childhood in Setia Bumi Hamlet, Seputih Banyak District has an influence on
early childhood social development, when children use gadgets, they will be exposed
to content that has elements of violence, and if their use is not accompanied by parents,
children will practice the violent behavior they have watched [4].

The American and Canadian Pediatric Association review states that children aged
0-2 years should not be exposed to gadgets at all. Children aged 3-5 years can only
use gadgets with a duration of 1 hour per day, while children aged 6-18 years are limited
to using gadgets with a duration of 2 hours a day [5]. Ferliana [6] explains from a
neurophysiological point of view, that the brain of children under 5 years old is still in a
developmental stage. Children’s brain development will be more optimal if stimulated
with the five senses directly. If children under the age of 5 often use gadgets, without
being accompanied by parents, it results in a lack of focus on the child, and a lack of

opportunity for children to interact with the surrounding environment.
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The use of gadgets in early childhood is also inseparable from the role of parents
who provide facilities and access to children. Survey data collected by KPAI states that
parents give gadgets to children as a means of seeking knowledge, information, used
to make video writing, so that children often play at home, and so that children are
not outdated. However, it is also generally known that in using gadgets, parents do not

provide assistance to their children.

The role of parents has a central position to know and understand the impact of
gadget use on children, by conducting appropriate supervision and assistance, and

preventing negative impacts that arise.

2. Literature Review

21. Psychoeducation

A specialized method of addressing the challenges of mental change is called psy-
choeducation, which is a course of action offered to individuals and families. The action
modality known as psychoeducation, which is given by experts, combines educational
interventions with psychotherapy [7]. Psychoeducation includes a process of social-
ization and exchange of opinions for patients and professionals, contributing to the
destigmatization of psychological disorders that are at risk of hindering treatment [8].
Psychoeducation can be implemented in various places in various groups or house-
holds. psychoeducational actions have media in the form of records such as posters,
booklets, leaflets, videos and in the form of exploration as needed. the process of
providing psychoeducation is very necessary for family life as the key to the success of

the intervention [8].

2.2. Early Childhood

Early childhood is children who are aged 0-8 years. According to Beichler and Snowman
[9] young children is a child who is between 3-6 years old. Early childhood development
is characterized by an individual’s unique pattern of growth and development in the
areas of cognition, physicality, and growth. patterns of development that are unique
to the phases a kid is going through in terms of physical, cognitive, socioemotional,
creative, linguistic, and communication elements [10]. Considering the phases that the

youngster is experiencing. Based on a range of definitions, the researcher comes to the
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conclusion that a child in the early childhood developmental stage is anyone between
the ages of 0 and 8. those between the ages of O and 8 who are going through a period

of physical and mental development. growth on all levels, mental and physical.

It's common to refer to early infancy as the “golden age” or golden period. Nearly
every child’s potential goes through a delicate period at this age when they grow
and develop aggressively and quickly. Since every person develops differently, no
two children are alike in their growth. Growth and development require both intense
stimulation and nutrient-rich, well-balanced meals. Children can effectively complete
their developmental activities if they receive intense stimulus from their surroundings.

Children are not yet able to reach their full potential during their childhood. realign
themselves with their inner potential. They frequently like to play simultaneously, want
to win by themselves, and alter the rules of the game to suit their own needs. frequently
alter the rules of the game to their own advantage. In order to maximize developmentin
all its forms—physical and psychological—educational endeavors are therefore neces-
sary. It is crucial to develop children’s potential. These potentials encompass linguistic,

cognitive, socioemotional, physical, and other capacities.

3. Method

This study used quantitative research methods with experimental techniques to review

differences in parental knowledge before and after psychoeducation was conducted.

The population in this study were all guardians of PAUD TKM Al-Khoiriyah students.
The sampling technique used in this study was total sampling, namely using all members
of the population as samples in this study with a sample size of 38 people. The
instrument used is a questionnaire sheet of knowledge and efforts of parents about
the use of gadgets in pre-school children. This instrument consists of 5 dimensions
including 1) early childhood growth and development, 2) Screen time in children, 3)
positive impact on gadget use, 4) negative impact of gadget use, 5) parental efforts in

overcoming gadget use in children.

4. Result and Discussion

The results of the questionnaires collected from student guardians were then processed

into descriptive data, which showed the following results.
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TABLE 1: Crosstabulation Data Education Level of Parents and Duration of Using Gadget.

Duration Total

0 1 2 3 4 5

Eg\‘jeclam" 1 o o0 1 1 0o 3
PT 1 o o0 o0 o0 o0 1

sb o0 O 0 o0 1 o 1

SMA9 2 4 2 2 0 19

SMP 2 0 1 3 0 1 7

Total 13 2 5 6 4 1 31

In terms of parents’ level of education, the results showed that one (1) parent had an
elementary school education, one (1) parent had a university education, 19 parents had
an upper secondary education, and 7 parents had a junior secondary education. This

is illustrated through the graph.
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Figure 1: Graphics Education Level of Parents of TKM Al-Khoiriyah Students.

In terms of the duration of gadget use given to children, parents with tertiary education
level gave gadgets for less than 1 hour (1 person). Parents with elementary school
education level gave gadgets with a duration of 4 hours (1 person). Parents with junior
high school education level gave gadgets with a duration of < 1 hour (2), duration of 2
hours (1 person), duration of 3 hours (3 people), duration of 5 hours (1 person). Parents
with an upper secondary education level provide gadgets with a duration of < 1 hour (9
people), 1 hour (2 people), 2 hours (4 people), 3 hours (2 people), 4 hours (2 people).

In terms of pretest and postest scores, the pretest scores showed 5 people in the low
category, 25 people in the medium category. The postest score shows 6 people in the

low category, 22 people in the medium category, and 2 people in the high category.
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Figure 2: Duration of Using Gadgets on Students TKM Al-Khoiriyah.
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Figure 3: Graphics Pretest and Postest Score on Parents.

TABLE 2: Table Normality Test.

Kolmogorov-Smirnov* Shapiro-Wilk
Statistic df Sig. Statistic  df Sig.
pretest .272 31 .000 .870 31 .001
postest .265 31 .000 .895 31 .005

The results of the normality test are shown in the Kolomogrov-Smirnov column which
states that the pretest data is not normally distributed (sig. 0.000 <0.05) while the
postest data shows that the data is also not normally distributed (sig.,000 <0.05).

The results of the assumption test are the basis for determining the hypothesis test
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used using non-parametric statistical techniques with the Wilcoxon Signed Rank Tail
difference test.
The results of the Wilcoxon Signed Rank Tail difference test are shown in the table

below

TABLE 3: Result of Wilcoxon Signed Rank Tail.

postest - pretest
z -2.383°
Asymp. Sig. (2-tailed) .017
a. Wilcoxon Signed Ranks Test

b. Based on negative ranks.

The table in the test statistics output shows a Z value of -2.383 with a 95% confidence
level or sig. 5% and two-sided test. The Z table value is + 1.96. So it can be concluded
that -Z count < -Z table (-2.383 < -1.96). So that there is a difference in knowledge in
mothers after psychoeducation on the impact of gadget use on early childhood. The

probability value shows that the p value is 0.017 (p < 0.05).

TABLE 4: Score Different Value.

N Mean Rank Sum of Ranks
postest - Negative 5 9.60 48.00
pretest Ranks
Positive Ranks 16° 11.44 183.00
Ties 10°¢
Total 31

31data used in the statistical analysis, there are 5 data that have negative before and
after score difference values, 16 data that have positive values, and 1 data that ties. The
smallest value is the negative difference value, which is 5.

The value of r (effect size) is obtained after calculating using the formula r = z/\/N SO
that the effect size (r) value is -0.303 which states that psychoeducation on the impact
of gadget use given to guardians of TKM Al-Khoiriyah PAUD students has an influence
on the moderate category.

Gadgets are a major necessity in today’s digital era. Various groups feel and use
gadgets in everyday life to support activities. Starting from adults to children using
gadgets in daily activities, even early childhood is also not separated from the role of

gadgets in daily life.
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The use of screen time on gadgets is stated to have a number of positive and
negative impacts. Positive impacts that can be given include making calls, sending
messages, searching for information, chatting, and using social media [11]. Gadgets
can also be used to support and increase children’s knowledge and help children to
adapt to technological developments [12]. Gadgets are also used as a learning medium
for children by improving thinking skills with a variety of activities that stimulate and
stimulate creativity, so that with the correct use of gadgets it can increase intelligence
and support children’s cognitive development [13].

In addition to the positive impact of using gadgets in early childhood if not limited
and supervised, it will have a number of negative impacts, on social skills children will
tend to be introverted and prefer to be alone rather than communicate with friends. If
gadgets are used regularly, it can inhibit children’s speaking skills, cognitive abilities will
be inhibited so that it will affect the way children write, learn, and read. In children who
have gadget addiction, it can lead to emotional stress and social relationships emotional

stress and poor social relationships [14].

The above presentation explains that gadgets can affect children’s development if
their use is not limited and supervised by parents. The role of parents is very important in
accompanying children when using gadgets. If parents have low control and non-optimal
supervision of children, it will have a negative impact on children’s social behavior and
intelligence (8) A number of studies explain the low parental control in gadget use
[15], where parents lend gadgets to children parents who let children use gadgets at
inappropriate times [16] and parents’ inconsistency in setting the time to use gadgets
[15].

The Academy of Pediatrics (AAP) and the World Health Organization (WHO) provide
recommendations for screen time rules for early childhood, in early childhood with ages
under 18 months it is recommended to avoid screen time, except video chatting with
close relatives. the age range of 18-24 months the ideal condition is when the child does
not do screen time at all, and if you want to do screen time it is expected to be less
than 1 hour per day only when needed. The age range of 2-5 years is recommended to
do screen time no more than 1 hour per day, and it would be better if it is less than the
specified time. In both age categories, it is expected that children only watch quality

educational content with a companion during screen time [17].

The results of the questionnaire distributed to 31 mothers of TKM Al-Khoiriyah PAUD

students showed that only 13 parents gave screen time to children with a duration
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of under 1 hour, while the remaining 18 people gave screen time to children with a
duration of over 1 hour. Even most of the parents allow their children to play gadgets
with a duration of 3 hours. This is in line with the vulnerable age of 24 years tend
to use smrtphone for 2 hours per day [18]. The results of a survey conducted by Mott
Children’s Hospital on the length of time children use gadgets, 26% of children aged
2-5 years use an average of three hours a day to play gadgets.

Children who use gadgets excessively are influenced by a number of circumstances,
including where they live—in an urban or rural location, for example. It is a common
misconception among parents that providing their kids with electronics is a must of
modern living. But oftentimes, parents neglect to consider the advantages and dis-
advantages of providing their kids with electronics, which can be advantageous or
detrimental depending on how they use them. Providing kids with devices can be
advantageous since they can express their creativity through smartphone games or
imaginative programs that stimulate their senses. [2]. However, if kids use electronics
excessively and without parental supervision, it can lead to addiction and dependency
[14].

The guidance provided by parents is of course also based on the knowledge and
ability of parents in providing assistance and limitation to children in using gadgets. The
results of the pre-test conducted on TKM Al-Khoiriyah PAUD student guardians were
5% of student guardians had knowledge related to the impact of gadget use in the low
category and 25% of student guardians had knowledge related to the impact of gadget
use in the medium category.

Findings from the Michael Cohen Group, which focuses on children’s education, state
that there are 60% of parents who have 12-year-old children who are preoccupied with
gadgets. Furthermore, 30% of them use gadgets simultaneously, and 36% percent of

them do not know the long-term effects of excessive gadget use [14].

The picture related to parents’ knowledge about the impact of gadget use is a
problem that needs to be given a solution in the form of psychoeducation so that parents
can understand the effects produced and increase parental initiative in controlling
gadget use.

Parents are expected to proactively think about the media used by children and talk
about the digital media, and most importantly parents can become mentors in using
the available media, which means that teaching children how to use digital media as a

tool to create, connect, and learn [18].

DOI 10.18502/kss.v9i30.17519 Page 205



KnE Social Sciences ICoPsy 2024

Psychoeducation as an intervention method is carried out by providing information
based on psychological science that can influence the psychosocial well-being of the
community in the form of community education. The emphasis in psychoeducation
is on developing and providing information, developing problem-solving skills, and
developing crisis intervention skills [19]. The results of psychoeducation conducted
to all guardians of PAUD TKM Al-Khoiriyah students are shown through the post-test
results where there are 6 people with knowledge related to the impact of gadget use in
the low category, there are 22 people with knowledge related to the impact of gadget
use in the medium category, there are 2 people with knowledge related to the impact of
gadget use in the high category. The results of the Wilcoxon Signed Rank Tail difference
test show that there are differences in knowledge in mothers after psychoeducation on
the impact of gadget use on early childhood. It can be concluded that there is an
increase in the level of knowledge of the impact of gadget use on the guardians of TKM

Al-Khoiriyah PAUD students.

The role of psychoeducation in increasing parents’ knowledge in understanding the
impact of gadget use and gadget control on children has also been carried out by [19],
which shows that psychoeducation is effective in increasing parents’ knowledge and
understanding of the use of gadgets in early childhood.

The results of the psychoeducation conducted peril be followed up with programs
such as training to make educational games so that children can be actively involved
in activities that stimulate their development rather than games that focus on gadgets,

as well as making family schedules related to gadget use in early childhood.
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