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Abstrak 

Penelitian ini bertujuan untuk menganalisis hubungan intelnsitas 

penggunaan smartphone dengan perilaku agresif anak di TK IT Bina 

Insani Kabupaten Serang. Penelitian ini menggunakan statistik 

deskriptif korelasi dengan pendekatan kuantitatif. Teknik 

pengambilan sampel yang digunakan dalam penelitian ini adalah 

teknik sampel sampling jenuh yang terdapat di Non-Probability 

Sampling. Teknik pengumpulan data yaitu angkelt (kuelsionelr) 

intensitas penggunaan smartphone dan perilaku agrelsif serta foto 

kegiatan pengisian kuesioner. Sedangkan teknik analisis yang 

digunakan yaitu melnggunakan Pelarson Product Momelnt delngan 

menggunakan SPSS. Hasil dalam pelnellitian ini menunjukkan nilai 

koelfisieln korellasi sebelsar 0,578, yang menunjukan bahwa 

hubungan hubungan searah dan kuat. Berdasarkan hasil nilai 

signifikansi antar variabell intelnsitas pelnggunaan smartphonel dan 

agrelsif memiliki nilai signifikansi 0,003 < 0,05 yang belrarti telrdapat 

korellasi yang signifikan. Maka dapat disimpulkan bahwa intelnsitas 

pelnggunaan smartphonel delngan pelrilaku agrelsif melmpelngaruhi 

pelrilaku di TK IT Bina Insani. 

Abstract 

This research aimed to analyze the relationship between the 

smartphone use intensity and children's aggressive behavior at SDIT 

Bina Insani, Serang Regency. This research used descriptive 

correlation statistics with quantitative research. The sampling 

technique used in this research was the deep sampling technique found 

in Non-Probability Sampling. The data collection technique was a 

questionnaire about smartphone usage intensity, aggressive behavior, 

and photos of questionnaire-filling activities. Meanwhile, the analysis 

technique used was Pearson Product Moment using SPSS. The 

research  results showed a correlation coefficient value of 0.578, 

showing that the relationship was in the same direction and strong. 

Based on the results of the significance value between the intensity 

and aggressive smartphone usage variables, the significance value 

was 0.003 <0.05, meaning there was a significant correlation. 

Therefore, the smartphone use intensity and aggressive behavior 

influenced behavior at Bina Insani IT Kindergarten. 
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INTRODUCTION 

Information and communication technology systems have provided various 

facilities in the world, which currently make the world a small ball globally (SL, 

M., Hanakelri, P. A., & Aminabhavi, V. A. SL, Mamatha Hanakelri, Pooja A 

Aminabhavi, 2016). One of the technologies currently used by humans is gadget. A 

gadget is an object or item created specifically in this advanced era to help 

everything become easier and more practical than previous technology (Zubaidah, 

2017). Generally, children and teenagers nowadays often use gadgets intensively. 

They use it excessively so that it can influence their social and emotional functions. 

Most children and teenagers have smartphones, laptops, game consoles, tablets, and 

iPads (Refnandes et al., 2022). The use of electronic gadgets has increased rapidly 

in the world today, especially among children, as a result of addiction (Master et 

al., 2016). 

Early introduction of gadgets in children can have both positive and negative 

impacts. This is influenced by several factors, such as frequency, duration, and 

parental supervision. The use of gadgets as a basic learning material for children 

will have positive impacts, such as increasing their creativity and thinking. This can 

arise in parents and children, as well as being strict in setting time limits for children 

in playing with gadgets. On the other hand, if parental supervision is lacking and 

there is no explicit effort to set time limits for children playing with gadgets, it can 

have a negative impact. Children can develop negative characteristics such as 

shyness, lack of self-confidence, selfishness, and stubbornness (Zubaidah, 2017). 

Health problems are one of the serious impacts caused by gadgets. Children 

spend more time using gadgets and ignore their appearance, screen fatigue, screen 

distance, and length of use will affect their vision and health. Spending too much 

time on gadgets can cause eye irritation and hearing problems, lying at home, and 
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worse, lack of physical activity. Gadgets also make children aggressive. Some 

children become more emotional when they cannot find gadgets around them and 

become paranoid when they do not have gadgets (Zati et al., 2019). 

A child's frequency or intensity of using gadgets will influence their mental 

and emotional development. Research conducted by the University of Western 

Australia through a survey of 2,600  students who stared at gadget screens for a 

long time showed that 45% of 4-year-olds and 80% of 8-year-olds spent more than 

two hours playing with gadgets a day (Risnawati, 2016). 

The positive impact of using smartphones includes adaptation to 

developments over time because it helps children develop adaptive functions. This 

means adapting to the surrounding environment and current developments (Amez 

& Baelrt, 2020). It makes it easier for children to hone their creativity and 

intelligence, such as coloring, reading, and writing applications that are fun because 

they are equipped with pictures or as learning media. Children only need a little 

energy and time to read and write textbooks. 

Apart from the positive impacts, several negative impacts are not conducive 

to children's growth and development, namely influencing children's behavior, 

including imitating scenes in videos, reducing interaction with the surrounding 

environment, and causing children to become addicted. If a child regularly uses a 

smartphone, other things, such as radiation from the smartphone, can damage his 

brain's nervous tissue (Chusna, 2017). This can also lead to aggressive, selfish, and 

challenging behavior (Mukarromah, 2019). It can also interfere with children's 

growth and development because smartphones have complex functions such as 

cameras, videos, games, etc. Without adult supervision, this feature can disrupt the 

learning process at school. 

Based on this background, research is needed regarding the relationship 

between the intensity of smartphone use and aggressive behavior at 3-6 years of 

age, carried out at TKIT Bina Insani, Serang Regency. This research aimed to 

analyze the relationship between the intensity of smartphone use and the children’s 

aggressive behavior at TKIT Bina Insani, Serang Regency. 
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LITERATURE REVIEW  

Smartphones are mobile phones with an operating system for the public, with 

functions for SMS and telephone calls and applications according to users' needs 

(Oliver, 2019). A smartphone is a mobile phone with capabilities similar to a 

computer’s (Daeng et al., 2017). Smartphones are a development of cellular 

telephones that contain facilities and features so that they can be said to be 

smartphones (Dihan, 2010). In the beginning, smartphones, or what we usually 

know as cell phones, only functioned for communication. As time passes, 

smartphones have features for internet access and various applications. 

Smartphones, if used correctly, can bring many benefits to their users. Parents 

should monitor young children if they are exposed to smartphones, and parents need 

to remember that smartphone use can have both positive and negative impacts. The 

positive impact of using smartphones includes adaptation to current developments 

because it helps children develop adaptive functions. This means the ability to adapt 

to the surrounding environment and current developments (Amez & Baert, 2020). 

Make it easier for children to hone their creativity and intelligence, for example, 

with fun coloring, reading, and writing applications because they are equipped with 

pictures or as learning media. Children do not need more energy and time to learn 

to read and write paper books. 

Apart from the positive impacts, several negative impacts are not conducive 

to children's growth and development, namely affecting children's behavior, such 

as imitating scenes in videos, reducing interaction with the surrounding 

environment, and making children addicted. If a child regularly uses a smartphone, 

other things, such as radiation from the smartphone can damage the brain's nervous 

tissue (Chusna, 2017). In addition, this can lead to aggressive, selfish, and defiant 

behavior (Mukarromah, 2019). It can also interfere with children's growth and 

development because smartphones have complex functions such as cameras, 

videos, games, etc. Without adult supervision, this feature can disrupt the learning 

process at school. 

Aggressive behavior has several definitions explained by several experts. 

Experts use the term "aggression", which is defined as behavior or actions intended 

to cause physical or verbal injury (Pangarsa, 2018). Verbal forms in early childhood 
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include the pronunciation of "dirty" words, which the child may not understand and 

only imitate. Usually, children carry out aggressive actions to achieve certain goals 

(Juhrodin, 2022). It is bullying or physically attacking other people. Aggressiveness 

is a child's response to frustration (Khaironi, 2018). This behavior is usually 

associated with painful biting and hitting behavior. Deliana in Khairani stated that 

violent behavior usually begins at the age of 2 years, and this behavior is still often 

seen (Syamsu, 2004). 

The World Health Organization (WHO) in 2019 released regulations 

regarding "Screen Time" for children under five. Screen time is a term that 

describes the duration of interaction with television, computers, smartphones, 

digital tablets, and video games. Babies under 1 year old should not have cell 

phones or iPads. Meanwhile, children between 2 and 5 years should not spend more 

than 60 minutes using a smartphone or tablet every day (Priyoambodo & Suminar, 

2021; Yustanta & Fitrian, 2022). 

The American and Canadian Association of Pediatricians stated that children 

aged 0-2 years should limit the amount of time they play on smartphones to around 

1 hour per day, while children aged 3-5 years should only limit their exposure to 

smartphones. The American and Canadian Association of Pediatricians also stated 

that the duration of smartphone use is important for parents because it impacts on 

children's behavior. Based on the description, there are special limitations and 

requirements related to the use of smartphones. The guidelines in question are forms 

of using smartphones such as games, YouTube, and other applications (Damaiyanti 

et al., 2020). 

 This is a challenge in the digital era with high technology and various forms 

of online games, television shows, and YouTube. Children born in the digital era 

are familiar with smartphones and tablets. As time passes, children are inevitably 

connected to increasingly popular smartphones. Nowadays, it is not uncommon to 

see young children proficiently using smartphones (Zaini & Soenarto, 2019). As 

time goes by, children cannot be separated from smartphones, which are 

increasingly widely circulated. Thus, nowadays, it is not strange to see that young 

children are already adept at using smartphones. 
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METHODOLOGY 

This research used descriptive correlation statistics with quantitative research. 

Descriptive correlation is a research style intended to discover the relationship 

between two variables in a group of research results (Suryana, 2015). The research 

methodology is cross-selective and uses questionnaires as an investigative tool. 

This research aimed to analyze the relationship between the intelligence of 

smartphone use and aggressive behavior in early childhood at TK Bina Insani, 

Serang Regency.  

The population in this research consisted of all students at TKIT Bina Insani, 

Serang Regency, with a total of 45 parents. In this research, the author used a 

complete sampling technique found in Non-Probability Sampling (Sugiyono, 

2015). Sugiyono (2015) defined deep sampling as a sampling technique in which 

all members of the population are used as samples. This is often done when the 

population size is relatively small, or the researchers want to make generalizations 

with minimal errors. Another term for a complete sample is a census, where all 

population members are sampled. Thus, from the explanation of the sample 

technique above, the researchers did not determine the samples because all 

members of the population were studied. The samples taken by the research team 

were all children from TKIT Bina Insani, Serang Regency, with a total of 45 

parents. 

In research, appropriate data collection techniques are the steps that scientists 

must pay attention to. By carrying out strategic improvements, researchers will have 

accurate and valid data. Each research study certainly consists of various methods. 

The data collection instrument in this research used a questionnaire. 

The questionnaire used in this research was intended to collect data about the 

intensity of smartphone use and aggressive behavior of early childhood children at 

TKIT Bina Insani, Serang Regency. 
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Table 1. Instrument Grid 

No Variable Indicator Total 

1 The 

Smartphone 

Use Intelnsity  

Duration or length of smartphone use per 

day 
4 

Frequency level of smartphone use 

throughout the day 

4 

2 Early 

Childhood 

Aggressive 

Behavior 

Physical aggression 9 

Verbal aggression 5 

Upset aggression 7 

Hostile Attitude 8 

 

RESULTS AND DISCUSSION 

Research results 

1. Data Instrument Feasibility Test 

Before carrying out the research, the researcher must first carry out testing 

of the validity of the statement items contained in the questionnaire. This validity 

test is carried out to determine whether the statement items used to measure 

parenting patterns and student resilience are valid. This validity test consists of 

validity testing by 3 experts. The assessment aspects include clarity, content 

accuracy, relevance, content validity, no bias, and language accuracy.   

 

Table 2. Intraclass Correlation Coefficient Reliability Test of Expert 

Validation 

Intraclass Correlation Coefficient 

 

Intraclass 

Correllationa 

95% Confidelncel 

Intelrval F Telst with Truel Valuel 0 

 Lowelr 

Bound 

Uppelr 

Bound Valuel df1 df2 Sig 

Singlel 

Melasurels 
.242b -.221 .516 1.520 1 2 .122 

Avelragel 

Melasurels 
.827c -.743 .516 1.520 1 2 .122 

 

Table 2 shows the results of ICC calculations using SPSS v.22. The results of 

the analysis showed that the average agreement between individual raters was 
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0.242, while the consistency rate was 0.827, which means it has high stability 

(Streiner & Norman, 2008; Yudha, 2020).  

 

2. Data Description of Smartphone Use Intensity 

The data obtained for the intensity variable of smartphone use were obtained 

from the results of a questionnaire distributed to 45 respondents. The data were 

processed into statistical data using SPSS v22. With a total of 4 questions, each of 

which has 4 alternative answers. 

Table 3. Statistical Data for Smartphone Use Intensity Variables 

Statistics 

 Smartphonel Use Intensity 

N Valid 45 

Missing 0 

Melan 27.22 

Meldian 29.00 

Model 32 

Std. Delviation 5.580 

Minimum 15 

Maximum 32 

Sum 1225 

The Table above shows that the average value was 27.22, the mean was 29, 

the mode was 32, the standard deviation was 5.58, the minimum score  was 15, and 

the maximum score was 32. 

After the mean value and the deviation standard were obtained, the 

researacher categorized data based on empirical statistics. This categorization has 

3 categories: high, medium, and low. Following are the score calculations on the 

smartphone use intensity variables: 

1) High = X > (Melan + 1 SD) 

 = 27.22 + 5.58 

 = 32.8 

2) Medium = (Melan – 1 SD) < X < (Melan + 1 SD) 

 = 27.22 - 5.58 < X < 27.22 + 5.58 

 = 21.64 < X < 32.8 

3) Low = X < (Melan – 1SD) 

 = 21.64 
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Based on the results of the calculations above, it was known that the 

categorization frequency distribution table for smartphone use intensity variables 

as the following: 

Table 4. Categorization Distribution of Smartphone Use Intensity Variables 

No Criteria Frequency Percentage  

% 

1 X > 32.8 21 46.67 

2 21.64 < X < 32.8 17 37.78 

3 X < 21.64 7 15.56 

 

The table shows the value in the high category was 46.67% with a total of 27 

respondents, in the medium category was 37.78% with a total of 17 respondents, 

and in the low category was 15.56% with a total of 7 respondents. This can be seen 

in the variable intensity of smartphone use and the three categories at TKIT Bina 

Insani the high category is dominant. 

 

3. Aggressive Data Description 

The data for the aggressive variables were obtained from a questionnaire 

distributed to 45 research groups. The data were processed into statistical data using 

SPSS v22. There are 4 questions, each of which has 4 alternative answers. Table 5 

shows that the mean was 82.73, the median was 82, the mode was 80, the standard 

deviation was 11.929, the minimum score was 51, and the maximum score was 114. 

 

Table 5. Statistical Data of the Aggressive Variable 

Statistics 

Aggreslsive   

N Valid 45 

Missing 0 

Melan 82.73 

Meldian 82.00 

Model 80a 

Std. Delviation 11.929 

Minimum 51 

Maximum 114 

Sum 3723 
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a. Multiplel models elxist. Thel 

smallelst valuel is shown 

 

After the mean score and deviation standard were obtained, the researchers 

carried out data categorization based on experimental statistics. This category has 

3 categories: high, medium, and low. Following are the calculations score on the 

aggressive variable: 

1) High = X > (Melan + 1 SD) 

 = 82.73 + 11.929 

 = 94.659 

2) Medium = (Melan – 1 SD) < X < (Melan + 1 SD) 

 = 82.73 - 11.929< X < 82.73 + 11.929 

 = 70.801 < X < 94.659 

3) Low = X < (Melan – 1SD) 

 = 70.801 

Based on the results of the calculations above, it is known that the distribution 

table for the frequency of increasing levels in the aggressive variable is: 

 

Table 6. Categorization Distribution for Smartphone Use Intensity Variables 

No Criteria Frequency Percentage  

% 

1 X > 94.659 5 11.11 

2 70.801 < X < 94.659 32 71.11 

3 X < 70.801 8 17.78 

 

The table shows the value in the high category was 11.11% with a total of 5 

respondents, in the middle category was 71.11% with a total of 32 respondents, and 

in the low category was 17.78% with a total of 8 respondents. Thus, the aggressive 

variables and in the three categories in TK IT Bina Insani,  the medium category 

was dominant. 

4. Hyphothesis Testing 

The correlation test in this research used Pearson Product Moment using 

SPSS v22. The basis for determining the strength of the relationship between 

variables on the score result of the correlation coefficient is as follows: 

a) Correlation coefficient score of 0.00 – 0.25 = very weak relationship 
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b) Correlation coefficient score of 0.26 – 0.50 = sufficient relationship 

c) Correlation coefficient score of 0.51 – 0.75 = strong relationship 

d) Correlation coefficient score of 0.76 – 0.99 = very strong relationship 

e) Correlation coefficient score of 1.00 = perfect relationship  

Table 7. Correlation Test Results 

Correlations 

 

 Smartphone 

Use Intensityl 

Aggressi

ve 

Smartphone Use 

Intensityl 

Pelarson 

Correllation 
1 .578 

Sig. (2-taileld)  .003 

N 45 45 

Aggreslsive Pelarson 

Correllation 
.578 1 

Sig. (2-taileld) .003  

N 45 45 

 

Based on the correlation results above, the correlation coefficient value was 

0.578, which shows that the relationship is in the same direction and strong. Based 

on the results of the significance value between the smartphone use intensity and 

aggressive variables, the significance value was 0.003 <0.05, which means there 

was a significant correlation. Therefore, it can be concluded that smartphone use 

intensity and aggressive behavior influenced behavior at TKIT Bina Insani. 

 

Discussion 

This research aimed to explore the relationship between smartphone use 

intensity and aggressive behavior in early childhood. This research discussion 

describes the research results and refers to relevant previous research. 

Previous studies by Anderson and Dill (2000) highlighted that exposure to 

media with social elements can increase levels of aggression in children. Even 

though this research focuses more on visual media, including television and video 

games, the basic concepts can be applied to smartphone use, which often includes 

multimedia content access. 
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Twenge and Campbell's research (2018) is also relevant in this context, 

although they focus more on teenagers. Their findings showed that increased 

smartphone use was associated with health problems occurring in teenagers, 

including depression and anxiety. Even though the participants in our research were 

young children, these findings indicated that the impact of smartphone use on 

children's behavior and well-being was an important topic that required attention. 

It is important to remember that this research did not establish a causal 

relationship between smartphone use intensity and aggressive behavior in young 

children. The correlation found only reflected the existence of a statistical 

relationship between these two variables, and other factors that might influence 

aggressive behavior need to be considered. 

The research results showed a positive correlation between smartphone use 

intensity and aggressive behavior in early childhood. These results are in line with 

previous research findings discussion the impact of digital media on children's 

behavior. 

Apart from that, the results of this research have important implications for 

the care of young children. Parents and caregivers should consider the extent to 

which they allow their children to use smartphones and monitor the type of content 

they are allowed to consume. In addition, educational and child health institutions 

can use these findings to design programs and interventions aimed at reducing the 

negative impact of smartphone use on children's behavior. 

Overall, this research increases understanding of the complexity of the 

relationship between smartphone use intensity and aggressive behavior in early 

childhood by referring to previous research discussing the impact of digital media 

on children's behavior. Further studies could further investigate factors that may 

mediate this relationship and help develop further guidelines for managing 

smartphone use in young children.  

 

CONCLUSION 

This research analyzed the relationship between smartphone use intensity and 

aggressive behavior in early childhood. The research results showed a positive 
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correlation between these two variables, indicating that the higher the smartphone 

use intensity, the higher the aggressive behavior. 

While the results of this research provide a further understanding of the 

impact of smartphone use on children's behavior, it is important to remember that 

the correlation found only reflected the statistical relationship between these two 

variables. Other factors that may influence aggressive behavior in children, such as 

parenting and family environment, need to be considered in this context. 
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