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                                          Abstract 
Gadgets are modern technological devices that offer a variety of 
interesting features and are easily accessible to various groups, 
including young children. The use of gadgets without parental 
supervision can have a negative impact on children's 
development, especially in social, emotional, and behavioral 
aspects. This study aims to determine the patterns of gadget use 
among young children, identify its impact on their development, 
and understand the role of parents in supervising such use. This 
study employs a qualitative method with a case study approach. 
Data was collected through interviews, observations, and 
documentation, involving children who use gadgets, their 
parents, and other family members. Data analysis was conducted 
in three stages: data reduction, data presentation, and drawing 
conclusions. The results of the study indicate variations in how 
children access gadgets and the emergence of several negative 
impacts, such as social disruption, decreased concentration, and 
behavioral changes. Active parental involvement is essential to 
limit and guide gadget use to prevent it from hindering children's 
development. 

 
INTRODUCTION 

 The modern era we live in today has made gadgets an essential necessity for 
people of all ages, including both children and adults (Yumarni, 2022). Gadgets are 
not only used as communication tools but also to facilitate various other activities. 
However, it has become increasingly common for parents to give gadgets to toddlers. 
The role of parents as playmates is now often replaced by the presence of gadgets 
(Harianti et al., 2025). However, the toddler stage is a crucial period for physical and 
psychological development. Young children should be active to ensure optimal 
physical development. When children are exposed to gadget screens for too long, 
there is a risk that their social development may not be optimal (Hidayat, 2023). 

The early childhood period, specifically ages 1–5, is known as the golden age, 
a critical phase for the development of all aspects of intelligence: intellectual, 
emotional, and spiritual. During this time, children become skilled imitators, exhibit a 
high level of curiosity, and tend to absorb what they see and hear. Therefore, 
introducing gadgets too early has the potential to disrupt their natural developmental 
process. One of the effects is disruption to children's language acquisition (Angeli et 
al., 2023). Additionally, what is more concerning is the impact of gadgets on 
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children's emotional development. Many games on gadgets include competitive 
elements that can trigger frustration. Even adults sometimes feel annoyed when they 
lose a game. In children, this can lead to them becoming easily angry, impatient, and 
having difficulty regulating their emotions (Angeli et al., 2023). 

Currently, both in urban and rural areas, the use of gadgets by children has 
become commonplace. Many parents provide entertaining shows or entertainment 
through gadgets to keep children from crying or disrupting their activities. This habit, 
if done continuously, can lead to dependence in children (Unggul, 2024). The use of 
gadgets by children should be limited. The WHO has established guidelines for 
screen time for children under the age of 5, which is no more than one hour per day. 
Lanca & Saw (2020) state that children aged 1–4 years should not be exposed to 
digital screens for too long. Lestari & Millenia, (2020) add that prolonged screen time 
can affect the frontal cortex of the brain, even producing effects similar to those of 
addictive substances like cocaine. 

According to Law Number 20 of 2003 on the National Education System, 
early childhood education is an effort to nurture children from birth to six years of 
age through educational stimulation to support their physical and mental growth and 
development. Meanwhile, SISDIKAS explains that early childhood encompasses the 
age range of 0–6 years. If gadget use is limited and accompanied by proper parental 
supervision, children can still benefit from the positive aspects of technology. The 
content selected should be educational and not excessive (Rahmi et al., 2024). For 
example, content related to counting, reading, or educational stories that are 
engaging. 

Gadgets can also have other positive effects, including training fine motor 
skills such as finger and wrist movements, improving cognitive abilities through 
educational applications (Miranti & Putri, 2021), and providing a fun means of 
entertainment (Manalu, 2022). Additionally, competitive games can help children 
develop their ability to face challenges and become accustomed to a competitive 
environment. However, the benefits of gadgets can only be fully realized if their use 
is not excessive. On the contrary, uncontrolled use risks causing negative impacts on 
children's motor, cognitive, social-emotional, and physical health aspects, such as 
vision problems and addiction (Rawanita & Mardhiah, 2024). 
 
METHODS 

This study uses a qualitative method with a case study approach (Baxter & 
Jack, 2015; Brennen, 2021; Engkizar Engkizar et al., 2023). Data sources were 
obtained from children aged 3 to 6 years, the parents of these children, close family 
members such as siblings who have a close relationship and are familiar with the 
children's habits in using gadgets. Informants were selected through in-depth 
interviews using purposive sampling techniques, observation, and documentation. 
The selected informants met four criteria: they had a good understanding of the 
research problem, were still active in the field being studied, had time to provide 
information to the researcher, and provided information consistent with the facts 
observed in the field. Data validity was maintained through several important criteria. 
First, credibility, achieved by extending the observation period and maintaining 
diligence in observation. The researcher also used triangulation, including source 
triangulation, method triangulation, and theory triangulation (Engkizar et al., 2024). 
For example, comparing interview results among informants, comparing interviews 
with observation results, and matching findings with relevant documents and 
theories. Data analysis techniques are carried out through three main stages, namely: 
i) data reduction, which is the process of sorting and simplifying raw data obtained 
from the field; ii) data presentation, by organizing data into narrative or visual forms 
for easy understanding; and iii) drawing conclusions, as an effort to understand the 



The Role of Parents in Monitoring Gadget Use by Early Children 

Bunayya: Journal of Islamic Early Childhood Education 

 Vol. 1, No. 1, pp. 28-34, 2025 

 

 

30 

 

  

meaning of the data and identify patterns or trends relevant to the research focus 
(Febriani et al., 2020). 
 
RESULT AND DISCUSSION 
The Use of Gadgets in Early Childhood 

Before discussing the use of gadgets in early childhood, it is necessary to 
explain what gadgets are. According to the dictionary, a gadget is a small electronic 
device that has a specific function. Originally, gadgets were primarily focused on 
communication tools, but with advancements in technology, these devices have been 
enhanced with various features, enabling users to perform a wide range of activities 
with a single gadget, such as making calls, sending messages, emailing, taking photo 
or photographing objects, playing games, and much more. There are several types of 
gadgets, such as smartphones, tablets, laptops, and PlayStation, which have evolved 
alongside the increasing human need for modern and practical media. For example, 
smartphones now come in various operating systems, such as Android, Windows 
Phone, and BlackBerry. 

Gadgets can be used by anyone and for any purpose, depending on the owner's 
needs (Ruhsyahadati et al., 2024). Gadget usage today spans from young children to 
adults. Adults typically use gadgets for communication, searching for information or 
browsing, watching YouTube, playing games, or other purposes. Meanwhile, young 
children's use of gadgets is usually limited and primarily serves as an educational tool, 
for playing games, and watching animations. The duration and intensity of gadget use 
also vary between adults and children (Indrayasa & Suryanti, 2024). Generally, young 
children use gadgets daily, with varying durations. Children use gadgets daily to play 
games and watch YouTube videos, such as animations or children's cartoon series. 

Based on the analysis results, the author found three groups of characteristics 
in gadget usage among young children. First, children who use their own personal 
gadgets, purchased by their parents. This case is commonly found in families with an 
upper-middle-class economic background, where each family member is provided 
with a smartphone, including five-year-old children. The provision of gadgets is 
intended to prevent children from disrupting their parents' activities and keep them 
calm at home. Children in this group tend to have very high usage durations, 
averaging around 6 to 7 hours per day (Mawarni et al., 2024). Second, children who 
use gadgets belonging to their parents or siblings. Gadgets are given as a response to 
the child's whining or crying, which then becomes a habit and develops into 
dependency. Children in this group tend to cry or get angry if they are not given 
access to gadgets. Third, children who purchase Wi-Fi access independently by 
paying Rp2, 000 per hour. This occurs in families with lower-middle-income 
conditions, where parents cannot afford an internet package. Children, especially 
boys aged 5–6 years, use their pocket money to play online games for 1 to 2 hours 
per day. Initially, it was just an experiment, but it later developed into a habit showing 
signs of addiction (Mulyana et al., 2023). 

From the above description, it can be understood that initially, it was the 
parents who introduced gadgets to their children, even before the children could 
speak or read. The fundamental reason parents give gadgets to their children is to 
provide entertaining content that their children enjoy. Additionally, it serves as a 
solution when their children cry, as giving them a gadget usually makes them quiet. 
Thus, the gadget becomes a tool to calm them down. However, because this practice 
is repeatedly carried out by parents giving gadgets to their crying children over time, 
children become addicted to using them again. Furthermore, most parents also give 
gadgets to their children to prevent them from disrupting the activities the parents 
are engaged in or from going outside to play (Rahayu et al., 2021; Syahran, 2015; 
Winda & Dafit, 2021). 
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The Negative Impact of Gadget Use on Young Children 
First, children's social development is disrupted. When children become 

addicted to using gadgets, they lose interest in socializing and interacting with their 
peers. In fact, these children feel more comfortable with their gadgets than with their 
friends (Annisa et al., 2022). At this age, especially between 3 and 5 years old, 
children should be guided to interact with their environment so they can socialize 
and adapt to their surroundings. According to parents, before their children were 
exposed to gadgets and became addicted, they enjoyed playing with their peers, such 
as playing ball, hide and seek, sandbox games, and so on. However, since becoming 
familiar with gadgets and developing gadget addiction, they no longer show interest 
in interacting with their peers; instead, they prefer to isolate themselves while using 
gadgets (Rohmawati & Rofi’ah, 2022). 

Second, loss of concentration. When children become addicted to using 
gadgets, it becomes difficult for them to focus their attention. For example, when 
called or spoken to, they may not hear because their attention is fully occupied by 
using gadgets (Nuraida, 2023). Concentration disorders or attention deficits are 
known as ADHD (Attention Deficit/Hyperactivity Disorder). The use of gadgets, 
especially among young children without parental supervision and control, can have 
negative and harmful effects on children, such as difficulty concentrating, eye health 
issues, unstable emotions, behavioral disorders, and others. 

Third, it can harm eye health. Children who spend a long time using gadgets 
often experience eye pain, such as a burning sensation and redness due to radiation 
from the gadgets. Fourth, it can affect children's behavior. Children who frequently 
use gadgets will experience behavioral changes that can even cause their emotions to 
become unstable, such as becoming easily angry or crying easily. 
The role of parents in supervising gadget use in early childhood 

Parents are the most responsible figures in addressing children's addiction to 
gadgets (T & Nasution, 2023). Why is this the case? This is because children become 
familiar with gadgets because their parents introduce them to these devices (T & 
Nasution, 2023). According to the author's analysis, it is advisable that parents do not 
introduce gadgets to children aged 0-6 years. Let them interact socially with their 
peers. Let them explore their potential and talents in their own world with their 
childlike nature. Do not contaminate them by giving them gadgets. Although initially 
it may seem very “helpful” for parents because giving gadgets to children keeps them 
quiet and does not disrupt their activities, the negative impacts on early childhood 
development are significant (Sari et al., 2020). 

Parents play a significant role in guiding and preventing technology from 
having a negative impact on children (Sinambela & Simanjuntak, 2025). This is 
determined by the child's developmental stage and age, with the introduction and use 
of gadgets divided into several age groups. For children under 5 years old, gadgets 
should only be used for introducing colors, shapes, and sounds. This means that 
children under 5 years old should not be given too many opportunities to play with 
gadgets. At this age, the focus should not be on the gadget itself, but on the role of 
the parents. After all, gadgets are merely one tool for educating children. However, 
for children who have become addicted to using gadgets, parents must be firm in 
monitoring and limiting the duration of their gadget use (Riwu & Barus, 2023). Even 
if the child initially protests and cries, parents must be firm and find ways to divert 
the child's attention away from the gadget. For example, by taking the child to a fun 
children's playground. This approach can help divert the child's attention away from 
the gadget (Setiadi et al., 2024). 

In addition, parents should avoid using gadgets in front of their children so 
that their children will completely forget about playing with gadgets. This is in line 
with the opinion Yuliantika et al (2024) that the factor causing young children to 



The Role of Parents in Monitoring Gadget Use by Early Children 

Bunayya: Journal of Islamic Early Childhood Education 

 Vol. 1, No. 1, pp. 28-34, 2025 

 

 

32 

 

  

become addicted to using gadgets is because they see their parents frequently using 
gadgets, which makes them curious about the gadgets and ask their parents for them. 
 
CONCLUSION 

Based on the above description, it can be concluded that i) the use of gadgets 
among young children can be divided into three groups, namely children who use 
their own personal gadgets (purchased by their parents), children who use their 
parents' or siblings' gadgets, and children who purchase Wi-Fi access at a cost of 
2000 per hour. ii) The effects of gadget use among young children include disrupted 
social development, loss of concentration, impaired eye health, and unstable 
behavior, such as being easily angered or prone to crying. iii) The role of parents in 
supervising children's gadget use is that parents should not introduce gadgets to their 
children. However, for children who have already become addicted to using gadgets, 
parents should be firm in supervising and limiting the duration of their children's 
gadget use. 
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