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This study investigates the relationship between self-control and media 
multitasking among K-pop fans in Makassar. The research involved 467 
participants aged 18–25 years, employing the Media Use Questionnaire 
(MUQ) to assess multitasking behaviors and a self-control scale based on 
Tangney's theoretical framework. Data analysis using Pearson Product 
Moment correlation revealed a weak yet significant positive relationship (r = 
0.124, p < 0.05), indicating that higher self-control correlates with increased 
multitasking. This phenomenon reflects the integration of digital media 
into daily routines, where media multitasking becomes a habitual activity 
influenced by technological advancements and social contexts. Findings 
highlight that self-control plays a role in managing digital consumption, 
aligning with prior studies linking low self-control to problematic media 
usage. The study underscores the implications of multitasking behaviors 
on cognitive and emotional well-being, emphasizing the need for strategies 
to foster balanced digital media engagement. These results contribute to 
understanding digital media habits within the context of K-pop fandom, 
offering insights for psychological and cultural studies on media behavior. 
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Introduction 

In the past, it took much work for K-pop 
fans to get information about their idols. 
Fans would go to internet cafes to watch 
their idols' latest MVs. The spread of K-pop 
content still needs to grow. In the past, 
K-pop fans only capitalized on newspapers, 
magazines/tabloids, and radio to find out 
the latest news updates about their idols. 
Remember, fans will buy as many posters as 
possible to display in the room and continue 
to buy until they feel satisfied. Compared to 
today's 4.0 and 5.0 era, K-pop fans now use 
the internet, various social media platforms 
and other media to support activities such 
as celebrity worship. K-pop fans actively 
seek news or information through online 
media related to the whereabouts of their 
idols, fashion, love life and celebrity activity 
schedules. Changes in technology have 
resulted in changes and the emergence of 
individual behavior that allows activities to 
use media simultaneously (Circella et al., 
2012). 

Research conducted by Akhmad, Unde, 
and Cangara (2018) in Makassar shows the 
results that K-Pop fans in Makassar utilize 
social networks to find information, videos 
and dramas of their idols, which shows 
the relationship between the use of social 
media and the fanaticism of K-Pop fans 
which shows social media is a bridge for 
fans to fulfil their fanatic needs. They also 
hunt for articles, movies, and television 
shows starring their favorite idols. They 
spend more time using smartphones and 
computers to get K-pop content during these 
idolization activities. K-pop fans in Makassar 
also utilize social media to support their idols 
by voting whenever they are nominated for 
award shows. This is done out of loyalty to 
their idols. When the idols they support win 
at award shows, these fans are happy and 
proud. 

Hootsuite data results published by 
Kemp (2019) show that digital users in 
Indonesia are at the highest level. There are 
355.5 million active mobile phone card users, 
or 133% of the total population of Indonesia. 
About 150 million use the internet, about 130 
million are mobile social media users, and 
150 million actively use social media. The 
frequency of their use in a certain period can 
be seen from the number of media users. 

Previous data also found that internet 
use through any device spent an average 
of 8 hours 36 minutes, and the intensity 
of their use of social media was around 
3 hours 26 minutes. They also watch TV, 
streaming video and video on demand, 
for approximately 2 hours and 52 minutes. 
Music listening behavior is about 1 hour 22 
minutes. When added up, media users in 
Indonesia spend about 16 hours a day. They 
may use the media simultaneously when 
juxtaposed with various activities carried 
out. 

Clapp and Gazzaley (2012) said that 
multitasking is behavior that tries to achieve 
goals when there are other goals 
simultaneously. Specifically, the term 
multitasking focuses on technology use, 
commonly called media multitasking. 
Lang and Chrzan (2015) stated that media 
multitasking can be defined as a situation 
when a person performs two tasks 
simultaneously, one of which involves 
media use. Heavy media multitaskers 
(HMM) have heavy media multitasking 
behavior. Light media multitaskers (LMM) 
are individuals in the light category of media 
multitasking behavior. Meanwhile, AMMs 
are individuals with media multitasking 
behavior but belong to the normal category. 
This is because both have quite contrasting 
differences in describing the influence of 
media multitasking. 

Among young adults, media multitasking 
 behavior is now a challenging activity 
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to find in daily life. Caused by the rapid 
development of digital technology makes 
this kind of behavior expected behavior. 
Junco and Cotton's (2011) research of nearly 
3000 students in four institutions showed 
that 97% of them used computers while 
replying to messages, and 93% made calls, 
watched TV and did other activities while 
replying to messages on the computer. The 
effect of media multitasking on students' 
ability to focus has been studied by Levine, 
Waite, and Bowman (2007). Their results 
revealed that multitasking activities can 
affect their ability to concentrate intensely 
on the task. Multitasking can make students' 
brains work too hard, making it difficult to 
focus on their goals even when they want to. 
Not only in the academic environment, 
but excessive media use has also become 
a daily routine for students outside the 
classroom (Aras, 2016). Some people will 
open their cell phones a few minutes after 
waking up. Some even stay up late to be 
active on social media (Ganda, 2016). This 
kind of activity affects their sleeping hours. 
Several studies have suggested that media 
multitasking with electronic screens can 
cause sleep problems and adverse outcomes 
(Cain & Gradisar, 2009; Van der Schurr et al., 
2018). Media multitasking can also lead to 
a variety of mental health problems, social 
stress, depression and anxiety (Pea et al., 
2012; Becker et al., 2013; Rosen et al., 2013). 

Based on the results of preliminary 
data in Makassar, 18 respondents in early 
adulthood between the ages of 20 and 23 
still idolize celebrities, especially K-pop 
fans. Some of the respondents like K-pope's 
attractive visuals of idols, strong idol 
vocals, encouragement, personality, or 
distinctive characteristics of idols, and also 
because idols are included in the criteria for 
respondents' ideal partners. Furthermore, 
related to the time spent by respondents 
doing multitasking activities, namely during 
the last six months a week where seven 

respondents spent 1-2 hours per week, six 
respondents spent 6 hours, and three other 
respondents spent 17-58 hours per week. 
Some respondents also explained that they 
would immediately turn on the TV to watch 
their idols perform while playing social 
media to discuss with other fans or watch 
videos or live streaming related to their idols 
using laptop media. They are even willing to 
stay up late to watch their idols. Individuals 
who do many activities simultaneously and 
have uncontrollable feelings are indicated to 
have low self-control. 

Self-control is managing and changing 
one's reactions, including suppressing 
and resisting inappropriate behavioral 
impulses (Tangney et al., 2004). Self-control 
is the capa to regulate, guide, and coordinate 
how individuals behave towards positive 
outcomes. In the context of digital media use, 
low self-control manifests itself in impulsive 
behavior and frequent risk-taking, which 
are associated with addiction risks such as 
internet addiction (Kim et al., 2018). 

Lower levels of self-control have been 
associated with higher levels of problematic 
cell phone use and smartphone addiction." 
It turns out that people with low self-control 
respond to cell phone notifications very 
quickly after getting a signal. "self-control 
appears to be one of the most important 
predictors of problematic cell phone use" 
(Berger et al., 2018). Calderwood, Ackerman, 
and Conklin (2014) also stated that 
individuals realize that using multiple media 
during out-of-class tasks results in low self- 
control. They also said that individuals with 
low self-control levels will engage in higher 
levels of media multitasking. 

For this reason, based on the previously 
described phenomenon regarding media 
multitasking and its relationship with self- 
control, researchers are interested in the 
description of celebrity worship K-poppers 
in Indonesia and its relationship with self- 
control. Therefore, the researcher proposed 
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a study entitled "The Relationship of Self- 
control to Media Multitasking for K-pop 
Fans. 

 

Method 

Respondents in this study are K-pop fans 
aged 18-25 years and domiciled in Makassar. 
To ensure that respondents are K-pop fans, 
the characteristics of respondents involved 
in this study are included in one or more 
fandoms. In sampling using a non-probability 
sampling approach, the researcher needs to 
know how many exact numbers are in this 
research population. The number of research 
samples produced is a minimum of 349 
respondents, calculated based on the Isaac 
and Michael table with an error rate of 5%. 

The research data collection used 
two scale instruments, namely the media 
questionnaire, a scale to measure media 
multitasking that was first coined by Ophir, 
Nass, and Wagner (2009), which consists of 
two main parts. In the first part, participants 
using this tool will estimate the hours they 
usually spend on the 12 media provided. The 
media included in the MUQ consists of email, 
blogging, selling goods online, online books 
and others. In the second part, participants 
will indicate how often they use the media 
together (Shih, 2013). The MUQ scale used 
in the study is a scale that has been modified 
by Thalib (2019), totaling nine media, 
including reading print media, watching 
television, watching videos on computers/ 
laptops, listening to music, talking on the 
phone, playing video games, sending short 
messages, using social media and browsing/ 
internet activities. 

The  self-control  scale  adopted  by 
Khairunnisa (2019) in her research, which 
obtained 25 valid items, is compiled based 
on the theory of Tangney et al., (2004), 
which consists of 3 aspects: breaking habits, 
resisting temptation and self-discipline. 
Researchers tested the scale by conducting 

instrument validity using Confirmatory 
factor analysis (CFA) techniques with the 
help of the Lisler 8.80 application. It was 
found that there were 24 valid items and one 
invalid item on the self-control scale with a 
Cronbach's alpha reliability value of 0.840. 

Data analysis in this study includes the 
normality and linearity tests, which are 
prerequisite tests. A normality test is used to 
see whether the distribution of data obtained 
comes from an average population. After the 
normality test, the linearity test determines 
whether a variable has a linear relationship 
between the dependent variable and each 
independent variable to be tested. After all 
prerequisite tests are carried out, hypothesis 
testing is carried out, which is a temporary 
answer to the formulation of research 
problems (Sugiyono, 2016). 

This hypothesis test uses the Pearson 
Product Moment (r) correlation test, 
which aims to determine the level of 
relationship between variables expressed 
by the correlation coefficient (r). The basis 
for decision-making is as follows: 1) if the 
Significance value <0.05, then correlated; 
2) if the Significance value> 0.05, then not 

correlated. 

 

Results and Discussion 

After conducting the prerequisite test in 
the study, the results meet the requirements 
for using parametric data analysis techniques 
with the Pearson product-moment 
correlation type. 

Based on Table 1, which is the result of 
the correlation test, the significance value is 
0.007 (<0.05), so hypothesis H0 is rejected, 
and H1 is accepted, which means there 
is a relationship between self-control and 
media multitasking. In this table, we can 
also find out that the Pearson Correlation 
between self-control and multitasking media 
is 0.124 with the degree of relationship 
between these two variables, which is very 
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Table 1. Hypothesis test results 
 

Variables r Sig. Description 

Self-control over Media Multitasking 0.124 0.007 Have a Relationship 

 

weakly correlated, and the form of the 
relationship between these two variables is 
positive, which means that the higher the 
self-control, the higher the multitasking 
media and vice versa. Multitasking is no 
longer a new phenomenon among adults 
and teenagers. This multitasking activity 
has become one of the activities that help 
increase human productivity efficiently and 
effectively. Multitasking media behavior is 
undoubtedly inseparable from media use. 
In the use of media, it has become a lifestyle 
and primary need in various circles. Its use 
is sometimes uncontrollable. Several studies 
have examined the negative impact of media 
use. Some people will open their cell phones 
a few minutes after waking up from sleep. 
Likewise, before bed, they will open their 
cell phones to find information and be active 
on social media (Ganda, 2016). 

Some  studies  support  the  negative 
impact of multitasking media, namely the 
impact of the media; for example, on the 
internet, a person can experience internet 
addiction, which is excessive internet use, 
which is assessed based on the duration of 
frequency of use, in research conducted by 
Devi, et., al (2022) where there is a significant 
positive relationship between internet 
addiction and depression and anxiety. Then, 
Aziz's research (2020) states that there is a 
significant positive relationship between the 
level of depression and the intensity of social 
media use; namely, the more intensive the 
use of social media in individuals, the higher 
the level of depression in individuals, for this 
reason in addressing the results of this study 
the need for self-control in individuals. 

Research on self-control in multitasking 
media has never been encountered 
before. However, research has found that 

multitasking media is a mediator. Blachino 
et al. (2023) relate self-control to digital 
media use mediated by media multitasking; 
the results of their research show that self- 
control is negatively related to all types 
of problematic digital media use, namely 
problematic Internet use, problematic 
smartphone use, and problematic Facebook 
use. Media multitasking significantly 
mediates the relationship between self- 
control and problematic digital media use. 
Our results confirm the prediction that low 
self-control will translate into higher media 
multitasking and higher digital media 
addiction. 

The results of this study state that self- 
control and media multitasking show a 
significant positive relationship; this can 
occur because of the awareness in early 
adult individuals of the use of media 
simultaneously because individuals in 
adulthood will be faced with various 
problems  and  decision-making  that 
can affect their lives. Tri Dayakisni and 
Hudaniah (2003) state that age is one of the 
things that affects individual self-control. 
As age increases, it will be followed by 
increasing maturity in thinking and acting, 
where individuals will later be better able to 
control themselves. 

In addition, individuals will be better able 
to think of specific appropriate and effective 
strategies to use in diverting attention from 
the desired object when resisting temptation 
(Berk, 2006) in a sense, being able to control 
thoughts about actions and objects of 
interest for a long time. Respondents in this 
study are early adults, where early adult 
individuals will usually focus more on 
work and relationships with the opposite 
sex and much more to prepare for the next 
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developmental task. With these increased 
responsibilities, early adults' primary focus 
and mindset must change; they must not just 
look for pleasure and start to reduce other 
activities (Santrock, 2006). 

In line with Raviv, Bartal, and Benhorin 
(1995), which states that along with the 
increasing age of early adults, individuals 
will be wiser in addressing their lives, they 
use music in a more mature way, namely 
by listening without showing symbols of 
obsession behavior related to their idols. 
Human activities cannot be separated from 
multitasking because multitasking can help 
speed up task work or a means of refreshing 
from tasks or just entertainment (Salvucci & 
Taatgen, 2011). 

Generally, people who engage in 
entertainment-driven activities want to 
have fun and relax, so the goals of such 
activities are generally less urgent and 
do not require intense and potentially 
exhausting concentration. Therefore, 
competition for cognitive resources may be 
less intense during entertainment-driven 
activities, which should free up resources 
for other activities in a seemingly effortless 
manner. As a result, these activities allow 
for simultaneous multitasking behaviors 
without interfering with the performance of 
the primary task or inducing feelings of stress 
as long as the situation is entertainment- 
based (Nielsen, 2013; Shim et al., 2015). 

Some supporting factors also cause the 
research to produce a positive relationship 
between multitasking media activities, 
namely, coming from the individual, the 
situation, and the media (Jeong, 2007). In 
individuals, it usually includes the effect of 
the habit of multitasking media activities, 
how the individual views the media, and 
if he/she views multitasking media as a 
positive or good thing, then the person may 
do it. Usually, feelings can also determine 
a person's desire to do something, such 
as whether the person feels comfortable 

when doing media multitasking or not. In 
addition, situational factors also affect media 
multitasking behavior. 

Situational factors usually include time 
and how the use of media at a particular 
time can affect individuals in doing media 
multitasking. Besides, individuals given 
more than one task will usually multitask 
media because of their limited time, so 
they must complete the task as soon as 
possible. However, some individuals who 
have free time at home will multitask media 
because they feel free to do various things 
simultaneously (Jeong, 2007). 

Media factors include practicality, 
where the ease of using a medium makes 
individuals do media multitasking. In 
addition, the specifications and role of a 
medium that makes its use use use several 
media simultaneously. Do users feel that 
the media is essential to them so that media 
multitasking activities become a habit 
(Jeong, 2007). 

 

Conclusion 

This study demonstrates a significant 
positive relationship between self-control 
and media multitasking among K-pop fans 
in Makassar, albeit with a weak correlation. 
The findings suggest that individuals with 
higher self-control tend to engage more 
in media multitasking. This behavior is 
influenced by the integration of digital 
media into daily routines, reflecting how 
advancements in technology and social 
contexts shape user habits. 

Despite the weak correlation, the study 
underscores the importance of self-control 
in managing multitasking behaviors and 
navigating digital media use effectively. 
Lower self-control has been linked to 
problematic digital media use, such as 
excessive smartphone or internet usage, 
which can lead to adverse cognitive and 
mental  health  outcomes.  Conversely, 
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individuals with higher self-control may 
engage in multitasking more intentionally, 
leveraging it to manage various activities 
simultaneously without compromising their 
focus and emotional well-being. 

These findings contribute to the broader 
understanding of media multitasking 
behaviors, particularly within the cultural 
context of K-pop fandoms. Future research 
could explore the long-term implications of 
these behaviors and investigate interventions 
to balance media multitasking and self- 
regulation in diverse demographic groups. 

 

Declaration of Ownership 

This article is our original work. 

 

Conflict of Interest 

There is no conflict of interest to declare in 

this article. 

 

Ethical Clearance 

This study was approved by the institution. 

 

 

References 

Akhmad, A. A., Unde, A. A., & Cangara, 
H. (2018). Phenomenology of television 
and social media use in responding to 
Korean pop culture among Makassar 
teenagers. Kareba: Jurnal Ilmu Komunikasi, 
7(1), 16–22. 

Aras, M. (2016). Social media phenomenon 
and teenagers' lifestyle today in 
Indonesia. Advanced Science Letters, 2(5– 
6), 1670–1672. https://doi.org/10.1166/ 
asl.2016.6722 

Aziz, A. A. A. (2020). Hubungan antara 
intensitas penggunaan media sosial dan 
tingkat depresi pada mahasiswa. Acta 

Psychologia, 2(2), 92–107. https://doi. 
org/10.21831/ap.v2i2.35100 

Becker, M. W., Alzahabi, R., & Hopwood, C. J. 
(2013). Media multitasking is associated 
with symptoms of depression and social 
anxiety. Cyberpsychology, Behavior, and 
Social Networking, 16(2), 132–135. https:// 
doi.org/10.1089/cyber.2012.0291 

Berger, S., Wyss A. M., & Knoch, D. (2018). 
Low self-control capa is associated with 
immediate responses to smartphone 
signals. Computers in Human Behavior, 
86, 45–51. https://doi.org/10.1016/j. 
chb.2018.04.031 

Berk, L. E. (2008). Infants, children, and 
adolescents. Pearson Education Inc. 

Cain, N., & Gradisar, M. (2010). Electronic 
media use and sleep in school-aged 
children and adolescents: A review. 
Sleep Medicine, 11(8), 735–742. https://doi. 
org/10.1016/j.sleep.2010.02.006 

Calderwood, C., Ackerman, P. L., & Conklin, 
E. M. (2014). What else do college students 
“do” while studying? An investigation 
of multitasking. Computers & Education, 
75, 19–29. http://doi.org/10.1016/j. 
compedu.2014.02.004 

Circella, G., Mokhtarian, P. L., & Poff, L. 
K. (2012). A conceptual typology of 
multitasking behavior and polychroni 
preferences. Electronic International 
Journal of Time Use Research, 9(1), 59–
107. https://dx.doi.org/10.13085/ 
eIJTUR.9.1.59-107 

Clapp, W. C., & Gazzaley, A. (2012). Distinct 
mechanisms for the impact of distraction 
and interruption on working memory 
in ageing. Neurobiology of Aging, 33(1), 
134–148. https://doi.org/10.1016/j. 
neurobiolaging.2010.01.012 

Devi, K. A. T., Sumadewi, K. T., and Arsana, 
W. E. (2022). The relationship of internet 
addiction with depression and anxiety in 
faculty of medicine and health sciences 
students  of  Warmadewa  University 

http://doi.org/10.1016/j


Sinar, Tarmizi Thalib, Sitti Syawaliah Gismin 

112 

 

 

 

class  of  2018  and  2019.  Aesculapius 
Medical Journal, 2(3), 181–187. https://doi. 
org/10.22225/amj.2.3.2022.181-187 

Ganda, H. A. (2016). Hubungan kecanduan 
penggunaan smartphone dengan kualitas 
tidur pada remaja di SMAN 9 Padang 
tahun 2016. Skripsi. Universitas Andalas. 
Downloaded at http://scholar.unand. 
ac.id/21563/ August 5, 2019 

Jeong, F. (2007). Predictors of multitasking with 
media: Media factors and audience factors. 
University of Pennsylvania Press. 

Junco, R., & Cotten, S. R. (2011). Perceived 
academic effects of instant messaging 
use. Computers & Education, 56(2), 370–
378. https://doi.org/10.1016/j. 
compedu.2010.08.020 

Kim, H-J., Min, J-Y., Min, K-B., Lee, T-J., & 
Yoo, S. (2018) Relationship among family 
environment, self-control, friendship 
quality, and adolescents smartphone 
addiction in South Korea findings 
from nationwide data. PLoS One, 13(2), 
e0190896. https://doi.org/10.1371/ 
journal.pone.0190896 

Lang, A., & Chrzan, J. (2015). Media 
multitasking: Good, bad, or ugly? 
Annals of the International Communication 
Association, 39(1), 99–128. https://doi.org/ 
10.1080/23808985.2015.11679173 

Levine, L. E., Waite, B. M., & Bowman, L. L. 
(2007). Electronic media use, reading, 
and academic distractibility in college 
youth. CyberPsychology & Behavior, 
10(4), 560–566. https://doi.org/10.1089/ 
cpb.2007.9990 

Nielsen Consulting. (2013). A look across 
screens: The cross-platform report. 
Retrieved from http://www.nielsen.com/ 
us/en/reports/2013/the-cross-platform- 
reportea-lookacross screens.html. 

Ophir, E., Nass, C., & Wagner, A. D. (2009). 
Cognitive control in media multitaskers. 
Proceedings of the National Academy of 
Sciences, 106(37), 15583–15587. https:// 
doi.org/10.1073/pnas.0903620106 

Raviv, A. E. (1995). Adolescent idolization 
of pop singers: Cause, expression and 
reliance. Journal of Youth and Adolescence, 
25(5), 631–650. https://doi.org/10.1007/ 
BF01537358 

Rosen, L. D., Carrier, L. M., & Cheever, N. A. 
(2013). Facebook and texting made me do 
it: Media-induced task-switching while 
studying. Computers in Human Behavior, 
29, 948–958. https://doi.org/10.1016/j. 
chb.2012.12.001 

Salvucci, D. D., & Taatgen, N. A. (2011). The 
multitasking mind. Oxford University 
Press. 

Santrock, J. (2006). Lifespan development: 
Perkembangan masa-hidup. Erlangga. 

Shim, H., Oh, P., Song, H., & Lee, Y. (2015). An 
exploration of motivations for two screen 
viewing, social interaction behaviors, 
and factors that influence viewing 
intentions. Cyberpsychology, Behavior, and 
Social Networking, 18(3), 158e164. http:// 
dx.doi.org/10.1089/cyber.2014.0543 

Tangney, J. P., Baumeister, R. F., & Boone, 
A.L. (2004). High self-control self-control 
predicts reasonable adjustment, fewer 
pathologies, better grades, and personal 
and interpersonal success. J Pers, 72(2), 
271–324. https://doi.org/10.1111/j.0022- 
3506.2004.00263.x 

Van der Schurr, W. A., Baumgartner, S. E., 
Sumter, S. R., & Valkenburg, P. M. (2018). 
Media multitasking and sleep problems: 
A longitudinal study among adolescents. 
Computers in Human Behavior, 81, 316–324. 
https://doi.org/10.1016/j.chb.2017.12.024. 

http://scholar.unand/
http://www.nielsen.com/

