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Abstract
This study aims to examine the influence of screen time duration on the quality of interpersonal communication among elementary school students in South Jakarta. Screen time is defined as the total duration of device use for digital activities, while the quality of interpersonal communication refers to the effectiveness of face-to-face interactions based on the dimensions of openness, empathy, supportive attitudes, positive attitudes, and equality. Using the lens of Neil Postman's Media Ecology theory and Joseph A. DeVito's concept of communication quality, this study analyzes how the digital environment shapes the social behavior of Generation Alpha. The methodology employed is an explanatory quantitative approach with a census (total sampling) technique involving 89 fourth and fifth grade students at SDS RPI and SDN 07 Menteng Dalam. Data analysis was conducted using simple linear regression to test the significance of the relationships between variables. Research findings indicate that the dimensions of empathy and openness have the lowest average scores, suggesting the presence of emotional degradation in face-to-face interactions. However, the hypothesis test results show that screen time duration only has an effect of 0.7% and is not statistically significant (p=0.437). This concludes that the decline in communication quality is more influenced by content quality and the loss of conversational spontaneity than merely the duration of device usage time.
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	Introduction
	Born amidst the explosion of digital technology, Generation Alpha grows up in an ecosystem where screen devices are no longer merely tools but an integral part of their social existence. In urban areas such as South Jakarta, the phenomenon of high screen time among elementary school students has reached a worrying point. According to reports by We Are Social & Meltwater (2024), the average daily internet usage in Indonesia is at a significant level, and children in large cities are often exposed to screens for more than five hours per day. This condition is reinforced by official data from the Indonesian Internet Service Providers Association, which records that internet penetration among the child age group (under 13 years) has reached 23.19% of the total national user population (Pancawati, 2026). The high intensity creates a communication paradox; although they are highly connected digitally, their ability to engage in quality face-to-face interactions actually shows signs of degradation (Misra et al., 2014). Children tend to be more proficient at expressing themselves through digital symbols than through eye contact or body language in direct communication (Turkle, 2015).
	The main issue that arises in the field is the phenomenon of phubbing from an early age and the decline of empathy in interpersonal communication. Data from the Central Statistics Agency confirms that approximately 41.02% of young children in Indonesia have become active internet users, with usage duration continuously increasing in metropolitan areas (Directorate of Social Welfare Statistics, 2025). A recent meta-analysis by Vasconcellos et al. (2025) revealed a reciprocal relationship in which high electronic screen use triggers socio-emotional problems, which in turn leads children to tend to use gadgets as a coping mechanism to manage their distress. These findings are reinforced by Wijaya et al. (2024), who identified a significant correlation between students' screen time intensity and emotional intelligence development, emphasizing the need for screen time management to support emotional maturity at the stage of critical development. In South Jakarta, where technology penetration is very high, education practitioners report a tendency for students to be more individualistic and less responsive to verbal instructions (Chusna, 2017). This problem is further emphasized by the study of Saepudin et al. (2025), which shows that parents' ignorance or apathetic attitudes toward the impact of digital transformation directly contributes to changes in children's social behavior when interacting with others. In addition, excessive digital stimulation, especially through gaming activities, has been proven to have a stronger negative impact on socio-emotional stability than other types of screen use. This shift in social behavior is fundamentally related to changes in children's communication environments. Theoretically, this phenomenon can be understood through Media Ecology Theory, popularized by Marshall McLuhan and further developed by Postman (1993). This theory views media not merely as channels of information, but as environments that shape human perception and behavior. In the context of Generation Alpha, the digital environment they inhabit redefines the way they perceive social relationships. Intensive smartphone use transforms the children's communication 'ecosystem' from a dialogical-personal nature to a technological-fragmented one. In this study, Screen Time Duration is conceptually defined by the American Academy of Pediatrics (AAP) as the amount of time an individual spends in front of electronic device screens (Putri et al., 2025). Operationally, this variable is measured using a ratio scale with indicators of the frequency and daily duration of device use for non-academic activities (such as social media and online games) in hours per day (Wijaya et al., 2024). This measurement aims to observe the intensity of digital exposure that shapes the child's communication environment according to the assumptions of Media Ecology.
	As a result, the Quality of Interpersonal Communication, defined as the level of effectiveness in message exchange that creates mutual understanding and emotional closeness (DeVito, 2022), experiences distortion due to low physical affective engagement. This quality is measured through five main indicators: openness and empathy (empathy), supportive attitude (supportiveness), positive attitude (positiveness), and equality (DeVito, 2022). Through measuring these indicators, this study maps the extent to which screen time distorts students' basic ability to form social relationships in the real world. South Jakarta is the fundamental locus of the research, due to its status as a center of urban lifestyle with the most advanced digital infrastructure in Indonesia, which directly accelerates the shift in interaction patterns.
	Previous research provides a consistent picture regarding this threat. Domitila et al. (2021) found that intensive gadget use makes students tend to ignore their surroundings, become quiet, and prefer playing with gadgets over interacting with peers. Meanwhile, Köle & Yilmaz (2024) observed a significant positive relationship between internet addiction and levels of social anxiety in students, placing them in a high-risk group. Furthermore, internet addiction and social anxiety among students place them in high-risk groups. Furthermore, Purboningsih et al. (2025) emphasize that parental mediation strategies, whether restrictive or active accompaniment, are crucial in determining how adolescents can adapt to using social media in a healthy manner. However, Widyaatmadja & Solechan (2024) reveal that implementing digital parenting in the current era requires extra effort from parents, who are not only expected to understand technology but also to serve as good role models in its use. Studies by Miranti & Putri (2021) and Hubulo et al. (2023) also confirm that excessive gadget use can trigger individualistic behavior, withdrawal, and diminish children’s creativity and social interaction skills in the school environment. The consistency of these research findings indicates that screen exposure duration has serious implications for children’s social structure.
	Although many studies discuss technology and children, there is a significant research gap. Most previous studies focus on general psychological impacts or online game addiction, but very few specifically examine the dimension of Interpersonal Communication Quality (such as openness, empathy, and supportive attitudes) among elementary school students in South Jakarta, who have unique sociographic characteristics as subjects in first-level technology (early adopters). In addition, although Azzahra (2024) shows that time management strategies using screen-timer methods and active family involvement can minimize the negative impact of technology, empirical data on the extent to which current screen time intensity has shifted interpersonal communication norms at the elementary school level in urban areas are still very limited. Uncertainty regarding the saturation point of screen use that begins to damage children’s interpersonal abilities is a gap that must be urgently addressed by this research. The urgency of this research is based on the need to identify whether existing time management strategies are strong enough to maintain the quality of children’s social interactions amid the increasingly massive digital ecosystem.
	The urgency of this research lies in the long-term risks to the social development of Generation Alpha, who will become the backbone of society in the future. Failure to improve the quality of interpersonal communication during the primary school development stage can trigger a broader social skills crisis when they reach adulthood. This research is urgent to be conducted to provide a data basis for stakeholders in formulating appropriate digital mentoring strategies, especially in large urban areas. By understanding the extent of screen time influence, educators and parents can strive for the necessary balance to maintain the integrity of human communication skills amid the increasingly massive dominance of digital screens.
	Method
	This study adopts a post-positivist paradigm that views reality as something that exists but cannot be fully understood due to the limitations of the researcher and the complex nature of phenomena (Mertens & Wilson, 2019). In line with this paradigm, this study employs a quantitative approach with an explanatory research design aimed at examining the effect of screen time duration on the quality of interpersonal communication (Creswell, 2018). The unit of analysis in this research is individuals, 4th and 5th grade students at SDS RPI and SDN 07 Menteng Dalam, South Jakarta, who were selected deliberately as a representation of the characteristics of Generation Alpha in urban areas. The selection of these two locations was based on strategic considerations of the geographical locus of Tebet and Menteng Dalam, which are buffer zones of the central business district with high mobility and massive exposure to digital technology. By involving one private school (SDS RPI) and one public school (SDN 07 Menteng Dalam), this study aims to obtain a spectrum of data from diverse socio-economic backgrounds while still within a homogeneous urban ecosystem. In addition, both schools have similar policies regarding the use of gadgets within the school environment, which makes it easier for the researcher to control confounding variables so that the focus remains on the impact of screen time duration outside school hours.
	The sampling method was carried out using probability sampling techniques, with the type of total sampling to ensure a fair representation of each grade level (Levy & Lemeshow, 2008). Considering that the total number of 4th and 5th-grade students in both schools was only 89, the researcher decided to involve all members of the population as respondents. This step was taken to minimize sampling error and improve the precision of regression analysis, so that the data obtained provides an accurate depiction of interpersonal communication profiles without the need to generalize from a small sample (Ryan, 2013). The data collection method was carried out through structured questionnaires, where the variable of interpersonal communication quality was measured using an interval scale to allow precise statistical analysis, while screen time duration was measured using a ratio scale in units of hours or minutes (Babbie, 2010).
	Data analysis was carried out in stages through classical assumption tests before proceeding to simple linear regression analysis to test the hypothesis. The effectiveness of the model was then measured through the coefficient of determination (R2) to determine the extent of the contribution of screen time to the variation in students' interpersonal communication quality (Hair et al., 2022). The limitation of this study focuses on the overall duration of screen exposure without differentiating the types of digital content consumed, and it is limited to the geographic locus of South Jakarta, the generalization of the results must be carried out carefully in areas with different socio-economic characteristics (Neuman, 2014).

I. RESEARCH RESULTS 
1. Respondent Profile and Screen Time Characteristics
A. Overview of Respondents
This study involved 89 respondents who were fourth and fifth-grade elementary school students in the South Jakarta area. The respondents in this study are classified as the early adopters group of Generation Alpha, who grew up in a mature digital ecosystem. As residents in an urban center with the highest internet penetration in Indonesia, the respondents have very easy access to gadgets, whether tablets or smartphones. The demographic characteristics and gadget access behavior of the respondents are presented in detail in Table 1 below:

Table 1 Demographic Profile and Device Access Frequency of Respondents (N=89)
 
	Characteristics
	Category
	Frequency (f)
	Percentage (%)

	Jenis Kelamin
	Male (1)
	41
	46,1%

	
	Female (2)
	48
	53,9%

	Class
	Class 4
	48
	53,9%

	
	Class 5
	41
	46,1%

	Phone Opening Frequency
	Low (0-2 times)
	30
	33,6%

	
	Normal (3-5 times)
	51
	57,2%

	
	High (>5 times)
	8
	9,2%

	Total
	
	89
	100%


   Source: Primary Data Processed (2026)

Based on Table 1 above, it can be seen that the composition of respondents by gender shows a fairly balanced distribution, with the number of female students totaling 48 (53.9%) slightly more dominant compared to male students totaling 41 (46.1%). In terms of education level, the respondents are dominated by 4th-grade students totaling 48 (53.9%) and 5th-grade students totaling 41 (46.1%). This balanced composition indicates that the data obtained are without bias toward a particular gender or class level, so it can represent the behavior of upper-grade elementary school students in general.

Furthermore, the main characteristic that stands out from these respondents is their intensity of interaction with technology. The data in the frequency table show that all respondents (100%) are active device users. An interesting finding can be seen in the variable Frequency of Checking Phone, where the majority of respondents (57.2%) check their devices 3 to 5 times within a certain period, and there are also respondents with extremely high access frequencies of more than 10 times.

This proves that devices have become an integral part of their daily routines. The high frequency of access, combined with the ease of reach in urban areas, makes this group very vulnerable to changes in patterns of interpersonal communication. Dependence on repeatedly checking devices indirectly reduces students' opportunities to engage in quality face-to-face interactions, which forms an important basis for analyzing the relationship between screen time and communication quality in the following subchapter.

B. Characteristics of Gadget Exposure Intensity (Variable X)
The characteristics of device use among respondents were measured through three main indicators: total daily duration, duration of social media use, and duration of digital entertainment (including gaming and YouTube). Based on the data processing results from 89 respondents, the profile of device use among elementary school students in South Jakarta shows very intensive figures. A general overview of the distribution of exposure duration is presented in the following table:

Table 2 Summary of Descriptive Statistics of Device Exposure Intensity (N=89)
	Exposure Indicator
	Mean (Minutes)
	Std. Deviation
	Min
	Max

	Total Daily Duration (X2)
	321,46
	45,12
	210
	480

	Social Media (X3)
	128,88
	24,18
	60
	240

	Digital Entertainment & Gaming (X4)
	192,58
	32,45
	120
	300


Source: Processed Primary Data (2026)

Based on Table 2, it was found that the majority of students spend time in front of screens (screen time) with an average reaching 321.46 minutes per day, or approximately 5.3 hours. The ratio data for this variable show a wide range, with respondents having the lowest duration of 210 minutes (3.5 hours) up to a maximum of 480 minutes (8 hours) per day. These findings statistically confirm that the sample average has exceeded the national threshold of 5 hours released by We Are Social & Meltwater (2024) and is far above the recommended safe screen duration for school-age children suggested by the American Academy of Pediatrics (AAP) in Putri et al. (2025).

When viewed by the type of digital activity, there is a significant difference in dominance between the use of digital entertainment and social media. The longest duration was spent by respondents on digital entertainment activities, particularly online gaming and watching YouTube content (X4), with an average time of 192.58 minutes per day. In line with the theory of Vasconcellos et al. (2025), the dominance in the gaming sector requires special attention because the cognitive and emotional stimulation produced is much stronger compared with other digital activities. Excessive exposure to gaming tends to create a condition of psychological isolation in which children become less sensitive to social stimulation in the real world.

Meanwhile, the use of social media such as TikTok and Instagram (X3) ranks second, with an average contribution of 128.88 minutes per day. Although not as long as the duration, this activity still makes a significant contribution to shaping students' digital multitasking habits. The high total exposure intensity, reaching an average of 5.3 hours per day, theoretically confirms the assumptions of Media Ecology Theory, where gadgets are no longer merely communication tools but have become a daily ecosystem that dominates respondents' productive time. This creates a distortion in the natural socialization process, which logically explains the finding of a very strong negative correlation (-0.872) with the quality of their interpersonal communication.

C. Dominance of Digital Activities
A deeper analysis of respondents' digital behavior reveals a tendency for specific activities in students' daily gadget use. Based on the data processing results through the average distribution graph of 89 respondents, it was found that the longest duration spent by students each day is still dominated by digital entertainment and gaming activities (X4) with an average value (mean) reaching 132 minutes (about 2.2 hours). This figure surpasses the average duration of social media use (X3), which was recorded at 124 minutes (about 2 hours).
[image: ]
Source: Processed Primary Data, 2026
Figure 1. Comparison of Average Daily Duration of Social Media and Digital Entertainment Usage
	The dominance of gaming activities and the consumption of visual entertainment content (such as YouTube) is an important finding in this study. Although the difference between these two digital activities seems minimal, the proportion of daily time allocated to the digital entertainment sector still has more serious psychological implications. In line with the thinking of Vasconcellos et al. (2025), stimulation from gaming activities has a much stronger and more intense socio-emotional impact than other passive digital activities. The interactive yet illusory nature of gaming often imposes a significant cognitive load, which has the potential to reduce children's empathy sensitivity when facing real social interactions at school or at home.
	Although the use of social media continues to make a significant contribution to total screen time, it is the longer duration of digital entertainment that is suspected to be the main trigger for the formation of an 'isolation bubble' among elementary school students in South Jakarta. Children who are overly stimulated by the reward mechanisms and instant gratification in games tend to lose patience when dealing with the dynamic yet slow process of interpersonal communication in the real world. This logically explains why an increase in the duration of this dominant activity is directly proportional to a decrease in the quality of respondents' interpersonal communication, as shown by the very strong Spearman correlation results in this study.
	2. Level of Interpersonal Communication Quality (Variable Y)
	The quality of interpersonal communication in this study was measured through five main dimensions according to the theory of Joseph A. DeVito (2022). Based on the results of descriptive statistical data processing from 89 respondents, an overview was found regarding the effectiveness of face-to-face interactions among students amid high exposure to device screens. More specifically, the score distribution for each dimension is presented in the following chart:
[image: ]
	Source: Processed Primary Data (2026)
Figure 2. Distribution of Average Scores of Students' Interpersonal Communication Quality Dimensions
	Based on Graph 2, a critical finding was discovered, in which the Empathy dimension has the lowest average score (6.2), followed by the Openness dimension (6.6). The low score in the Empathy dimension indicates a degradation in students' ability to deeply feel or understand the emotions of others during physical interactions. This is a clear indication of the communication phenomenon in the urban areas of South Jakarta, where interactions through screens that tend to be transactional, it begins to erode the emotional depth that is usually built in face-to-face communication.
	In addition, the low score on the Openness dimension indicates that respondents tend to be more reserved or less willing to share personal information honestly and voluntarily during face-to-face interactions. This finding confirms that the high duration of gadget use, especially for isolative gaming activities, has made students more accustomed to interacting in an anonymous virtual world, making them feel awkward or reluctant to be open in real-world social situations.
	Although the dimensions of Supportive Attitude and Positive Attitude are in the high category, the weak aspects of Empathy and Openness reinforce the argument that a massive digital environment not only consumes children's social time but also degrades the core aspects of communication, namely the ability to understand each other's feelings and build trust through self-disclosure.
	3. Hypothesis Testing (Regression Analysis)
	After conducting descriptive mapping, the next step is to perform simple linear regression analysis to statistically test the extent to which screen time duration (X variable: ZScore) affects the quality of interpersonal communication (Y Variable). The results of the statistical test are presented in the following table:
Table 3. Results of Simple Linear Regression Analysis (N=89)
Model Summary
	Model Summary

	Model
	R
	R Square
	Adjusted R 
Square
	Std. Error of the 
Estimate

	1
	.083a
	.007
	-.004
	1.1089

	a. Predictors: (Constant), ZScore X Screen Time Duration


	Source: Processed Primary Data (2026)
	Based on Table 3, the R Square (R2) value obtained is 0.007. This indicates that the screen time duration variable contributes only 0.7% to the variation in students' interpersonal communication quality. This very small figure suggests that the duration of device usage is not a single or primary factor determining the high or low quality of students' communication in this research sample. The remaining 99.3% is influenced by other variables outside this research model.
Table 4. Significance Test (Coefficients)
	Coefficientsa

	Model
	Unstandardized Coefficients
	Standardized Coefficients
	t
	Sig.

	
	B
	Std. Error
	Beta
	
	

	1
	(Constant)
	7.031
	.118
	
	59.819
	<,001

	
	ZScore X Screen Time Duration
	-.129
	.165
	-.083
	-.780
	.437

	a. Dependent Variable: Interpersonal Communication Quality (Y)


Source: Processed Primary Data (2026)
	Based on Table 4, the significance value (Sig.) obtained is 0.437. Because the Sig. value > 0.05, the Null Hypothesis (H0) is statistically accepted and the Alternative Hypothesis (Ha) is rejected. This means that there is no significant effect of screen time duration on the interpersonal communication quality of elementary school students in this group of respondents. Although the regression coefficient (B) value indicates a negative direction (-0.129), which theoretically means there is a tendency for communication quality to decrease as screen time increases, statistically, this tendency is not strong enough to be considered significant.

II.	DISCUSSION
1. Analysis of Communication Paradoxes in Urban Areas
The research results indicate the presence of a "Communication Paradox" among elementary school students in South Jakarta. Although technically they are the most digitally connected generation, with an average device usage reaching 321 minutes per day, the quality of their physical interactions actually shows signs of degradation, especially in the empathy dimension (score 6.2). This phenomenon aligns with the concept of The iPhone Effect (Misra et al., 2014), which states that the presence of devices in a social environment, even when not in use, can reduce the quality of conversation due to divided attention.

In densely populated urban areas like South Jakarta, gadgets often become an “escape” from environmental noise. However, the high duration of digital entertainment activities (132 minutes) has eroded what Turkle (2015) calls the spontaneity of conversation. Students are more accustomed to digital interactions that can be edited and controlled; so, when faced with dynamic and unpredictable physical interactions, they lose the ability to respond naturally.

1. Interpretasi melalui Lensa Ekologi Media
Through the lens of Media Ecology (Postman, 1993), gadgets in students' hands are not merely tools, but have become a "new environment" that shapes perceptions of social relationships. The finding that the Openness dimension has a low score (6.6) compared with Supportive Attitude (7.5) indicates a shift in the way of expressing oneself.

Today's students are more fluent at expressing support through digital symbols such as emojis or text (digital mediation), but they feel awkward showing direct affective expressions openly. In line with Postman's argument, the device medium has dictated the way children communicate; interactions, which are now mostly text-mediated, create distortions in the understanding of emotional honesty, where self-disclosure is only considered safe if done behind a screen.

2. The Impact of Distorted Interpersonal Communication Dimensions
Critical findings regarding low Empathy scores are closely linked to the phenomenon of phubbing, the behavior of ignoring a conversational partner in favor of gadgets. The low empathy in this sample confirms the concerns of Chusna (2017) and Domitila et al. (2021) that individualistic behavior in urban areas is exacerbated by dependence on digital devices. Children become less responsive to nonverbal cues (eye contact and tone of voice) because they are accustomed to intense but egocentric gaming stimulation.
Furthermore, the use of gadgets among these elementary school students has been identified as a mistaken coping mechanism. Instead of resolving social distress or awkwardness at school, they use gadgets to escape. According to Vasconcellos et al. (2025) and Köle & Yilmaz (2024), this digital escape actually worsens social anxiety later on because children never practice conflict resolution skills and empathy in real face-to-face interactions.

3. Evaluation of Intervention Strategies and Digital Parenting Challenges
Although the regression results show that the effect of duration on communication quality is only 0.7% (not significant), this does not mean that gadgets have no impact. In fact, this finding highlights the importance of the quality of supervision rather than merely limiting time (screen timer). The intervention strategy suggested by Azzahra (2024) regarding duration limits may be less effective in Jakarta if not accompanied by active parental involvement.

The main challenge in South Jakarta is the high busyness of parents, which often leads to an apathetic attitude. The phenomenon of "digital parenting," where gadgets are used as "electronic babysitters," causes children's screen time to be uncontrolled. Saepudin et al. (2025) and Widyaatmadja & Solechan (2024) emphasize that the challenge of modern digital parenting is no longer about turning off gadgets, but about how parents can be emotionally present to curb the pace of children's interpersonal degradation.

4.	Implications for the Future of Generation Alpha
The synthesis of these findings provides an early warning for the future of Generation Alpha. If, at elementary school age, empathy and openness have reached a low point due to digital saturation, there is a risk of a deeper social skills crisis when they grow up. The ability to work in teams, demonstrate leadership, and build healthy intimate relationships heavily depends on the foundations of interpersonal communication, which are now being distorted. Without a turning point in parenting patterns and digital literacy policies at schools, this generation is at risk of becoming individuals who are highly connected globally but emotionally isolated.

Conclusion and Suggestions
This study successfully mapped the profile of gadget usage and the quality of interpersonal communication among elementary school students in the urban area of South Jakarta. Descriptive findings indicated a dominance of digital entertainment and gaming activities (an average of 132 minutes) compared with social media use (an average of 124 minutes). This confirms that interactive digital stimulation has now become the main environment for children’s social development. However, this phenomenon correlates with a decline in the most meaningful dimensions of interpersonal communication quality, namely Empathy and Openness, which recorded the lowest average scores. This condition indicates that although students are technically connected through digital symbols (emojis and text), they experience a decrease in emotional sensitivity and in awkwardness when expressing themselves honestly in the real world.

The results of hypothesis testing through simple linear regression analysis revealed a paradoxical finding: the duration of device usage (quantity) only had an effect of 0.7% and was not statistically significant on the quality of communication. This proves that the decline in interpersonal communication quality among elementary school students in South Jakarta is not solely caused by how long they spend in front of screens, but rather more on the quality of activities and the loss of social stimulation while using devices. In other words, devices act as a medium that distorts social interaction not because of duration, but because of their role as a coping mechanism that replaces face-to-face emotional learning experiences.

Based on the findings of this study, it is recommended that parents and families shift from merely limiting screen time (screen timer) to active accompaniment strategies (digital parenting) by creating consistent “device-free zones” to restore children's empathy dimensions through quality interactions. In line with this, educational institutions are expected to be able to integrate digital literacy oriented toward interpersonal intelligence through physical collaboration programs and traditional games to draw students out of their digital "isolation bubbles." Lastly, for future researchers, it is suggested that they explore other moderating variables, such as the quality of digital content and specific parenting patterns, considering that duration has been shown not to be the only significant factor, thus requiring a more holistic understanding of the psychological aspects behind Generation Alpha's digital behavior in urban areas.
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