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The Exploratory Study of Children’s Use of Smart Devices in
Information Society

Byoungrae Han" - Jungmo Gu™
Dept. of Computer Education, Chinju National University of Education” -

Center for Teaching and Learning, Kaya University™

ABSTRACT
With wide spread of smart devices, the use of children’s smart devices were increased. We have performed an
exploratory study about children’s use of smart devices in the viewpoint of lives of children. The children was
encouraged on the school centered learning by their parents. In this study, we wanted to explore the state of life
of children’s using of smart devices in the view of the children’s life at the age of information society. The re-
sults show that there was a difference in children’s using of smart devices between big and small city. This re-
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search shows that the students have the lack of the experiences of learning of desired usages and learning with

devices. In the play with the non-electronic media, outside play was more than indoor play. Half of the answers

at the amount of time to play the game and to watch the TV were “within an 1 hour”. We know that the pro—

portion of children’s indoor play portion is more than outdoor play of it.

. Play, Elementary Informatics Education, Electronic Media, Smart Device, Internet Addiction
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Expert Review

(Fig. ¥} 2t}
Literature search
Making Questionnaire
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Not using
9(9.6%)
65(31.4%)

85(90.4%)
141(68.1%)

<Table 1> Smart device usage by City
Using

Busan
Jinju

Survey
(Fig. 1) research process

Questionnaire analysis
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<Table 4> Learning experience of usage of application S/W

S 10.3% % YEFSET Educator Cases Rate(%)
No experience 76 25.0
<Table 2> Internet usage time of day From teacher 142 46.7
(n= 304) From family 40 132
From friend 7 2.3
Not use under under under over
30 min 1 hour 2 hours 2 hours From others 37 122
103%  233%  31.0%  21.0%  14.3% No response 2 07
Total 304 100.0
Ade AAAYD w&Hgo] glodes HoFta
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<Table 3> Primarily used device for internet access SA2 2AME A= obe] <Table 5> 72t}

Sex No Smgrt Computer
response device (PC)
Men 1.8% 40.5% 57.7%
Women 2.2% 60.4% 37.4%
All(304) 2.0% 49.7% 48.3%
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<Table 5> Received path of education about reliability and
validity of Internet information

Educator Cases Rate(%)
No experience 30 9.9
From teacher 201 66.1
From family 56 184
From friend 2 0.7
From others 12 3.9
No response 3 1

Total 304 100
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<Table 8> Educational experience of right use of ICT devices

<Table 6> Received path of education about problems of Educator Cases Rate(%)
overuse of smart devices No experience 92 30.3
Educator Cases Rate(%) From teacher 131 431
From teacher 144 47.4 From family 55 181
From family 99 32.6 From friend 9 3.0
From friend 1 0.3 From others 11 3.6
From others 10 3.3 No response 6 1.9
No experience 48 15.8 Total 304 100.0
No response 2 0.7
Total 304 100.0 T4 ndE7t25E e vlgo] kg A
4S5 Ak

oM,

jaki)

o

0

o

~

>

oo

ofr

ol

rlr

2L o
° %

_ﬂ_
At
405 }E}”E}
%6& 1% ] 69.8% %

<Table 9> Learning experience with ICT devices

Have experience Cases Rate(%)
<Table 7> Content authoring experience using ICT devices Have 176 579
Have experience Cases Rate(%) No experience 123 405
Have 135 44.4 No response 5 16
No experience 166 54.6 Total 304 100.0
No response 3 1
Total 304 100.0 <Table 10> HREA7] 71% o]-8&3td& W
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<Table 10> Interest of learning using ICT devices

Cases Rate(%)
Very fun 36 11.8
Fun 59 194
Normal 58 19.1
Boring 16 5.3
Very boring 10 3.3
No experience 28 9.2
No response 97 31.9
Total 304 100.0
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<Table 12> Play game using ICT devices
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<Table 11> Trouble in learning with ICT devices

ICT devices Cases Rate(%)
Use 246 80.9
Do not use 52 17.1
No response 6 2.0
Total 304 100.0
<Table 13>, <Table 14> 7ZIo]4 e} Azt
P

i3t AyE 2ol Frh FF 35 Hit AY o) 5=
23] o]a}7} 68.8%0] 1L, 63] o] 45%E FALE YTh

<Table 13> Number of daily usage of game in a weekdays

Reason Cases Rate(%)

Not interest 32 18.0

P e 185

Difficult to use 29 16.3

Book is more convenient 31 174

Etc. 53 29.8

Total 178 100
<Table 11>¢] ZA3}E T3] vhgst Zel= 2 ¢ 5
o A FelgE 2 AR Holyel WE ATt
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Grade Cases Rate(%)
Do not use 41 135
1~2 times 162 53.3
3~5 times 47 155
6~10 times 10 3.3
Over 10 times 3 1.0
No response 41 135
Total 304 100.0
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<Table 14> Average each game time in a weekdays

Grade Wl 1) &(%)
Do not use 40 13.2
Under 30minutes 102 33.6
30 min.~1 hour 59 194
1~2 hours 46 15.1
Over 2 hours 18 59
No response 39 12.8
Total 304 100.0
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<Table 15> Non-electronic media play status
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<Table 17> Daily average number of times watching TV

Type of play Cases Rate(%) In weekdays
Exercise or outdoor play 164 53.9 Times Cases Rate(%)
Janggi, Chess, Baduk, card 5 171 Do not .WatCh 25 3.2
game, board game 1~3 times 209 69.9
Non 18 59 Over 4 times 44 14
Etc. 49 16.1 No response 26 8.6
No response 21 7.0 Total 304 100.0
Total 304 100.0
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<Table 16> Daily average play time using non-electronic
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<Table 18> Each time of watching TV in weekdays

Time Cases Rate(%)
Do not watch 22 72
Under 30 minutes 62 20.4
30min.~1 hour 105 34.5
1~2 hours 61 20.1
Over 2 hours 25 8.2
No response 29 95
Total 304 100.0

media by city
. Not Under  30min Over 2
City play 30min. ~ lhour 1~2hour hours

Busan 9.6%  245% 33.0%  26.6% 6.4%

Jhinju  97%  22.0% 247% = 22.6% 21.0%
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