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Abstract
The increasing demands and needs of the community, such as clothing, food, and
housing, continue to soar, just like the current soaring advances in technology and
information. Which is where the relationship and interaction between humans and technology
have become things like basic needs and needs at any time, one example of human
attachment to technology which is currently growing and becoming a competitive world for
companies and technology developers, one of which is gadget technology. Gadgets are small
electronic devices that have special functions in each type to make work and human needs
more practical and efficient. Unlike humans who have advanced technology that is only owned
by the upper strata, it is different with mini-electronic technology which is now almost owned
by the middle and lower majority, namely gadget technology.

1. Introduction
To support a good education, some adequate educational facilities are needed.
Currently, several educational gadgets have been created that aim to simplify and speed up
the learning process [1]. Gadget is seen from the term, derived from English, which means a
small electronic device that has a special function. A gadget is a small technological object
that has a specific function, but is often adapted as an innovation or novelty [2].
A gadget is a device or instrument that has a specific practical purpose and function
that is useful and is generally given to something new [3]. Gadgets as a technological tool that
are in great demand are also experiencing development [4]. The development of technology
contained in gadgets from time to time is so amazing from simple forms to extraordinary forms
[5]. Gadgets themselves can describe the sophistication of electronic devices that continue to
grow, it can even be said that gadgets are actually multi-functional communication tools [6].
From time to time, technological developments undergo significant changes. Before
gadgets or advanced technology, many communication media already existed and were used
by the community [7]. Electronic technology used to be a very new thing in society. More
importantly, like how these new media function, the exchange of information takes place in the
community [8].
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Interactive things such as computer elements connected to a network and supported
by equipment such as satellites are the development of electronic technology [9]. The needs
that humans must possess to help solve a problem faced are the benefit of technological
development. The technological developments that are currently developing are technology in
the form of gadgets. Gadgets have become practical things that take place in society [10].
The term gadget is increasingly recognized along with the development of a trendy,
practical and sophisticated lifestyle as well as technological developments. Gadget is a term
that comes from English to refer to a device or instrument that has a specific practical purpose
and function that is generally useful for something new [11]. Gadgets are technological
devices with smart designs [12]. The term gadget which means a practical device is indeed
suitable for today since the introduction of products that have a high level of mobility.
Even today's gadgets continue to be developed into one of the communication
facilities that are packaged in increasingly smaller sizes. Because the gadget contains media
in the form of audio and visual. All of this was realized thanks to the rapid development of
technology.

2. Research Method
The existence of gadgets is a challenge for teachers and students [13]. Using gadgets
in the classroom will prepare students for life outside the classroom and can explore many
things. Many schools have high technology standards and must be achieved by all students at
some point during their education [14]. Guidelines that define the knowledge and skills that
students must possess at any given point throughout the academic year are held by most
schools as educational standards [15]. These various standards are expected to make
students more familiar with technology because the school system invests a lot of money in
electronic devices to encourage and motivate educators to make lessons interactive and
interesting, such as the application of gamification [16]. This drive incorporated technology
standards into the curriculum for most school systems as preparation for real life. As society
becomes more technologically advanced, school standards and systems must better prepare
students for life outside of school [17].
2.1 Instructional Media
Untung Raharja [18] researched that if the media is studied in general, humans will
build conditions that allow students to acquire knowledge, skills, or attitudes. The researcher
states that the media is a component in the student's environment that can stimulate learning.
The media is a physical tool that can present a role and encourage students to learn. Other
studies say that media are all forms and channels used to convey messages or information.
So the use of media is no less important as an information service for students to learn and
explore new things.
2.2 Gadget Usage
Gadgets are related to ICT-based learning media, therefore they are usually
connected to the internet [19]. The use of the internet is very supportive in this gadget. The
use of gadgets can consist of several ways. Is the gadget used as an addition to conventional
learning, or a support or even a substitute in the learning model.
1. Gadgets as an addition to learning For example a biology teacher gives material about
digestion
The material has been explained by the teacher in class. However, if it is not
clear then students may access the internet on websites that have been
recommended by the teacher [20]. The nature of this learning is not mandatory for
students. If it is necessary as additional knowledge, students are encouraged to seek.
This gadget learning model is often applied in our education. With the limitations of
information technology in the regions so that each student has different abilities in
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terms of technology. For example, there are students who do not have gadgets, so
they cannot access them. Even though they cannot access the internet, students still
get knowledge from the teacher in class.

2. Gadgets as a support in learning activities Gadgets can support learning
For example, in a history lesson, the teacher gives the task of finding material
on the internet about the history of the Islamic empire in Indonesia. So this can be
said as one of the supporting learning. Students become active in looking for
assignments on the internet, not only on social media [8]. Another example is when
the teacher gives assignments, the tasks to be done are on the teacher's blog or web,
so students have to browse and download the assignments. It is beneficial for
teachers as well as students. Teachers can save teaching time, while students get
assignments that can be accessed at any time. This gadget learning is also widely
applied in our education. The teacher gives the task to search on the internet, or the
assignment is on the teacher's web [21]. Usually schools that use such a model,
internet access is easy to achieve. At least if students don't have gadgets in their area,
they can still access the internet such as wifi, internet cafes, etc.

3. Gadgets as an alternative to support learning
Currently, especially in cities that have fulfilled access to information
technology, the internet is not an obstacle for users. The gadget-based learning
process can be applied if the conditions are like this. In addition, it must meet other
requirements, namely the characteristics of students and schools, as well as lessons
made by gadgets. For example, there are cases of teachers being assigned out of
town. While at school it is possible to learn gadgets at a distance. Then the teacher
can give student assignments via the web. The teacher provides a module that
students can download. After that students can work on assignments, and these
assignments can be submitted via email. Students can also consult with the teacher
[21].

3. Steps in the use of gadgets
Gadget Utilization Steps:
Cellular phones (HP) or gadgets can be used to improve the quality of learning to
make calls and write short messages. Like the existing KD, students must be able to make
phone calls and write short messages in polite and effective sentences. Therefore, teachers
need to prepare a polite and effective measuring instrument or sentence indicator as a
basis for conducting an assessment. After that, the teacher prepared the steps for doing
CAR. In the first cycle, the students were asked to learn to make telephone calls and write
short messages without using a gadget. The teacher conducts an assessment based on
indicators of competency achievement in making telephone calls and writing short
messages that have been prepared. Because without using teaching aids, I found that the
competence of the students for making telephone calls and writing short messages was
very low. The students only practiced the activities of making the call and writing short
messages. The students do not do telephone learning and writing short messages
seriously.
In the second cycle, the students were asked to bring gadgets to school. The
teacher asks students to practice the telephone activity in pairs. For competence in writing
short messages, students must send an SMS to the teacher's number so that it is easy to
make an assessment. From these activities, teachers can conduct telephone assessments
and write short messages based on the indicators that have been prepared. In addition to
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an increase in the achievement of scores on the competence of making telephone calls and
writing short messages [22], it appears that the students are very enthusiastic and
enthusiastic about participating in classroom learning. students have. Before the students
use the gadget, the teacher must check the gadget by borrowing it. Teachers can open
multimedia folders to find out the contents of photos and videos. If pornographic images
and/or films are found, the teacher can take notes and call the owner. This is the added
value of using gadgets for learning.

4. Conclusion
One example of the use of smartphone gadgets that I know until now is only used as a
chat messenger facility and a means of accessing social media networks that only blows
up personal problems, activities that are being carried out at the same time, turmoil in life
that may be very bad, and things that don't fit. Intellect is asking for prayers against social
networks.
Meanwhile, if we explore a little of the problem, there are many things that we can use
more usefully, we take the example of the Twitter social network where there are many
accounts of sources of information and basic learning where the admin is always on
standby almost 1 x 24 hours, Facebook provides We can use group facilities as a mini
discussion forum between educators and students, Google docs which can be used as a
place to share data with one another. From the above problem, is this due to a technology
error?
E-learning itself must have effective and efficient linkages between educators and
students for the smooth running of the process as well as infrastructure or facilities that
support very well and innovate from conventional learning. Many people think that gadgets
can be likened to a knife.
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