
OBJECTIVES ON THE IMPACT OF ELECTRONIC GADGETS ON THE

PERFORMANCE OF STUDENTS

The researchers want to know the impact of gadgets in students' learning. In today's life, tasks are maximized with the
use of modern gadgets. part of comprehensive initiatives that also address changes in education goals, curricula The
use of technology in education has significantly aided students in performing their.

I can search for information anywhere. This research design was used by giving questionnaires to the
respondents of this study. To know why students use gadgets. In what way does this study helps in the
development and progress of the community? The Negative Impacts of exposure of electronic devices and
gadgets to children: According to the sources from a survey of Kaiser Family Foundation, children are
spending an average of more than 7 hours per day on the electronic device which includes television,
electronic games, internet and some mobile devices. Research Methodology This chapter presents a thorough
discussion on the methodology and procedures used in this study. This refers to the number of times or how
often the gadgets are used by the respondents in learning. The computed value was interpreted using the scale
below. With the advent rapid new technologies; digital societies are shaping all across and people are relying
mainly on these resources from information, education, and entertainment to social interaction. Surveys
showed that these young kids know how to play with the smart-phone, make a mobile phone calls and even
open internet browsers on their own without any aid. Parent may find it easier to make their children stay in
one place by giving them a gadget to play with. Another example of this is taken from a case study that was
conducted using robotics to produce solving problem skills. The times spent on the devices may curb some
outdoor activities. Idos Rafael John M. The researchers will use the internet and library research to gather
different ideas and thought related to present study and to easily come up with a positive result for the benefits
of Filipino people. International Electronic Journal of Elementary Education, 4 2 ,  Related Literature Gadgets
A gadget is a small tool or device with a specific useful purpose and function. However there are some
impacts on the usage of the electronic devices and gadgets games. This indicates that the use of gadgets
extends the ability of students to search information, develop and entertain their selves with its features like
the internet, student-friendly websites and educational applications. One of these changes in the invention of
the computer. Shy says that no one can deny the fact that gadgets have not only simplified the lives of people
but also made them more comfortable and luxurious. For example, using camera to take a photo allows more
time to learn instead of writing it on a notebook. Urdaneta City, Pangasinan. It sought answers to the
following problems: 1. There was no significant correlation between the frequency of use and the impact of
gadgets which means the frequency of the use of gadgets does not affect its impact but instead, it was based on
how we use it. This will give awareness to teachers to allow students to use gadgets more freely and also to
guide them in using the gadgets. Formulation of Hypothesis There is significance in using gadgets for better.
Rather, blending leads to higher engagement and learning gains Darling-Hammond et al. Further, it
determined the significant relationship between the frequency of use and the impact of gadgets. It looked into
the frequency of use of the gadgets in learning which are cellphones, computers, and tablets and the the impact
of gadgets in learning as perceived by the students.


