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ABSTRACT 
 

One of the communication tools that are often used today is a 
gadget. Gadget communication tools are one of the results of 
technological advances at this time. Over time many children and 
teenagers have used gadgets as both entertainment and learning 
media. As we know that the gadget screen itself uses small writing 
compared to books. So this results in a closer reading distance and 
will certainly increase the need for vision in its use which can cause 
visual symptoms such as eye fatigue blurred vision dizziness and 
dry eyes.This research is a type of quantitative research using 
analytic method with a retrospective design with a sample of 30 
people with a total sampling technique. This research was 
conducted by carrying out eye examinations and filling out 
questionnaires by respondents to determine the impact of using 
gadgets on eye health problems in students at SDN 20 Pangsid 
Sidenreng Rappang Regency. The data obtained were then analyzed 
by univariate and bivariate using chi-square test. The results of this 
study are the results of measuring the intensity of gadget use and 
the status of eye health problems in students after filling out the 
questionnaire and eye examination using the Snellen chart the p-
value 0.000 with a significance level of p < a (0,05) which means 
There is an Impact of Use Gadgets Against Eye Health Disorders in 
Students of SDN 20 Pangsid Sidenreng Rappang Regency. 
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INTRODUCTION 

One of the communication tools that are often used today is a gadget. Gadget 

communication tools are one of the results of technological advances at this time. Over 

time many children and teenagers have used gadgets as both entertainment and learning 

media. As we know that the gadget screen itself uses small writing compared to books. So 

this results in a closer reading distance and will certainly increase the need for vision in 

its use which can cause visual symptoms such as eye fatigue blurred vision dizziness and 

dry eyes. This can happen when using gadgets for a long time and excessively (Puspa et 

al. 2018). 

The use of gadgets that continues to grow affects many things including eye health 

problems especially in children this occurs due to prolonged use of gadgets at close 

distances especially when playing online games. The habit of playing gadgets with close 
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and long distances can cause visual disturbances such as eye fatigue which makes the eyes 

red watery eyes sore eyes and blurred vision (Millatun Nadlifah & Novitasari, 2018). 

At this time many children experience eye health problems this is due to the use of 

gadgets for a long time poor body position when using gadgets and frequent use of gadgets 

in dark places so that this can lead to a lack of sharp eyesight in children (Putra et al, 2018) 

The eyes of children can actually adjust to be able to see in focus even though they 

are looking at the gadget screen at a close distance because the eyes of children still have 

the ability of the eye lens to thin and thicken when focusing the incoming light. However 

if this continues to occur it will have a negative impact on the child's eyeball which will 

experience changes in growth resulting in the walls of the eyeball becoming weak causing 

various health problems in the eye (Mardiana et al. 2019). 

In this modern era, the use of gadgets is very much needed in everyday life. Gadgets 

are all electronic goods that have special uses, the form can be in the form of mobile 

phones, PC computers, laptops, tablets, smartphones, video games, and others. The 

number of Internet users in Indonesia in 2016 was 132.7 million users or about 51.5% of 

the total population of Indonesia of 256.2 million. Internet users by age, the most users 

are aged 35-44 years at 29.2% and for ages 10-24 years to reach 18.4% or 24.4 million 

users (APJII, 2017). 

Children with the habit of playing gadgets with the distance between the gadget 

screens to the eyes of less than 30 cm will experience visual impairment by 66.7%. The 

use of gadgets with a distance of less than 30 cm can cause health problems in the eyes 

such as blurred vision eyes become tired sore and feel itchy (Nunung Nurjanah, 2020). 

Based on a survey conducted by the Basic Health Research (Riskesdas) in 2013 the 

prevalence of blindness was 0.4%, then validated by the Indonesian Ophthalmologist 

Association (Perdami) of 0.6%. Based on the age group, the highest severe low vision rate 

was in the age group 75 years with 13.90%. While in the 5-14 year age group it was 0.03% 

(Riskesdas, 2013). 

According to data on visual impairments worldwide in 2010 there were 285 million 

or (4.24%) of the population 39 million or (0.58%) of people suffering from blindness 

and 246 million or (3.65%) of people experiencing decreased vision function. 

(Kementerian Kesehatan RI, 2014). 

In 2013 the prevalence of visual acuity disorders in school-age children was 0.8 in 

West Java. The prevalence of vision is more common in children in rural areas than in 
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children in urban areas. This can be seen based on Riskesdas data in 2013 where the 

prevalence of vision in children in urban areas is 0.8 while in rural areas it is 1.1%                                   

(Rudhiati et al. 2015). 

According to research by (Riska Wandini et al, 2020) regarding the relationship 

between gadget use and children's eye health in elementary school it was stated that the 

results of the examination showed that 106 children 55.8 used gadgets badly while 90 

children 47.4 had health problems. eye. From the results of statistical tests the results 

obtained P-value 0.003 or P-value 0.05 which means that there is an influence between 

the use of gadgets on eye health in children in elementary schools. 

METHODS 

This research was conducted at SDN 20 PANGSID. on May 3 to July 5, 2022. This type 

of research is a quantitative study using analytics where researchers try to find out how 

and why health phenomena occur. The research design used was retrospective. The 

population in this study were all 5th grade students of SDN 20 PANGSID who collected 30 

students by taking samples using total sampling. In this study, data and information were 

collected from respondents using a questionnaire. Data were analyzed by univariate and 

bivariate. 

RESULTS 

Based on the age group is 10 years namely 53.3% and by gender the most gender is 

21 men namely 70.0%. 

Table 1 : Characteristics of Respondents 

Variable Frekuensi (F) Percentage (%) 

Age   

10  years old 16 53.3 

11  years old 14 46.7 

Gender    

Male  21 70.0 

Female  9 30.0 

Total 30 100 

Based on the gadget use variable it was found that the respondents with low gadget 

use intensity were 19 people 63.3% while the high gadget usage intensity was 11 people 

36.7% while for the eye health status variable eye examination using the Snellen chart 
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Respondents found no complaints. as many as 18 people 60.0% while there were 

complaints as many as 12 people 40.0%. 

Table 2. Distribution Frequency of Respondents Based on Intensity of Gadget Use and 
Status of Eye Health Disorders 

 
Variable Frekuensi (F) Percentage (%) 

Intensity of Gadget Use   

Low 19 63.3 
Tall 11 36.7 

Eye Health Status   

No Complaints 18 60.0 

There Are Complaints 12 40.0 

Total 30 100 

Based on the table 3, it shows that based on the chi-square test the p-value 0.000 

which has a significance value of 0.05 it can be concluded that there is an impact of using 

gadgets on eye health in students at SDN 20 Pangsid. 

Table 3. The Impact of Gadget Use on Health Problems Eyes on Disciples 
 

Use of 
gadgets 

Eye Health Disorders 
Total P=value No Complaints There Are 

Complaints 
n % n % n % 

0,000 
Low  18 94,7 0 0 18 60 
Tall  1 5,3 11 100 2 40 

Total  19 100 11 100 30 100 
 

DISCUSSION 

When conducting an eye examination using a Snellen chart with a distance of 6 

meters between the Snellen chart and the respondent the results showed that there were 

respondents who experienced eye health problems such as blurred vision respondents 

could not clearly see the letters indicated by the researcher. And the results of filling out 

the questionnaire were also found that there were some respondents who used gadgets 

with an intensity of time that exceeded the normal limit. This happens because the eyes 

leak gadget screens too often and often use gadgets in dark places with abnormal gadget 

light coupled with poor body position when using gadgets causing the eyes to become 

tense and tired this causes interference. eye health one of which is blurred vision. 

The results of research conducted by (Wandini, R., et al, 2020) Based on the results 

of statistical tests, obtained p-value 0.003 or p-value <0.05, which means that there is an 
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effect of using gadgets on children's eye health at Al Azhar I Elementary School Bandar 

Lampung In 2019. Based on the results of the study, it is known that the OR value is 2.571 

(1.422 -4.648) which means that children who use gadgets poorly have a 2.571 times 

greater chance of experiencing poor eye health problems as well. 

The results of this study are in line with research (Muallima et al. 2019) which states 

that there is a significant relationship between the variable frequency of gadget use and 

decreased visual acuity with the chi-square test results obtained p= 0,000 (p<0,05). The 

results showed that 58 (51.8%) students used gadgets excessively with decreased vision 

then 10 (8.9%) students used gadgets excessively with normal vision while 23 (20.5%) 

students used gadgets. with normal frequency and normal vision then as many as 21 

(18.8%) students use gadgets with normal frequency with decreased vision. 

The author's research is in line with research conducted by (Rahmawati, 2018) 

regarding the relationship between gadget use and visual acuity in grade VII and VIII 

students at MTS Riyadlatul Fallah Jombang which shows that there are differences in 

visual acuity between students who use gadgets with normal vision and students using 

gadgets with abnormal vision. There is a significant difference where normal visual acuity 

with the use of gadgets is 5 (7%). Visual acuity is almost normal with the largest use of 

gadgets as much as 8 (11%) and low visual acuity with the use of gadgets as much as 15 

(21%). The results of the statistical test showed a significant value of 0.000. Significant 

effect using p with an error rate of 0.05. Because the value of p= 0,000 (p<0,05) then H0 

is rejected which means that there is a relationship between gadget use and visual acuity 

in students at MTS Riyadlatul Fallah Jombang. 

This study is also in line with research conducted (Diningsih, K. C, 2018) entitled the 

relationship of the effect of using gadgets on the decrease in visual acuity in students of 

SMP Negeri 30 Makassar City where from the analysis test results it was found that there 

was a significant relationship between the duration of gadget use and a sharp decline. 

vision in SMP Negeri 30 Makassar students where as many as 39 (76.5%) respondents 

use gadgets with abnormal durations while 12 (23.5%) respondents use gadgets with 

normal durations. 

According to research by (Ekawaty. D, et al 2018) about the effect of using gadgets 

on eye health problems in PAM Makassar Pilot State Elementary School Students. see the 

results of the Chi-Squer test is P-value = 0,820 (P-value ≥ a = 0,05), then the results show 

that Ha is rejected and H0 is accepted. Which means that there is no influence between 
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the use of gadgets on eye health problems in children. The results of the study obtained 

that 69.7% of children used gadgets in a good way and did not experience eye health 

problems. Meanwhile 2.3% of children use gadgets in a bad way and experience eye health 

problems. 

The results of this study are in line with research conducted by (Wahyu, 2020) the 

results of the study of the p . value value 0.000 so < α (0,05) means that there is a 

relationship between use of gadgets with distraction eye health with an r value of 0.444 

which means that the two variables have a relationship which is medium it means more 

children use gadgets within normal limits the eye health will also be maintained. 

According to the research of (Nisaussholihah, N, et al,  2020) About the effect of using 

gadgets on the incidence of myopia in school-age children (4-17 years) at the eye clinic of 

the Sunsari Islamic Hospital Surabaya that distance in using gadgets greatly affects eye 

health problems such as the occurrence of myopia in children. school age (4-7 years). 

Most of the respondents use gadgets with a distance of 30 cm so it is very influential on 

eye health. Some respondents also use gadgets in a lying position with a duration of 2 

hours but this has no significant effect on the occurrence of myopic eye health problems 

in children. 

A good position for using gadgets should be by sitting. In a sitting position users can 

more easily keep their eyes away from the gadget screen. Compared to lying down when 

the user uses the gadget in a lying position the body will not feel relaxed and the eyeballs 

will work harder in following the location of objects on the cellphone screen so that it can 

cause eye health problems (Mumtaza, 2019) 

According to the researcher after an eye health examination was carried out and the 

respondents filled out the questionnaire sheet it was found that there was a significant 

impact on the health of students' eyes due to the use of gadgets. As we know that the eye 

is a very important sense tool for humans with our eyes we can get various information 

and carry out daily activities the eye is included in a sensitive organ therefore we need 

awareness in maintaining its health one of which is by not using the gadget excessively 

for a long time and the visibility is too close to the gadget. And in this study it was found 

that there were several respondents who experienced eye complaints such as blurred 

vision and could not see the letters clearly shown by the researcher this happened due to 

the use of gadgets with bright gadget backlight contrast and the intensity of gadget use 

that exceeded normal limit or 3 hoursday therefore we need awareness to be wiser in 



Hasanuddin, I., Zainab., Harianto, D.A/ Comprehensive Health Care Vol. 6, No.3 Desember 2022 

 
  99 

using gadgets. 

CONCLUSIONS 

Based on research that has been conducted at the SDN 20 Pangsid school, the results 

of the impact of using gadgets on eye health problems in students at SDN 20 Pangsid, 

Sidenreng Rappang Regency. there are 11 respondents (36.7%) who use gadgets with 

high intensity. there were 12 respondents (40.0%) who experienced eye health problems. 

As we know it is sensitive that the eye is a very important sense tool for humans, with our 

eyes we can obtain information and carry out daily activities, the eye is included in an 

organ which, therefore, needs awareness for us to take care of it, one of which is not using 

gadgets excessively for a long time and the viewing distance is too close to the gadget. 
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