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A study on impact of electronic devices on youngsters
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Abstract

A study has been conducted on 200 volunteers in Hyderabad. Among them 77 were Male and
123 were Female volunteers. The age ranges of the students vary from 15 to 25 years with an
average age of 21 years. Most of the respondents possess two or more than two technological
gadgets. The questionnaire had been framed based on the problems associated with the
excessive usage of electronic devices. The study has been conducted on the areas like how
much duration does the volunteers use the devices, the position in which they use the device,
the health hazards they were facing because of the excessive usage like stress, headache,
anxiety, depression, with-drawl symptoms etc. The volunteers who use the device more than
6-8 hrs had also shown disturbances in their logical thinking and memory level.
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1. Introduction

The convergence of communication and computing for mobile consumer devices is on the
evolutionary course to bring interoperability and leverage the services and functions from each
and every industry. In this process of convergence the Smartphone‘s are the leading devices
taking the front end and playing the role of universal mobile terminal. As a marketing strategy
the Smartphone term was introduced in the market, referring a new class of mobile phones that
provides integrated services from communication, computing and mobile sectors including
voice communication, messaging, personal information management (PIM) applications and
wireless communication capability ™.

In real sense Smartphone is a mobile phone with advanced features and functionality beyond
traditional functionalities like making phone calls and sending text messages. The Smartphone
are equipped with the capabilities to display photos, play games, play videos, navigation, built-
in camera, audio/video playback and recording, send/receive e-mail, built in apps for social
web sites and surf the Web, wireless Internet and much more. Due to same reasons the
Smartphone‘s now become a common choice for consumers along with the use in business as
it was initially intended for business users only [,

The latest surveys show that the popularity of Smartphone‘s is increasing in general public
with the more paces then it is increasing in Corporations. Initially the Smartphone‘s were only
perceived for business use due to their cost and application, but not today, today we are in a
frenetic Smartphone society populated with the Smartphone‘s from many vendors providing a
range of advanced functionalities and services on a piece of hardware 1. Today Smartphone‘s
enable consumers, advertisers and publishers how to better engage, socialize using the
ubiquitous experience this advanced platform by leveraging it‘s of the firm. The focus of
income statement is on the operating revenues and expenses. User groups of financial reports
for decision—making require data related to all easy to use and availability characteristic (4],
The widespread usage of smartphones around the world has attracted the focus of several
researchers to study the behaviour of smartphone users and the consequential effects on their
health and well-being.

A study in Singapore by Ong et al.; focuses on the typing force and thumb motion during
texting on a cell phone. Typing forces were measured using four load cells in a force plate
arrangement fitted into the phone casing, while the thumb motion was captured based on a
motion capturing system working at a frame rate of 120 Hz using a 6-camera reflective
marker. This study did not find any incidence of peak forces in the right column of the keypad.
The results of the research indicated that the incidence of peak force was linked to high
angular displacement in flexion of the IP joint (end joint of the fingers) and in thumb

opposition of the metatarsophalangeal joints (MCP) joint [%,
~ 283~



The Pharma Innovation Journal

A study about the relationship between life stress and
smartphone addiction was performed by Chiu at Taiwan
University. Although numerous studies have examined the
factors that influence smartphone addiction, few have
analyzed the potential protective factors inherent to
individuals that may benefit future intervention programs for
smartphone addiction Thus, Chiu study established a model
for analysing the mediating effects that social self-efficacy
and learning self-efficacy have on the relationship between
students’ smartphone addiction and perceived life stress (1.

In another study by Sharan et al. about the upper extremities’
MSDs, they concluded that cell phones and gadgets that
promoted the predominant only thumb usage or only one
finger usage during texting or control usage were associated
with a higher MSDs prevalence. They also found that an
effective treatment way is performed using a sequenced
rehabilitation protocol 71,

Berolo et al. performed a study in a Canadian university
population to achieve three goals: Specifying seven measures
of cell phone use distribution, determining the distribution of
the MSDs of upper extremity, upper neck and back, and to
find the relationship between MSDs and cell phone use.
Results of this study revealed that 84% of participants
reported pain in at least one part of the body and the most
common pain was at the bottom of the right hand thumb €1,

In another study by Eapen et al. in India aiming to find the
prevalence of MSDs in the upper extremity associated to
smartphone use, they found that the overall prevalence of
MSDs in the upper extremity is found to be 18.5%. The most
significant symptoms was found in the thumb. The most
common symptoms reported by the respondents were pain
and fatigue [,

Chany et al. compared small cellular clamshell phones and
traditional office phones in the development of discomfort
and muscle fatigue over time when using phones. They found
that the development of discomfort and fatigue during phone
use is influenced by phone design and human anthropometry.
In addition, the design of the phone dictated the style of the
grip, resulting in differing fatigue levels and discomfort. The
severity of the discomfort is influenced by the anthropometry
and fatigue present in the hands and shoulders 1%,

Another study conducted in the United Arab Emirates aiming
to investigate smartphones impacts on society and also how
smartphones are going to transform culture, social life, the
technology landscape and other diverse aspects of modern
society. The study summarized the impacts that smartphone’s
have on society and also concluded how these impacts affect
the society. The study also recommended solutions to reduce
the negative impacts of smartphones and add more benefits of
this exiting technology. In recent years, the ownership and
usage of smartphones have become widespread, especially
among young people in Jordan. 4,

The smartphones, being a very new invention of humanity,
became an inherent part of human’s life. The smartphone
combines different sophisticated features. It allows users to
keep pictures, memories, personal info, correspondence,
health and financial data in one place. Smartphones also
became an integral part of modern telecommunications
facilities. In some regions of the world, they are the most
reliable or only of available phones. The phones allow people
to maintain continuous communication without interruption of
their movements and distances.

Smartphones and handheld devices (HHD) combine advanced
computing capability, such as internet communication,

information retrieval, video, e-commerce and other features,
that makes the device is one of the necessities for many
people. “Mass cell phone mobilization” covered humanity
probably ten or fifteen years ago. According to GSMA
Intelligence, the number of mobile devices is 7.22 billion
while the US Census Bureau says this figure is still between
7.19 and 7.2 billion. The growing number of smartphones and
smartphone owners raises a concern about phones’ effect on
human health and life. A world-wide popularization of
smartphones and a little knowledge about their side effects
triggered the author to start research on effects of
smartphones on human health and life. Merriam-Webster
dictionary defines the smartphone as “a cell phone that
includes additional software functions (as e-mail or an
Internet browser)”. In this research, the author implies the
handheld devices that have cellphone futures. The highlights
of this research include recent scientific facts and research
analysis of the smartphones on human health and life. The
author also discusses advantages and disadvantages of
smartphones’ usage by people and brings examples of those
who refuse to use smartphones.

“Mass cell phonization” revealed proponents and opponents
of cellphone users. Cellphones’ proponents state that devices
enhance safety, deliver education, improve transparency and
root out corruption, strengthen democracy and provide access
to the market, while opponents see various health risks and
nature pollution.

1.1 Effect of electro-magnetic waves on human brain

The smartphone is a source of the eminence of
electromagnetic waves. Numerous studies have been
conducted in the past years to identify the effect of
electromagnetic waves emitted from the cell phones on
human health. The topic has been studied for a long time, but
in past, it touched on a rather narrow circle of people, mostly
staff of broadcast and specialized radio stations. Even at that
time, measures taken to protect people from radiation apply
only on those who work near powerful sources of radiation.
And despite the revolutionary changes in the field of tele-
communications, as well as many discoveries and emissions,
the impact of electromagnetic waves of different frequencies
hotly debated ever since. As soon as mobile phones more and
more part of our lives, the world is continuing research to
proof whether cell phones are harmful to human health?
Today there is no official statement announced by laboratory
or medical center to answer this question. The complexity of
the analysis of the statistical data makes the task more
difficult for researchers. The impact of harmful radiation
emitted from cell phones waves is still being studied 12,

2. Methodology

This study is based upon the intensive fieldwork conducted in
Hyderabad. The fieldwork was conducted during the month of
December 2018 to February 2019. A pilot study was
conducted in the month of September, 2019 before the
commencement of the fieldwork. The choice of both the study
area and purpose are also dependent upon the previous
observation. The sampling method used to select the study
area was purposive one. Both the quantitative and qualitative
methods were used for the analysis of the data. Ms Word and
Ms Excel were used for the data analysis.

2.1 Study Area
The study is conducted in different areas of Hyderabad. The
places selected for the research work were majorly among the
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young members of the families, students and IT professionals
in the hostels and few volunteers are from the Joginpally B.R.
Pharmacy College.

2.2 Sample

A purposive sampling method was followed to collect
information from 200 students of the institute out of which 77
were male and 123 were female students. The age range
varies from 15 to 30 years. The average age of the total
sample was 21 vyears. Being a technical institute the
representation of the female students is less. That is why there
is a disparity in the number of samples of male and female
students in present study. The sampled people vary from
Intermediate, B. Pharm/B. Tech to IT professionals. The
numbers of participants from each category of courses are 8,
103 and 89 respectively. In the present study participants,
students and respondents are used interchangeably.

2.3 Methods of Data Collection

The questionnaire used in this study is a structured one. The
first part of the questionnaire is consisting of the declaration
and the demographic profile of the participants followed by
four sections. The latter four sections were containing close
ended questions regarding the use of the technological
gadgets and the present health status of the participants. The
following data were collected by the team and the reports
were attached.

2.4 Demographic details of the users

In our study among 200 volunteers, out of which there 77
were male and 123were female volunteers. The percentage of
the male population was found to be 54% and the female
population was 46%.

|ll...
.If
.I

Female

Demographic Graph

2.5 Gender Difference in the Purpose of use

The purposes behind the use of the tech-devices in case of
male participants differ from that in case of female
participants. The male respondents are giving 70% of time for
entertainment purpose, 17% for study purpose and 13% for
communication purpose where in case of female respondents;
it is 55%, 25% and 20% respectively (Table No 1). From the
results, it is evident that females use the services slightly more
for studies and communication than their male counterparts.
However, male students use the services mostly for
entertainment.

In Section-A of the questionnaire contains questions
regarding the use of the gadgets in a tabular form. The time
spent with the gadgets and services by the respondents was
asked provided options like 1-2 hrs, 2-4 hrs, 4-6 hrs, 8-10 and
>15 hrs against each gadgets and services. Time spent for the
purposes of use of the gadgets and services was also asked.
The percentage calculation of the respondents was made as
per the time spent with the gadgets and time spent for the
purposes. In the present study the use of the gadgets for more
than 6 hours is regarded as addictive use by the respondents.
In section-B of the questionnaire some questions were asked
about the dependency of respondents on the technological
gadgets and services. Out of 12 questions, question number 5,
8 and 10 were negative statements and therefore were reverse
coded for calculation. All questions were in 5-point Likert-
scale, where 5 refer to strongly agree and 1 refers to strongly
disagree. The score in this 5-points scale varied from 10 to 50.
The score from 34 to 50 is regarded as high, from 17 to 33 as
moderate and from 10-16 as low dependency.

As dependency determines the addictive behaviour, so the
more the dependency the more will be the addiction among
the respondents.

In both the sections-C and D some questions regarding the
present health status and social behaviour were asked. The
percentage of the respondents having health problems and
problematic social behaviour was calculated. Finally the
results yielded from these two sections were compared with
the results of section A and a comparative analysis was made
to 16 know the impacts of the addictive use of tech-devices on
mental health and lifestyle of the respondents.
Semi-structured and unstructured interviews were conducted
with the students regarding the use of the tech-gadgets and
services and its impact on their health and social status. These
types of interviews were chosen for this study because the
study deals with the youth and it also consists of the
information about health. On spot changing of the question is
required for getting correct information from the participants.
The data collected through this process was helpful for
qualitative analysis in the study.

3. Results and Discussion

3.1 Possession of Technological Gadgets

To analyse the addictive use of the tech-devices it is necessary
to consider the possession of them by the youth. The more
number of gadgets one will have the more time of him/ her
will be spent with those. It is clear from the data that all most
all of the respondents i.e. up to 99% of them are using
one/two gadgets perday. Among them 71.5% respondents are
using Mobile as a Gadget, 39.5% are using Laptop, 24.5%
television, 11.5% Desktop and 3% are using | pad. (Fig No 1).
It shows the fondness of the young participants towards the
tech-devices and services.

Table 1: Possession of the Gadgets by the Respondents

S. No | Type of Gadget used | No. of Users | % of Usage
1. Television 49 24.5%
2. Laptop 79 39.5%
3. | pad 6 3%
4. Mobile 143 71.5%
5. Desktop/System 23 11.5%
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Fig 1: Possession of the Gadgets by the Respondents

The availability of something always forces the use of that
product as it is the nature of the human being to do so. In
other words, the more one can have the more one can use. So
due to this availability the use of the tech- gadgets are
increasing in significant manner. One of the interesting
features of new gadgets is that they provide lots of fun and
amusement with each new edition. This keeps the youth
hooked to the gadgets for a longer period of time.

3.2 Time Spent to Avail the Services

After the possession of the number of gadgets the next
important information is the time spent by the respondents to
use them. Even to claim that somebody is addicted to certain
thing the time factor is very important for analysis. The
diagram in the fig 2 shows how much time the respondents
are devoting towards the gadgets they are using. The tallest
bar in the diagram signifies the amount of the participants
using their devices for more than 6 hours. Their percentage is
43% of the total respondents are spending more than 6 hours
per day with their technological devices and enjoy the
services out of them. This also means Yth of their time is
spent with their gadgets and services. Where 27% participants
are using the gadgets for 4-6 hours per day and 24% of them
are using these for 2-4 hours. The amount of participants
those spend 1-2 hours per day with their gadgets is very less
i.e. only 6% (Fig No 2). This statistics from of the data shows
the voracious use of the devices by the young respondents. 6
hours or above is a large time period for a student even if for
anybody.

Table 2: Time Spent with the Gadgets by the Respondents

S. No | Time Spent (in hours) | No. of users | % Time

1. 1-2 hrs 12 6%

2. 2-4 hrs 48 24%
3. 4-6 hrs 54 27%
4. 6-8 hrs 19 9.5%
5. 8-10 hrs 50 25%
6. 10-12 hrs 11 5.5%
7. >12 5 2.5%

60 - Time Spent Vs Users

50 A
40 -

30 A

No of Users

20 A

10 A

1-2hrs 2-4hrs 4-6hrs 6-8hrs 8 10hrs 10-12hrs  >12
Time

Fig 2: Time Spent with the Gadgets by the Respondents

If it is analysed it can be understood that beside their college
hours, sleeping hours and the daily activities the participants
are using all their time in making themselves busy with the
gadgets and services (internet, social sites, gaming etc.). So it
can be even told that gadgets are the best friend of the present
youth to spend time with them. The analysis of this data
symbolises that the degree of use of the tech-gadgets and
services among these young mass is very high, leading to the
addiction towards the technological devices. The user can be
claimed as an addict here, as having the knowledge of the
consequences of the excess use of the services they are using
them up to such extent. Needless to say that, this section of
the society is the highly educated mass.

The questionnaire also included a question about how many
electronic devices that a respondent is using per day and how
much time does each individual spending time on different
electronic devices. The results were depicted as shown in the
fig 3. As the volunteers included IT professionals the most
popular electronic device used was found to be Laptop. A
maximum of 48 persons reported that they are using laptop as
the highest duration when compared to other devices.

TIME DURATION OF DIFFERENT ELECTRONIC DEVICES
USED BY HUMANS

-
=
-
-

3
2,302 000 01 00 000 O

9

DURATION

Fig 3: Type of electronic device used vs Duration Spent with the Gadgets by the Respondents
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3.3 Impact of Positional usage of the electronic device

The position in which the users handling the device is always
considered as an important factor because the position in
which the user uses the device for example standing, sitting
and sleeping shows the angle in which the device is handled
and hence are the problems faced.

Device Used v/s Posture
m Sitting ™ Standing sleeping
67 69
52
29
4
20
14
7
1 3 4 3
Mobile ™V Laptop Ipad Computer

Fig 4: Impact of postural problems while using the device

3.4 Purpose of Using the Devices and Services

Although impacts of the overuse of a subject is independent
upon the purposes behind the use of that subject, in case of
claiming a use as addiction the purpose behind the use has to
be considered. Here the purposes are categorised into three
categories such as study, communication and entertainment.
Among 200 respondents, majority of them was using the
electronic devices as a mode of entertainment.

3.5 Physical Health Problems

Physical Discomfort

As per the prior knowledge pain, aches (basically headaches)
are some symptoms of weak health. Regular headaches are
also having problems on mental health of the individual.
Repetition of the same thing for a long period of time may
cause headaches for somebody. Also constant use of a
particular object can have aches. Generally pain and aches
will be there when movement of both body and mind is
restrained in one place. According to the data nearly 78% of
the respondents whose time period of using gadgets is above 6
hours are having headaches and pain on a regular basis. The
statistics for the latter three categories on the basis of time
period of using gadgets is like this: 9% of the users were
reported to have headaches when they use the electronic
device for about 4-6 hrs, 1.5% and 1% for 2-4 and 1-2 hrs
respectively (Table No 3). The lights and the radiations
coming out of the gadgets may be the causes of headaches.
This analysis according to the data supports those known facts
as a large portion of the participants addicted to tech-devices
are suffering from regular headaches.

Table 3: Time spent with the Gadgets by the Respondents

S.No | Time Spent (in hours) No. of users | % Time

1. 1-2 hrs 2 1

2. 2-4 hrs 3 15
3. 4-6 hrs 18 9

4. 6-8 hrs 5 2.5
5. 8-10 hrs 10 5.0
6. 10-12 hrs 1 0.5
7. >12 1 0.5

Duration of Device Used vs Physical Health Problems

e
2R o o S
I | | |

No.of Users
S

1-2hrs  24hrs  4-6hrs  6-8hrs  §-10hrs 10-12hes >12
Time [Hours]

Fig 5: Respondents having Regular Headaches 3.06 Sleep

About 2% of the respondents who are using their gadgets for
more than 6 hours have stated that they have sleeping
problems i.e. they face problem in falling asleep or staying
asleep. But in case of other respondents the problem is not of
considerable level. (Table No 4). Less sleeping can affect
their health in a long run. It has negative impacts on both on
mental and physical health of the individual. So it is one of
the most negative impacts of the technological addiction.
Sleeplessness itself is considered as a disease by the health
experts.

Table 4: Time Spent with the gadgets by the Respondents

S. No | Time Spent (in hours) | No. of users | % Time
1. 1-2 hrs 0 0%
2. 2-4 hrs 1 0.5%
3. 4-6 hrs 1 0.5%
4. 6-8 hrs 3 1.5%
5. 8-10 hrs 1 0.5%
6. 10-12 hrs 0 0%
7. >12 0 0%

3.7 Sleeping, Hearing Problems and Headache

Among 200 volunteers, maximum people reported they have
either of the single or a multiple problems faced while using
the electronic devices. The results were tabulated (table no 5)
and it shows that, 27% of the users have these issues as the
highest when they use the devices for as long as 2-4 and 4-6
hours. And around 25% respondents reported that they have
any of these three issues when they used the devices for about
8-10 hours. They have also reported that even though they use
for an hour or two, the problems were found to be occurring
irrespective of the time duration they are spending on the
devices.

Table 5: Time Spent with the Gadgets by the Respondents

S. No | Time Spent (in hours) | No. of users | Percentage%o

1. 1-2 hrs 12 6

2. 2-4 hrs 48 24
3. 4-6 hrs 54 27
4. 6-8 hrs 19 9.5
5. 8-10 hrs 50 25
6. 10-12 hrs 11 5.5
7. >12 5 25
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540 -
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Fig 6: Respondents having Headaches, Hearing and Sleep Problems

3.7 Mental Health Problems (with drawl effects)

Anxiety or Stress Level

Anxiety, nervousness or stresses are generally considered to
be the characteristics of ill mental health of an individual. The
more the degree of these characteristics the more unhealthy
the person would be. A healthy mind is required to possess
fewer amounts of these symptoms.

Table 6: Time Spent with Gadgets by the Respondents

S. No | Time Spent (in hours) | No. of users | % Time
1. 1-2 hrs 9 4.5%
2. 2-4 hrs 13 6.5%
3. 4-6 hrs 17 8.5%
4, 6-8 hrs 5 2.5%
5. 8-10 hrs 12 6%
6. 10-12 hrs 0 0%
7. >12 0 0%
Duration Of Device Used vs Withdrawl Effects
18 -
16 -
14
£
S0
R
z 6 -
4 -
2 -
0 -
1-2hrs  2-4hrs  4-6hrs  6-8hrs 8-10hrs 10-12hrs  >12
Time spent [hours]

Fig 7: Impact of Addiction on Anxiety Level

According to the source data over use of the technological
devices by the respondents has a greater effect on the anxiety
and stress level of them. From the graph in the fig 7 it is clear
that there is direct relation between the use of gadgets and the
level of anxiety and stress. It shows that the degree of the
anxiety or nervousness is normal in case of the low users of
the devices and it increase with the increase of time period of
use from mild to severe. Most of the users using the gadgets
for more than 6 hours are anxious and nervous. The reason of
this anxiety may be the mentality of the users of gaining
speed in every work which is the effect of gamming and use
of internet. Everybody in the tech world wants the fast motion
in every work. And when they can’t achieve that, it becomes
the very cause of their nervousness.

3.8 Logical Thinking and Memory

A healthy and sound individual is expected to think about the
things he comes across, logically and clearly. That means the
functioning of his memory is well enough to think something.
But the disorder in it can be considered as a mental health
problem for the individual. The source data reveals that 25%
of the respondents using the gadgets for more than 8 hours are
having problem in logical thinking, whereas this problem is
limited to 14.5% of respondents using the gadgets for 4-6
hours and is 5.5% in the case of the users of 2-4 hours and 5%
for 1-2 hour users (Table No 7). This problem is seen to be
normal in the latter three cases but in the first case it is
significant.

Table 7: Respondents having Problems in Logical Thinking

S. No | Time Spent (in hours) | No. of users | % Time
1. 1-2 hrs 5 2.5%
2. 2-4 hrs 11 5.5%
3. 4-6 hrs 29 14.5%
4. 6-8 hrs 10 5%

5. 8-10 hrs 50 25%
6. 10-12 hrs 0 0%
7. >12 0 0%

No. of Users
[} [¥%] P LA (=}
(=} (=] [=] < f=}

—
(=}
L

(=]
L

1-2hrs  2-4hrs 4-6hrs  6-8hrs 8-10hrs 10-12hrs  >12
Time spent [Hours]

Fig 8: Impact on Logical Thinking

The respondents who are the users of more than 6-8 hours are
more vulnerable towards the problem in logical thinking. In
their case they may face problems in analyzing the situation
surrounding them i.e. sometimes their mind may fail them to
think about the thing or the situation. The users of this group
are generally less exposed to their outward surrounding and
always expected to be in their virtual world i.e. in the
imagination of their internet world. So this may be one of the
major factors due to which when they are exposed to their
surrounding they may have difficulties in handling the
situation around them. This can affect the mental health of
this type of individuals in the long run.

3.9 Mood

The less should be the depression level the more healthy and
happy the individual will be. So the sadness or the depression
is having an impact on the mental health of an individual. The
data represents here shows how the addictive use of the
gadgets by the students is controlling the depression level of
them. The data reveals that among the users of >6 hours, 83%
are depressed in their lives. Whereas the percentage of the
respondents having depression in case of the users of 8-10 hrs
it is 25%, 6-8 it is 9.5%, 4-6 hrs is 27% and for 2-4 hrs it is
24% & 1-2 hrs users it is 6% (Table No 8). Again the degree
of depression varies from lower to higher as per the increasing
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order of the time period of the use of gadgets. It may be the
result of social isolation of the students due to the devotion of
large amount of time towards the technology. Although the
gadgets are providing happiness to the students but after all
these are the machines only and have no emotions and
presence of mind. They work according to the data fed to
them. So for cheeriness in life the interaction with the human
beings is necessary and from which the addicts are deprived
of and leading a depressed life.

Table 8: Time Spent with Gadgets by the Respondents

S. No | Time spent (in hours) | No. of Users | % Time

1. 1-2 hrs 12 6%

2. 2-4 hrs 48 24%
3. 4-6 hrs 54 27%
4. 6-8 hrs 19 9.5%
5. 8-10 hrs 50 25%
6. 10-12 hrs 11 5.5%
7. >12 5 2.5%

60 -

50 -

40 |

30

No. of Users

20

NN N3 e

1-2 hrs 2-4 hrs 4-6 hrs 6-8hrs  8-10hrs 10-12 hrs >12

Time Spent [ hours]

Fig 9: Impact on Mood

3.10 Mental Stability

Weak minds are generally getting worried even if in small
matters. It signifies the patience level of the individual, which
is much required for the stability of a person in the society.
The 30 patience of an individual may be considered as the
symbol of the presence of him in the real world.

These type worried personality are vulnerable to any reverse
situation in life. According to the data addiction to

technological gadgets is one of the causal factors for the
worries of the respondents. Out of the participants using
gadgets above 6 hours nearly 21.5% worry excessively even if
on silly matters. Whereas the amounts varies in case of 4-6, 8-
10 and 6-8 hrs users gradually. The scores are 14%, 9% and
7.5% respectively (Table No 9). By analyzing it can be known
that the age to get maturity is increasing due to the addictive
use of the young respondents.

Table 9: The scores are 14%, 9% and 7.5% respectively

S.No | Time spentin hours | No. of Users | % Time
1. 1-2 hrs 2 1%
2. 2-4 hrs 4 2%
3. 4-6 hrs 28 14%
4. 6-8 hrs 15 7.5%
5. 8-10 hrs 18 9%
6. 10-12 hrs 2 1%
7. >12 1 0.5%
w No. of Users
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Fig 10: Shows the bad impacts of excessive use of the tech-devices
on logical thinking, mental state, mental stability and consciousness
level of the respondents.

The more the respondents use the tech-devices, the more they
have problems in logical thinking, depression, worry, and
have low consciousness.

3.11 Overall Physical problems respondents face during
the excessive usage of electronic devices: Among the 200
respondents, most of them reported the problems related to
headache, eye defects, migraine, back, neck and hand pain.
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3.12 Impacts of Use of Tech-gadgets on Life Style

As life style concept is qualitative in nature, for the analysis
of this aspects one has to depend upon the data collected from
interviews and observations. The interviews are also of

unstructured in nature. The change in the life style of any
individual happens in a particular interval but it is dependent
upon some driving force, which may be the cause behind
changing pattern in their life style. From the information
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gained through the observations and interviews it can be said
that use of technological gadgets has an important role in the
change in life style of the respondents. The respondents who
spend large amount of time to their tech-devices always use
them at night. They remain awake till late night due and
generally are late to leave the bed. Many of them also bunk
classes of the morning hours. Most of these respondents are
having sleeplessness into higher degree. This observation
supports the source data.

The over users of tech-gadgets are generally observed not to
be active in any physical exercise. They are also remaining
away from sports. Physical fitness of these youth is generally
very low. When interviewed many of the respondents told that
they hardly spend time in playing outdoor games and
exercise. They claim that we have no time for this and that
requires physical labor. According to them what is the
necessity of these when they are getting amusements from
technology. So it can be understood that the habits of the
young mass are changing day by day due to inclination
towards the tech gadgets.

When interviewed the respondents of addictive use of the
gadgets, they informed that they hardly have any time for
their friends for amusements and interaction. Even they meet
their friends twice or thrice in a week. But in case of other
students the meeting with friends is very frequent i.e. almost
every day they are meeting their friends for amusements. The
former type of respondent is in favor of maintaining
friendship through social media. They prefer indirect
communication rather than direct one. This signifies that life
style of the respondents is changing by the influence of the
technology. Most of the respondents are not visiting their
home even for a long period of time. When asked they claim
that they stay in contact with their family over phone.

Use of technological gadgets and services has reduced the
effort of the young mass significantly. Most of the
participants do online shopping of any kind of product. Many
of the students prefer typing rather than writing. And also
they generally use soft copy of the study materials rather the
hard copies like books. Even the professors provide soft
copies of most of the study materials (Interview).

The respondents consider Google as the storehouse of
knowledge. It is observed that most of them are searching for
the internet even for general knowledge. When interviewed
they admitted that technology is the best source of knowledge
(Supports the source data).

During observation it was observed that the anxiety level of
the respondents is very high and they are anxious about their
gadgets. They become worried when they are away from their
gadgets and their rigidity level goes higher in case of any
disturbances during the time, they spent with their gadgets.
This observation supports the source data. The results from
quantitative data and qualitative information gained from the
participants complement each other in the sense that students
use the technology for making their lives smoother, they like
the advancements in the technological world and get immense
benefits also. However, the other side of the story is not that
rosy. When they use tech-devices and services beyond a
specific time, they are more likely to suffer from various
physical, mental and social health problems. Overuse of
technology also affects their life style seriously. Hence, using
technological devices and services in need should guide our
behavior of using them. Excessive use of them may have a
disastrous effect on our health and life style.

4. Conclusion

The present study conducted at different areas in Hyderabad,
India, where 200 students had participated. Among the 200
participants, 77 were male and 123 were female respondents.
The age ranges of the students vary from 15 to 25 years with
an average age of 21 year. Most of the respondents possess
two or more than two technological gadgets. Most of them are
using their gadgets above 6 hours. Most of the respondents
use internet for a large period of time. The respondents give
most of their time of the total time spent with the gadgets, for
the purpose of entertainment. The degree of dependency of
the respondents on their tech-gadgets is higher. The findings
of the present study partially support earlier studies in other
countries (Young 2004, Ko 2007).

The respondents using the gadgets for a long period of time
have negative impacts on their health. The respondents are
busy with their gadgets for more than 6 hours are having
several problems like problems in logical thinking, headaches,
depression, anxiety, etc. The respondents of the same
category also have problems in sleeping, worry excessively,
are afraid of public speaking and have low consciousness. But
these problems are seen less in the respondents using the
gadgets below 6 hours. The problems faced decreases with the
decrease in time spent with the gadgets. The present study
agrees with earlier studies confirming over use of the tech-
devices and services leads to addiction to the gadgets and has
impacts on mental health of the respondents (Cabral, 2011,
Cotton, 2001, Young, 1998).

Again, the study shows that addiction to tech-gadgets has
impacts on the life style of the respondents. The respondents
using the gadgets for more time are observed to do less
physical work as compare to others. These respondents of this
category often spend less time with their friends and the
frequency of visiting their home is low. They prefer indirect
communication i.e. through social media than direct
interaction with others. The current study draws support from
Erickson’s (2012) study.

In this era of technology, the dependency of the present
generation on the tech- devices and the services provided by
them is in the peak position, and they can’t be refrained from
their use completely. It will be an impracticable idea to think
s0. As we know it takes a lot of time to make a habit and even
take more time to get rid of it. Whatever positive available in
the world, we must practice that. This is also true in case of
using the technological gadgets. Their use should be need
driven rather than luxury driven and they should not
compromise with other necessary activities of daily living. In
other words, a limit in the use of everything is desired. The
individual who knows this limit remains happier in the long
run. So the issue of this technological addiction among the
youth should be addressed as youth is the foundation of any
society to grow or develop. It is serious concern for the
developing country like India and its youth. They are in a
stage of adoption of the new technology and therefore they
can control and regulate the use of the technology in a
constructive way. The unlimited use of the technologyis
leading us directly or indirectly to become more self-centred
which is a threat to our cultural belief of togetherness and the
values of sharing and caring. As Ayn Rand has truly said,
“One can avoid the reality but one can’t avoid the
consequences of avoiding the reality.” So, the youth of the
present generation should be aware about the hard facts of
doing or practicing anything extremely.
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4.1 Significance of the Study

There are a number of research work related to this study area
conducted basically in westerncountries and the countries
having a developed society. The studies are based upon the
western/ modern culture and the availability and facility of the
tech-gadgets and services are large in those country.
Comparatively fewer studies are being conducted in the
developing countries like India related to this area of study
and those fewer studies are even conducted in the metro
cities. This study is conducted in Hyderabad. This study will
be an additional knowledge in the respective field of research
for the upcoming researcher. It may also help the volunteers
to understand the impacts of the addiction to the tech-gadgets
and services and make them aware about the control of the
use of the devices.

4.2 Limitations and Future Directions

The sample size of the present study might not be a
representative one. Hence, future studies may incorporate a
large representative sample. Paucity of time led to restrict the
study to focus on the users only. Future researches may
consider a control group to have a comparative analysis of the
impacts of using and not using technology excessively to
confirm the findings of the current study. There may be other
factors that might have influenced the mental health and
social life but could not be controlled.
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