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Abstract—The development of technologies increasingly
rapid such as gadget. It has been widely used in society,
especially among students. Many students use gadget
unefectivel therefore it can decrease the interest in learning
and the event of insomnia. Based on the results of
preliminary study, the results of interviews with 10 students
of first semester S1 Nursing are they used gadgets for more
than 3 hours per day. In the morning when they have class
until midnight, they still use gadget. They use gadget not only
to learn but also to entertain. Moreover, they usually can
sleep at midnight. This research aims to determine the
correlation between the use of gadgets and the interest in
learning with the insomnia in the first semester of S1 Nursing
STIKES Muhammadiyah Kudus. This research belongs to
Correlation Study with cross sectional research design. The
population was 134 students and the sample was 57
respondents. The sampling technique was the Simple
Random Sampling method and it used the Solvin formula.
This research used questionnaire Spearman Rank test.
Therefore, there is a significant correlation between the use
of gadgets and interest to learn with p value 0,001 and there
is a significant correlation between the use of gadget and
insomnia with p value = 0,000. It can be concluded that there
is a correlation between the use of gadgets with interest in
learning with insomnia in the first semester students of
STIKES Muhammadiyah Kudus 2018.
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INTRODUCTION

Education is the important pillar for nation building.
The nation is considered advanced in terms of the level of
higher education. The level of higher education is related
to the quality of human resources. The quality of human
resources becomes the main source in the nation's
development because the quality of human resources is
high so it will facilitate the development of the nation. If
the quality of human resources is low, it will influence the
national development. Improving the quality of human
resources in the field of education has been carried out
with various efforts. Efforts that have been made include,
curriculum changes that increasingly require children to
think more critically and provide adequate facilities and
infrastructure (Shah, 2011).
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Students will get maximum learning results if they
are serious in their learning. Learning activities carried out
both on campus and at home must be based on the desires
that arise from within him. If child has a desire from
within to learn then, the child will have an interest to learn,
then he will try as much as possible to achieve the aims of
learning activities. But there are many factors that make
learning interest in students do not exist. One of them is
the development of technology that increasingly
developing (Dinar, 2010).
The interest of learning is influenced by the
development of increasingly sophisticated gadgets. Many
students abuse gadgets. Now we see teenagers and even
children using gadgets for more than 3 hours. Therefore,
the interest of learning decreased because of gadget. So
they are increasingly lazy to open books, look for
textbooks, and rarely read books. This is one of the case
of their interest in learning decreases (Derry, 2011).
The development of technology and information is
progressing very rapidly, which is marked by progress in
the field of information and technology. Indonesia is one
of the nations involved in the advancement of information
and technology media. The technology developed, one of
them is a gadget. Gadgets are used by all people including
students in elementary school age to adulthood. The
increasing use of gadgets or tools that are easily connected
to the internet has increased from time to time. Currently
approximately 45 million use the internet, and 9 million
are using mobile phone (gadget) to access the internet.
This number is increasing because it is more easily
accessible and affordable prices from smart phones
(Ameliola & Nugraha, 2013).
Gadgets are sophisticated items created with various
applications that can present a variety of news media,
social networks, hobbies, and even entertainment. This
sophisticated item in terms of price is not exactly cheap.
It is not only used as entertainment media but also for
business interests, or work on college and office
assignments. In fact the gadget not only used by adults or
the elderly (22 years and over), adolescents (12-21 years),
but also children (7-11 years), and more ironically,
gadgets are used for children (3-6 years), which should not
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be eligible to use gadgets. There are several factors using
gadget, such as the child's decreased interest, also has
impact on sleep patterns or insomnia (Widiawati, 2014).
In a survey conducted by the Central Statistics
Agency (BPS) in collaboration with the Indonesian
Internet Service Providers Association (APJJII), noted in
Indonesia 2016 the internet users more than half of
Indonesia's population found that 132.7 million
Indonesians were connected to the internet. The total
population of Indonesia is 256.2 million. This indicates an
increase 51.8% compared to the number of internet users
in 2014, the survey conducted by APJJII in 2014 and there
are 88 million internet users.
Based on primary study, most of students use gadgets
more than 3 hours per day. When they study, they also still
use gadgets for social media, chatting with their peers and
at night they still use the gadget until late at night. It also
makes student interest in learning decreases because,
when getting material in lecturing time, they play gadgets.
Therefore, the researcher would like to know the
correlation between the use of gadget and the interest in
learning with insomnia for nursing students
II.

technique is random sampling technique. There are 57
people as the sample in this research
III.

RESULT

This research, there are several data that analyzed
such as age, gander. the duration of using gadget, interest
to learn and insomnia analysis.
First, based on the “age” analysis, the highest
percentage 50,9% come from 19 years old. The lowest is
3.5%, 17 years old. The minimum age is 17 years old and
maximum is 20 years old. Second, based on gander
analysis, 73,3% are female, and 26,3% are male. Third,
based on analysis of the duration using gadget, 84,2%
students use gadget more than 3 hours per day. Fourth,
based on the analysis of interest to learn, there are 59,9%
students are categorized in the enough category, and
49,1% students are categorized into less category. Fifth,
in the analysis of insomnia analysis, 47,4% students are
categorized into “enough insomnia”, 45,6 % students are
high insomnia and 7% students are in the minor category.
The analysis of the use of gadget and the interest to
study can be seen in table 1. Based on table 1, the result
of p value is 0,001 < (α = 0.05). It means that Ha is
accepted, and Ho is rejected. Therefore, it can be
concluded that there is correlation between the use of
gadget and the interest to learn in nursing students

METHOD

This research used Correlation Study, to know the
correlation between two variables. The sampling

TABLE 1. CORRELATION BETWEEN THE USE OF GADGET AND THE INTEREST TO STUDY (N=57)

The Use of
Gadget

Interest to learn

Total

P

R

Less

Enough
Value
(rho)
N
%
N
%
<3 hours
0
0.0
0
0.0
0.001
0.425
3 hours
9
100
9
100
>3 hours
20
41.7
48
100
Total
29
50.9
57
100
Source: Primary data, 2018
value 0,000 <(α = 0.05). Therefore, it can be concluded
To know the relation between the use of gadget and
that Ha is accepted and Ho is rejected if p value <0.05.
the insomnia can be seen in table 2. The results of
There is a correlation between the use of gadgets and the
statistical tests using the Spearman's Test rho obtained p
insomnia in nursing students.
N
0
0
28
28

%
0.0
0.0
58.3
49.1

TABLE 2. THE CORRELATION BETWEEN THE USE OF GADGET AND THE INSOMNIAOF NURSING STUDENTS TAHUN 2018 (N=57)
The Use of Gadget
Incident of Insomnia
Total
P
R
Low
n
0
3
1
4

<3 hours
3 hours
>3 hours
Total

Medium
%
0.0
33.3
2.1
7.0

n
0
6
21
27

High
%
0.0
66.7
43.8
47.4

N
0
0
26
26

%
0.0
0.0
54.2
45.6

n
0
9
48
57

%
0.0
100
100
100

Value

(rho)

0.000

0.476

Source: Primary data, 2018.
IV.

DISCUSSION

Based on the results of research on the use of gadgets
conducted on 57 respondents, the result is 84,2%
respondents use gadget more than 3 hours and only 15,8%
respondents use gadget 3 hours.

In line with research according to Alhuda Sodiq
(2017), this negative-value dependence can affect
students including student interest in learning, health,
sleep disorders (insomnia), behavior, etc. Students are
now very spoiled with gadgets and all kinds of
sophistication. Gadgets that should only be a companion
tool in obtaining information more broadly are now

285

Advances in Health Sciences Research, volume 27

turning functions into a way of life for students because of
their sophistication that can reach the entire world.
In term of the interest to learn, 49.1% have
unfavorable learning interest and 50.9% have good
interest in learning. The loss of student interest in learning
became a terrible scourge for the development of
education. The success of education should be faced by all
of people therefore it can increase the quality of human
resources. But it looks very difficult because of gadget. To
minimize these negative impacts of gadget, as users we
must be more intelligent in using gadgets and using them
wisely tailored to their needs.
Based on analysis in the incidence of insomnia there
were 47.4% of respondents has “moderate insomnia”
categorized, 45.6% has “high insomnia” categorized. The
study found that the majority of insomnia were “moderate
inmsonia”. With the depth interview, the respondents had
trouble in sleeping not because they were doing work but
they play gadgets and often woke up at night. They also
said that before going to sleep, they use gadget. And in the
midnight, they also wake up only to use the gadget.
Therefore, it makes them do not looked fresh in the
morning.
Based on the analysis the correlation between use of
gadget and the interest to study, the p value is 0.001 < (α
= 0.05). It means that there is a significant correlation
between the use of gadget and the interest to learn of
nursing students in STIKES Muhammadiyah Kudus. The
students often used gadgets such as social media and
others in the class. This makes them ignore lecture
material delivery by lecturers. In fact, many of them prefer
to play gadgets rather than focus on learning activities.
The delay in using this gadget has an impact on the loss of
focus when the activity of teaching and learning takes
place. This also has an impact on the appearance of
laziness or a decrease in one's interest in learning.
Based on analysis the correlation between the use of
gadget and the insomnia, the p value is 0.000 < (α = 0.05).
It means that there is a significant correlation between the
use of gadget and the insomnia of nursing students of
STIKES Muhammadiyah Kudus. One of the things that
affects sleep disorders is dependence by gadgets.
Increased waking every night (waking up several times)
which certainly can lead to sleep problems. Moreover, the
higher use of gadgets will result in decreased quality of
sleep or insomnia. Insomnia that occurs in adolescents
will have an impact on physical and psychological health.
Especially those who are still at the educational stage,
insomnia in adolescents can have an impact in terms of
physical health, such as being easily sleepy during the day
which can result in disruption of learning activities in
class. Futhermore, insomnia also can decrease the
concentration of learning which can have an impact on
decreasing adolescent academic achievement. The
inability of students in managing the time to use gadgets
properly and correctly at home or on campus, will have an
impact on irregular resting patterns and sleep patterns so
that it can trigger insomnia. Therefore, the use of gadget
more than 3 hours per day can disturb the sleep pattern
and can cause insomnia.

V.

CONCLUSION

Based on the analysis, it can be concluded that 1).
84,2% respondents use gadget more than 3 hours., 2) there
are 50,9% respondents have “enough category” in the
interest to learn, 3) there are 47,4% respondents have
insomnia in “moderate category”, 4) There is a correlation
between the use of gadgets and the interest to learn, with
p value (0.001) <(α = 0.05). Moreover, based on the
correlation coefficient value 0.425, it means that the
correlation is positive (unidirectional). If the respondents
are using gadgets> 3 hours per day, there is a risk of
decreased interest in learning. 6) There is a correlation
between the use of gadgets and the insomnia, with p value
(0,000) <(α = 0.05). The correlation coefficient value is
0.476, it means that the correlation is positive
(unidirectional). It can be concluded that tif the
respondents are using gadgets > 3 hours per day, there is
a risk of severe insomnia.
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