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Abstract: Since the advent of the pandemic, students exposed to gadgets were even more 

dependent than ever before. This study aims to analyze tertiary students' gadget screen time usage 

during the pandemic. The proponent used a descriptive research via online survey as the primary 

data gathering tool. The study subjected the gathered data to statistical treatment. Results show 

that students responded that it is "important" and they "agree" to reduce gadget screen time use. 

The students also "agree" on the context of expectations about screen time use, and they "often" 

observe a family model of screen time use in their households. Furthermore, significant differences 

were found in the attitude, self-efficacy, expectations, and family model of screen time use when 

grouped according to demographic profile. Finally, the proponent shared some implications at the 

end of the study.  
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INTRODUCTION 
With the widespread impact of the 
pandemic, people turned their lives into 
different forms of mechanisms to adapt to 
the change. Although gadgets have already 
been part of our lives, during the pandemic, 
we cannot help but rely more than ever on 
them, especially among the students who 
depend on these apparatuses and even 
more due to lockdowns. As defined by an 
editorial article, screen time is the 
cumulative time that an individual spends 
looking at or watching the screen of a 
gadget (which includes but is not limited to 
television, video screens, computer, 
smartphones, video games, or tablets) 
(Anuradha, 2019). During the COVID-19 
pandemic, there was a significant increase 
in screen time exposure. One study proved 
an increased knowledge about gadget 
addiction (Rafidah et al., 2022). The COVID-
19 pandemic increased the use of the 
internet, which causes addiction among 
adolescents (Putri et al., 2022). 

Different studies have shown that 
gadget screen time has varying degrees of 
importance and advantages as well as 
adverse effects and disadvantages to 
students. In general, the average screen 
time exposure for children and adults 
varies between 2 hours (Nair et al., 2022) 
to 5 hours (Aroob et al., 2021; Yeluri et al., 
2021, Shahid et al., 2021; Othman et al., 
2020). This time is more than one-fifth of 
an individual's 24-hour life expenditure. 
The mentioned average time can also vary 
depending on leisure, work, or studying 
activities. 

Studies link gadget screen time 
exposure to different health concerns and 
conditions. For example, a study showed 
that gadget screen time affects sleep quality 
(Nair et al. 2022; Baby et al., 2021; Foo et 
al., 2021; Handayani et al., 2021; Amelia & 
Ramdani, 2019; Shanmugasundaram et al., 
2019), as well as academic performance 
(Yeluri et al., 2021). In terms of screen time 
exposure among children with migraine, 
research linked it to internet addiction and 
more time on smartphones compared to 

healthy children (Gautam et al., 2022). 
Another study linked mobile screen time to 
elevated blood pressure (Nathania et al., 
2022). In addition, screen time among 
children and adolescent leads to incidences 
of adiposity/ obesity (Handayani et al., 
2021; Tripathi & Mishra, 2020) and eating 
difficulty (Yohana & Mulyono, 2021). There 
was also a link between screen time with 
nutritional status and the development of 
children (Maqfiro et al., 2021) and 
depression among university students 
(Aroob et al., 2021). 

Some studies pertain to the role of 
the family in screen time exposure. For 
instance, a cross-sectional study revealed 
parental characteristics in their children's 
screen time (Koirala et al., 2021). Parents 
prefer more interactive online learning to 
facilitate learning (Lau & Lee, 2020). But in 
another study, parents of the students do 
not limit their screen time (West et al., 
2021) which is quite a debate to consider. 
On the other hand, some parents 
accompany their children, especially when 
using their gadgets (Konca, 2021). 

Too much screen time exposure 
also affects students' academic 
performance to some extent. However, 
studies showed that too much gadget 
exposure did not significantly impact 
academic achievement (Mabaroh & 
Sugianti, 2021; Raca et al., 2021). On the 
other hand, a group of investigators proved 
an association between academic 
achievement and time spent with the 
electronic gadget (Othman et al., 2020). 
Regardless of the circumstances, whether 
too much screen time affects academic 
performance positively or negatively, 
managing it will be a hassle for students. 

Local studies in the Philippines also 
showed some exciting screen time usage 
among students. One, in particular, tackled 
the relationship between screen time usage 
and sleep management (Taguinod, 2022). 
In another study, researchers tried to find 
the association between the duration of 
gadget use and socio-emotional difficulties 
among students (Dizon et al., 2019). From a 
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different perspective, parents also set rules 
in screen time exposure and other 
management on misbehavior using digital 
technology (Paguirigan & Paguirigan, 
2022). On average, millennials spend 3-4 
hours daily on social media and gadgets 
(Delelis et al.,2018). It is noteworthy as 
well that not all students have the capacity 
to have devices like laptops or tablets for 
learning which is why they have higher 
levels of consequence-related COVID-19 
anxiety (Cleofas & Rocha, 2021). From 
these few revelations from selected 
references, the impact of the COVID-19 
pandemic on students was unpleasant and 
full of challenges and some drawbacks. 

From the literature mentioned 
above, the study began delving into another 
perspective on how students in higher 
education institutions see themselves in 
dealing with screen time exposure. 
Therefore, this study's main objective is to 
analyze the gadget screen time use of 
students from selected higher education 
institutions in Central Luzon, Philippines. 
Specifically, it aims to determine the 
students' attitude, self-efficacy, 
expectations, and family model towards 
reducing screen time use. 

The result of this study can become 
a basis for higher education institutions to 
manage students' exposure to gadgets and 
find alternative means to deliver learning 
in a less hazardous way until the pandemic 
subsides and everyday school life will 
return soon for the students. 

 
 

METHODS 

 

Design 

This study employed descriptive survey 
research to achieve the main objectives of 
the study. A descriptive study intends to 
"describe" a particular event or 
characteristics of a sample for a specific 
population. With the help of an online 
survey via Google Form, the study gathered 
enough data for the analysis. Since the 
study intends to assess the screen time use 
of students in selected higher education 

institutions in Central Luzon, Philippines, 
the said research design is applicable.  
 
Respondents 
Three hundred nineteen (319) voluntary 
respondents participated in the said online 
survey. Since the data gathering was still 
during the pandemic, the research 
employed a convenience sampling 
technique to obtain enough respondents 
for the study. To be included in the survey, 
the following criteria must be met: a) 
should be a bona fide student studying in 
any recognized higher education institution 
in Central Luzon, Philippines; b) should be 
currently enrolled in the academic year of 
2021-2022; c) should have a gadget (e.g., 
smartphone) with internet capability; and 
willing to participate in the survey. 
 
Instrument 
The study used a modified research 
questionnaire from the previous paper of 
Filho et al. in 2021, which comprises the 
different factors associated with screen 
time among students. The research 
questionnaire contained the following 
parts: a) Demographic Profile; b) Attitude 
Toward Reducing Gadget Screen Time Use; 
c) Self-Efficacy Toward Reducing Screen 
Time Use; d) Expectations of Screen Time 
Use, and e) Family Model Screen Time Use. 
Based on the previous study where the 
research questionnaire originated, the 
internal consistency of their instrument 
was between 0.70 to 0.85, which is already 
a good indication of their instrument's 
reliability. 
 
Data Analysis 
With the help of software, SPSS 23, the data 
gathered underwent analysis using the 
following statistical tools: frequency, 
percentage, mean, and Kruskal-Wallis. 
Before the actual analysis of the data, the 
study also performed a test of normality. 
After determining that the data were not 
normally distributed, the study employed a 
non-parametric test. The mentioned 
statistical tools decided on the descriptive 
and inferential statistics for the analysis to 
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assess the screen time use of the 
respondents. 
 
 
RESULT  
 
In this section, the research tries to provide 
vital information to attain the research 
objective, which is to assess the gadget 
screen time use of students in higher 
education institutions. The following tables 
below present the results of the study. 

 
TABLE 1. Demographic profiles of the 
respondents 

Profiles f % 
Gender 
Male 
Female 
I prefer Not to say 

 
104 
207 

8 

 
32.60 
64.89 
2.51 

Civil Status 
Single 
Married 
Prefer Not to say 

 
309 

7 
3 

 
96.86 
2.19 
0.95 

Ave. Family 
Monthly Income 
Below 5,000 
pesos 
5,000-15,000 
pesos 
16,000-25,000 
pesos 
26,000-35,000 
pesos 
36,000 pesos and 
above 

 
 
 
 

106 
 

134 
 

57 
 

13 
 

9 

 
 
 
 

33.23 
 

42.01 
 

17.87 
 

4.08 
 

2.82 
Course 
BEED 
BSED 
BSTM 
BSHM 
BSBA 
BSA 
BSCS 
BAComm 
BSN 
Others 

 
28 
74 
37 
45 
29 
28 
55 
7 

13 
3 

 
8.78 

23.30 
11.60 
14.11 
9.09 
8.78 

17.24 
2.19 
4.08 
0.94 

Year Level 
First Year 
Second Year 
Third Year 

 
83 

123 
95 

 
26.02 
38.56 
29.78 

Fourth Year 18 5.64 
GPA/ GWA 
Below 75% 
76%-80% 
81%-85% 
86%-90% 
91%-95% 
96% above 
No Response 

 
2 

14 
54 

129 
96 
11 
13 

 
0.63 
4.39 

16.93 
40.44 
30.09 
3.45 
4.08 

Total 319 100 
 
Table 1 shows the demographic profile of 
the student respondents. As seen from the 
table, more than 60 percent of the 
respondents were female. On the other 
hand, most of the respondents were still 
single regarding their civil status. More 
students have a monthly family income of 
5,000-15,000 pesos. At the same time, more 
respondents took the Bachelor of 
Secondary Education (BSEd) course. More 
than one-third of the respondents were in 
the second-year level. Lastly, more students 
have a GPA/GWA of 86%-90%. 
 
TABLE 2. Attitude toward reducing gadget 
screen time use 

Statement Mean Interpretation 
1 2.88 Important 
2 2.58 Important 
3 3.18 Important 

Average Mean 2.88 Important 
Legend: 1.00-1.49= Not Important; 1.50-
2.49=A little Important; 2.50-3.49= 
Important; 3.50-4.00=Very Important 
 
Table 2 shows the frequency of the 
responses and the mean computation from 
the study's survey to assess students' 
attitudes towards reducing gadget screen 
time use. As seen from the table, 
statements one, two, and three got a 
general response of “important," as implied 
in the study's frequency and mean 
distribution. This result suggests that 
students recognize the idea of limiting 
themselves in their exposure to their 
gadgets at the same as the advantages and 
disadvantages of using devices in learning 
and other leisure. 
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TABLE 3. Self-efficacy toward reducing screen 
time use 

Statement Mean Interpretation 

1 2.85 Agree 
2 2.52 Agree 
3 2.39 Disagree 
4 2.76 Agree 
5 2.50 Agree 
6 2.31 Disagree 
7 2.96 Agree 
8 2.90 Agree 
9 2.92 Agree 

10 2.86 Agree 
11 2.91 Agree 

Average 
Mean 

2.72 Agree 

Legend: 1.00-1.49=Strongly Disagree; 1.50-
2.49=Disagree; 2.50-3.49= Agree; 3.50-
4.00=Strongly Agree 
 
Table 3 displays the frequency and mean 
distribution of the students' responses 
regarding self-efficacy toward reducing 
screen time use. One can deduct from the 
presentation that items three (3) and six 
(6) generated scores with a "disagree" 
response among the students. The two 
entities also generated the lowest mean 
scores among the statements in the study. 
The rest of the accounts fall under the 
interpretation of "agree," so does the 
average mean of the study. This result 
means that in terms of students' self-
efficacy, they rated themselves as efficient 
in reducing screen time use of their 
gadgets.  
 
TABLE 4. Expectations of screen time use 

Statement Mean Interpretation 

1 2.87 Agree 
2 2.93 Agree 
3 2.79 Agree 
4 3.02 Agree 
5 2.29 Disagree 
6 2.56 Agree 
7 2.73 Agree 
8 2.61 Agree 
9 2.67 Agree 

10 2.74 Agree 

11 2.97 Agree 
12 2.92 Agree 

Average 
Mean 

2.76 Agree 

Legend: 1.00-1.49=Strongly Disagree; 1.50-
2.49=Disagree; 2.50-3.49= Agree; 3.50-
4.00=Strongly Agree 
 
Table 4 displays the frequency and mean 
distribution of the responses of the 
students in terms of expectations of screen 
time use. One can glean from the table that 
only item 5 displayed a reaction of 
"disagree," wherein the computed mean 
value supported it. The rest of the items 
generated enough results to fall under the 
interpretation of "agree." The average 
mean for the expectations of screen time 
use also had the same remarks of "agree." 
The study's result disclosed that most 
students have a particular expectation that 
needs to be followed for their screen time 
use.  
 
TABLE 5. Family model screen time use 

Statement Mean Interpretation 

1 2.65 Often 
2 3.10 Often 
3 2.51 Often 
4 2.61 Often 
5 2.76 Often 
6 3.01 Often 
7 2.51 Often 
8 2.58 Often 

Average 
Mean 

2.72 Often 

Legend: 1.00-1.49=Never; 1.50-
2.49=Sometimes; 2.50-3.49= Often; 3.50-
4.00=Always 
 
Table 5 exhibits the frequency and mean 
distribution of the respondents in terms of 
family model screen time use. As presented 
in the table, item 2 displays the group's 
highest mean score, which falls under the 
interpretation of "often." On the other 
hand, items 3 and 7 showed the lowest 
mean values, corresponding to "often" in 
the performance. The overall mean falls 
under the interpretation of "often" also. 
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This study result assumes that the family 
influences how the students manage screen 
time exposure. 
 
TABLE 6. Significant differences using Kruskal-
Wallis Test 
Profile 1 2 3 4 

A .265 .476 .361 .014* 
B .113 .021* .041* .636 
C .534 .731 .100 .000* 
D .081 .197 .379 .004* 
E .212 .848 .049* .070 
F .049* .937 .458 .160 

Legend:  A=Gender 
  B=Civil Status 
  C=Income 
  D=Course 
  E=Year Level 
  F=GPA/GWA 
Note: *p < .05 
 
The study performed a Kruskal-Wallis test 
to determine if there were any variations in 
the students' responses when they were 
grouped into their demographic profiles. 
The data in the study were not normally 
distributed based on the normality test 
performed before the inferential test; thus, 
the data analyst performed the non-
parametric test. As observed in the table for 
variable 1 (attitude toward reducing gadget 
screen time use), the inferential statistics 
only found a significant difference in terms 
of the student's Grade Point Average (GPA). 
For variable 2 (self-efficacy toward 
reducing screen time use), the computation 
only generated a significant difference in 
civil status. In variable 3 (expectations of 
screen time use), the calculation found 
substantial differences in terms of civil 
quality and year level of the students. 
Lastly, for variable 4 (family model screen 
time use), the study found significant 
differences in gender, civil status, average 
family monthly income, and course of the 
students. Based on the table, the mentioned 
demographic profiles revealed a p-value 
lower than the alpha level of significance of 
.05. Therefore, it is safe to conclude that 
there are significant differences found 
among the four variables when grouped 

according to the students' demographic 
profiles.  
 

DISCUSSION 

The objective of this study was to 

determine the gadget screen time use of 

higher education students in Central Luzon, 

Philippines. 

Based on the study's result, the 

students' demographic profile provided a 

glimpse of the general status of their 

personal characteristics. As exhibited in the 

study, a good number of students were 

female, single, with monthly family income 

within 5,000-15,000 pesos, enrolled in 

Bachelor of Secondary Education, second-

year level with a GWA/GPA between 86-

90%. There are some similarities that the 

current study has with the previous one in 

terms of gender, year level (Delelis et al., 

2018), and low socioeconomic status (Nair 

et al., 2022). This result is not as 

remarkable as it seems since the study 

focused on students in higher education 

institutions. It is essential to establish, 

however, the general characteristics of the 

sample population to analyze the extent of 

the study. 

For the first variable of the study, 

the attitude of students toward reducing 

screen time use, the current study revealed 

that it is essential for them to manage their 

screen time exposure. One research 

concluded that the lockdown following the 

COVID-19 pandemic changed the various 

aspects of students' lifestyles, wherein their 

exposure to screen time increased (Ranjbar 

et al., 2021).  

For the self-efficacy of students in 

reducing screen time use, the study 

revealed that students are self-efficient in 

reducing screen time use. But a study 

showed that parents could not control their 

children's smartphone usage as children 

consider it a form of deprivation of their 

rights (Buabbas et al., 2021). To another 



Asio, J.M.R.  SHE Journal 
 

330 

 

study, time management and academic self-

efficacy function as mediators between 

digital competence and stressors (Galindo-

Dominguez & Bezanilla, 2020). 

In the case of students' expectations 

of screen time use, the study respondents 

agreed on the different items which 

explored the expectations during the 

screen time exposure. Thus, parents or 

guardians should set ground rules for their 

children’s screen time exposure or use 

(Eyimaya & Irmak, 2021). A study also 

exposed that parent stress levels increased 

during the school closure due to more 

hours of media screen time in children 

(Seguin et al., 2021). 

In the context of the family model 

for screen time use, the respondents 

revealed that their households often have 

televisions and personal computers for 

family use. A related study showed that 

children live in a digital home environment 

where parents accompany their children 

using digital technologies (Konca, 2021). 

Another research article also concluded 

that the home environment, parental 

behaviors, role modeling, child preferences, 

and school policies influence screen time in 

the home (Arundell et al., 2020).   

Finally, since the study tried to 

elicit if there are some degree of variations 

in the responses of the students, the 

inferential statistics showed some 

significant results. There was a substantial 

difference in the students' attitude 

regarding screen time use when grouped 

according to their GPA/GWA. As for the 

students' self-efficacy, there were 

significant findings regarding civil status. 

For the expectations of the students, 

significant variations were seen for civil 

quality and year level. And for the family 

model, there were substantial differences 

in gender, income, and course of the 

students. In a previous study the 

investigators showed that family factors 

explained the 14% variance, which 

suggested that aside from other factors, an 

immediate social environment also plays a 

role in students' excessive internet use 

behavior (Faltynkova et al., 2020). A study 

also revealed that parental mental health 

decreased due to the loss of child care and 

school (Hartshorne et al., 2021).  

 
CONCLUSION 
 
From the previous results and discussion of 
the study, the researcher concluded the 
following: 

The respondents' demographic 
characteristics were as follows: female, 
single, with a family monthly income 
between 5,000-15,000 pesos, taking up a 
Bachelor in Secondary Education course, 
second-year level, and with a GPA/ GWA 
between 86%-90%. 

The students generally answered that 
they must reduce their screen time 
exposure. The students also agreed on the 
different perspectives regarding their self-
efficacy in reducing screen time use. In 
terms of the students' expectations for 
their screen time use, they generally agree 
on the various items mentioned in the 
survey. Finally, the students answered 
often for the different mentioned gadgets 
mentioned for the family model of screen 
time use. 

Statistical inferences showed 
significant differences in the attitude 
toward reducing gadget screen time use in 
terms of GPA/GWA; self-efficacy in 
reducing gadget screen time use in terms of 
civil status; expectations of screen time use 
in terms of civil status and year level; and 
family model of screen time use in terms of 
gender, monthly family income, and course 
of the students. 

 
IMPLICATIONS 
Based on the following results, discussion, 
and conclusion of the study, the researcher 
as a result of this presents the following 
implications: 
1) For the family, a constant reminder and 

practice of gadget screen time off are 
highly advisable, especially in this era 
of technological reliance on youth. 



Asio, J.M.R.  SHE Journal 
 

331 

 

2) For the student, effective time 
management and the notion of not 
relying too much on gadgets help 
promote self-efficacy, for instance, 
reading books, journals, magazines, and 
other written materials for school 
activities and assignments. 

3) For the institution, encourage a digital 
environment with a greater emphasis 
on human communication and 
interactive learning inside and outside 
the school premises. 

4) For the teachers/ instructors, provide a 
curriculum that utilizes digital and 
traditional teaching and learning 
methods for students so that they will 
not rely too much on gadgets for their 
learning. 
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