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A b s t r ac t
Aim: To evaluate the change in the quality of student’s life, mindset, and their varied addiction levels before and during the COVID-19 lockdown.
Materials and methods: This survey was conducted among the student community involving 487 participants from various courses. The questions
were structured in a multiple-choice format and the questionnaire was circulated among the student body through various online forums
using Google Forms. The questionnaire consisted of 19 questions apart from the demographic data of the participants, out of which, 18 were
close-ended questions and one question was open-ended. The participants were questioned in detail about their lifestyle before and after the
lockdown period, change in mindset, gadget addiction, and sleep pattern. The participants were allowed to answer the questionnaire for a
month. All the responses were collected and tabulated in an Excel sheet. The tabulated data were later statistically analyzed using SPSS software.
Results: In total, 487 persons participated in the survey; 92.6% of the participants agreed to an increase in their screen time during the
COVID-19 quarantine. Participants also admitted that the number of hours spent with gadgets among participants was only 2–4 or 4–6 hours
before the lockdown to longer hours of mobile usage (6–8 hours and 8–10 hours) during the lockdown. About 58.3% of participants felt that
their sleep pattern was adversely affected which has led to 44.8% of the individuals feeling lethargic and sleepy during the daytime.
Conclusion: These findings suggest that there is a significant spike in the amount of screen time among the participants. This sudden increase
in gadget usage has also been shown to have a negative influence on the individual’s physical and psychological well-being by altering their
sleep cycle and making them increasingly irritable.
Clinical significance: COVID-19 lockdown has brought a paradigm shift in our dependence on technology to perform key tasks in our everyday
life. This increase in technological dependency has also resulted in a proportional increase in the number of young adults suffering from a myriad
of mental illnesses. It is essential for parents and educational institutions to be aware of the ill effects of gadget addiction, so as to recognize
and offer the appropriate help when required.
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Introduction

1–6

The COVID-19 pandemic is a global public health emergency. During
this lockdown period, people were advised to stay at home, and avoid
travel and mass gatherings resulting in sudden obstruction to people’s
social lives, a decrease in physical activity, and partial isolation from the
outside world.1 In this era of digitalization, the internet and technology
have been a very important part of our lives, now more so. Given the
extended nature of the lockdown, individuals turned to technology
to compensate for the movement restrictions imposed. Starting from
academics, meetings of various organizations, and religious and
cultural events to casual gatherings of friends and family, all day-to-day
activities were moved to online portals. Internet utilization also made
it easier to disseminate public advice, deliver telehealthcare, and share
data between countries.2 Ni et al. noticed that a third of the study
population in his study conducted in China spent at least 2 hours online
per day for social media and COVID-19 news.3 The restrictions imposed
on one’s social life became a booming business opportunity for gaming,
social media, and Over the Top (OTT) platforms. A few studies stated
that online gaming may help to curb the anxiety and stress associated
with the current global climate and enrich people’s lives while adhering
to social distancing norms.4 In concordance with these results the
WHO began an initiative #PlayApartTogether which promotes online
gaming for socializing.5 This caused a whopping 75% increase in online
gaming traffic during the initial phase of the lockdown, registered by

Verizon, a US-based telecommunications provider.6 Similarly, Steam,
a leading game distributor, reported more than 20 million concurrent
active users, the highest number in its 16-year history.5
During this period of crisis, people are expected to encounter
several mental health challenges ranging from panic, phobia, health
anxiety, and sleep disturbances to dissociative like symptoms.7 Though
gaming looks like an attractive solution to battle these afflictions,
unhealthy gaming habits could easily turn into a mental health issue
on its own. A minimum of 21 days is required to form a habit. With the
pandemic lasting for over a year, there are high chances among the
teen population to develop a behavioral addiction.1 The shift from

Department of Oral and Maxillofacial Pathology, Chettinad Dental
College and Research Institute, Chennai, Tamil Nadu, India
Corresponding Author: Samyukta Srinivasan, Department of Oral
and Maxillofacial Pathology, Chettinad Dental College and Research
Institute, Chennai, Tamil Nadu, India, Phone: +91 9176672132, e-mail:
samyu26797@gmail.com
How to cite this article: Gladson SRA, Srinivasan S, Ravi G,
et al. Assessment of Gadget Addiction among the South Indian
Student Community during the Pandemic: A Survey. World
J Dent 2022;13(S-1):S96–S99.
Source of support: Nil
Conflict of interest: None

© The Author(s). 2022 Open Access This article is distributed under the terms of the Creative Commons Attribution 4.0 International License (https://creativecommons.
org/licenses/by-nc/4.0/), which permits unrestricted use, distribution, and non-commercial reproduction in any medium, provided you give appropriate credit to
the original author(s) and the source, provide a link to the Creative Commons license, and indicate if changes were made. The Creative Commons Public Domain
Dedication waiver (http://creativecommons.org/publicdomain/zero/1.0/) applies to the data made available in this article, unless otherwise stated.

Gadget Addiction during COVID-19 Lockdown
real-life interactions to virtual interactions has further worsened the
already existing problem of gadget addiction. The resulting increased
screen time causes several detrimental effects on mental and physical
and mental health effects. A further concern is those individuals
who are already battling with gaming disorders. There are increased
chances for the condition of these individuals to worsen or relapse
into unhealthy patterns of gaming to relieve pandemic-related stress.
Self-isolation restrictions may inhibit them from seeking help and
present barriers for those in treatment, worsening the quality of life
of these individuals during these troubled times.5
There is an urgent need to address the mental health issues
and increasing addiction levels of people during this pandemic.
With most of the countries in the world, including India, adopting
lockdown measures to reduce the spread of the infection, there is a
need to sensitize people about the addiction-related issues during
this pandemic. This study aims to evaluate the gadget addiction
levels and the resultant changes in the behavioral patterns of young
adults making up the student population, which can contribute
towards developing a national-scale regulation on Internet usage
and guide public health measures in the future.

M at e r ia l s

and

Methods

This study was conducted in Chettinad Dental College and
Research Institute, Kanchipuram, Tamil Nadu, in 2020 for 6 months.
This survey was conducted only for the student community of
age 17–24 years, which involves 487 participants from various
courses such as BDS, MBBS, engineering, and various arts and
science courses. Only students with access to at least one of the
many gadgets such as mobile phones, computers, I-pads, and
laptops were included in the study. The questions were structured
in a multiple-choice format in English and the questionnaire was
circulated among the student body through various online forums
like WhatsApp, Instagram, Facebook, etc. The questionnaire
consisted of 19 questions apart from the demographic data of
the participants, out of which, 18 were close-ended questions and
one question was open-ended. The participants were allowed to
answer the questionnaire for a month. Incomplete survey forms
were excluded from the study. The participants were explained
about the research and consent of the participants was obtained as
part of the online questionnaire. The participants were questioned
in detail about their lifestyle before and after the lockdown
period, change in mindset, gadget addiction, and sleep pattern.
All the responses were collected and tabulated in an Excel sheet.
The tabulated data were later statistically analyzed using SPSS
software. Chi-square test and descriptive statistics were done
based on responses to analyze the difference in the gadget usage
and its effects on the students’ behavior before and during the
course of the lockdown.

of mobile usage (6–8 hours and 8–10 hours) during lockdown
(Table 2). The study revealed that the most common usage of
gadgets among the study population was browsing social media
platforms (38.7%) followed closely by OTT platforms (36.9%) and
gaming websites (12%) (Table 3). When probed further regarding
gadget addiction, more than half of the study population admitted
that their mobile phones were the first thing on their mind when
they woke up (68.4%) (Table 1) and almost half of the participants
also agreed that they felt irritable when they could not find their
gadgets (44.4%) (Table 1). The participants were also questioned
regarding the impact the increase in gadget usage has had on
their day-to-day activities and daily lifestyle. About 57.9% of the
study population felt that an increase in screen time by way of
online games or OTT platforms helped relieve their stress and
anxiety to an extent (Table 1). More than half of the participants
said that this increase in gadget addiction had not affected their
time and interaction with their family and friends (66.1%). On the
contrary, an equally large portion of the study group felt that
this change in lifestyle had adversely affected their academic
life (58.9%) (Fig. 1). When the group was questioned regarding
the quality and quantity of sleep during this quarantine period
following the change in their daily routine, 58.3% felt that their
sleep pattern was adversely affected which has led to 44.8% of
the individuals to feel lethargic and sleepy during the daytime
(Fig. 2). However, the statistical comparison of the quantity of sleep
the participants had before and during the lockdown showed
a significant increase (p-value = 0.001) in the duration of sleep
among the population (Table 4).
This study shows a drastic increase in the amount of
time students spend in front of screens before and during
COVID-19 lockdown as students could find more free time.
Although not statistically significant the sleep pattern of a
majority of the participants was also noted to be affected due to
the change in lifestyle. Lack of sleep coupled with the increased
screen time has consequently resulted in a proportional increase
in the number of respondents experiencing negative emotional
changes such as anger and irritability when they are unable to
access their gadgets.

Discussion
The COVID-19 pandemic caused by the SARS-CoV-2 virus is one
of the most severe and widespread pandemics in recent history.
The nature of the disease forced all the members of the society,
irrespective of their age and profession, into the confines of their
homes. This has automatically led to a rise in technology and
internet usage to aid in resuming daily activities ranging from work
to recreation on a virtual platform. The present study attempted
Table 1: Assessment of levels of gadget addiction among the study
population

R e s u lts
The study involves 487 student participants of age 17–24 years
and above and in which 66.1% were females and 33.9% were
males. The responses from the BDS students being predominate
and other courses like MBBS, engineering, and various arts and
science courses made up the rest of the respondents. In the current
study, 92.6% of the participants agreed to an increase in their
screen time during the COVID-19 quarantine (Table 1). Statistical
analyses revealed a significant difference (p-value = 0.001) in
the number of hours spent with gadgets among participants
from only 2–4 or 4–6 hours before the lockdown to longer hours

Question

Yes

No

Did you notice an increase in your screen
time during the quarantine period
Is your mobile phone your first thought in
the morning?
Do you feel Agitated/Irritated/Annoyed
when your mobile phone isn’t in your reach

92.6%

7.4%

68.4%

38.6%

44.4%

55.6%

Do you use gadgets as a means to alleviate
stress/anxiety

57.9%

42.1%
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Table 2: Assessment of change in the distribution of mobile usage before and after lockdown
How much do you use your mobile during lockdown?
How much do you use your mobile before lockdown?

2–4 hours

4–6 hours 6–8 hours

8–10 hours

More than 10 hours

Total

p-value
0.001

2–4 hours
4–6 hours
6–8 hours
8–10 hours
More than 10 hours

55
18
10
4
2

72
19
13
6
1

63
52
11
4
4

28
41
9
6
2

13
24
17
3
10

231
154
60
23
19

Total

89

111

134

86

67

487

Table 3: Assessment of the most common activity for gadget usage
Reason for gadget usage

Responses

Social media websites
OTT platform
Games
Academics
YouTube

38.7%
36.9%
12%
8.6%
1.8%

All of the above

1.8%

Fig. 1: Effect of gadget addiction on students’ personal and
professional life

Fig. 2: Effect of gadget addiction on sleep quality and quantity
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to evaluate the change in the quality of students’ day-to-day life,
mindset, and gadget addiction levels before and during the course
of the COVID-19 lockdown. This study involves 487 participants
among the student community including undergraduates and
postgraduates.
The result from the study showed a significant difference in
the number of hours spent on the gadgets among the participants
from only 2–4 or 4–6 hours before the lockdown to longer hours
of mobile usage (6–8 hours and 8–10 hours) during the lockdown.
Similarly, in a study conducted by Tamilselvan Pachiyappan et al.
it was concluded that the average time spent on gadgets had
increased during the lockdown from 4.75 hours to 11.36 hours.8 As
the maximum recommended screen time, factoring in school,
learning, and research needs is only 8 hours per day for adolescents,
this sudden surge in screen time has several negative effects on
the physical and mental health of the individual such as back pain,
wrist pain, eye strain anxiety, sleep disturbances, depression and
social isolation.9,10
The current study revealed that there is an increase in the usage
of social media, OTT platforms, and multiplayer online games.
Similar to a study conducted by Gao et al., who found that 82% of
Chinese nationals were frequently browsing through social media
during the pandemic.11 Based on this study, the increase in internet
activity seems to have had a positive effect on the mental state of
a majority of the students. It was shown that this increase in screen
time helped them cope with the surge in stress and anxiety levels
due to the pandemic by providing an escape from reality. This finding
was in contradiction to a study conducted by Singh et al. which
concluded that the stress levels among the student population
were significantly higher during this period.12 The internet could
act as a mode of reprieve from the current high-stress environment
by allowing individuals to connect with their peers when used in
moderation. On the contrary, when this usage is not regulated it could
in itself be a source of stress and anxiety. This has been reiterated by
the results of this study, in concordance with previous studies.13 The
responses given by a majority of the participants of the present
study showed that almost 50% of the participants were found to
be addicted to their gadgets to the level in which it was affecting
their academic life and emotional responses to their surroundings
significantly.
The present study also concluded that the sleep cycle of a
majority of the study participants was also adversely affected
because of the extended screen time during the recent times. This
result was in agreement with a study conducted in Pakistan that
stated that an increase in the usage of gadgets by children created
an imbalance in their sleep cycle.13 Proper sleep is a necessity as it is
during this time that the brain can recover and regenerate.14 During
this state of altered consciousness our mind processes information,
consolidates memories, and rests the body adequately to enable
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Table 4: Assessment of change in the distribution of sleep before and after lockdown
How many hours do you sleep during this quarantine?
How many hours you used to sleep before this quarantine?

Total

p-value

2–4 hours
4–6 hours
6–8 hours
8–10 hours
More than 10 hours

2–4 hours 4–6 hours 6–8 hours 8–10 hours More than 10 hours
2
4
2
3
0

0
15
26
3
1

2
49
135
24
0

0
21
134
18
1

2
3
28
10
4

6
92
325
58
6

0.001

Total

11

45

210

174

47

487

effective functioning and learning the following day.15,16 When
this period of rest is hindered by extended hours of screen time, it
reduces the productivity of the individual and makes them lethargic
and sleepy during the day.

4.
5.

Limitations
The questionnaire for this study was self-structured and did not
use any standard scales to measure the levels of addiction among
the participants. Other contributing factors to a student’s stress
levels such as examinations and relationship with family and
peers were not considered while assessing the mental health of
the students.

C o n c lu s i o n
As the younger population of India is now confined to their homes
because of the ensuing coronavirus pandemic, the risk for internet
addiction is greater. This pathologic use of gadgets could in itself
act as a psychological stressor as opposed to a respite from the
uncertain reality. The lockdown restrictions have also made
access to counselors harder than usual. Parents and educational
institutions should work together to bridge this gap between the
students and psychologists. A mental health helpline could also be
useful to deal with specific queries. Necessary steps must be taken
to ensure that the help the students require to fight this addiction
is available to them at all times.

6.
7.
8.

9.
10.

11.
12.
13.
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