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Summary
Technology companies like Apple, Samsung, Microsoft and more are constantly finding
new ways to improve their cutting-edge products, whether it’s with stunning new hardware
designs, useful software improvements, or by coming up with entirely new products we didn’t
even know we wanted. A gadget is an often-ingenious object, but almost always useless in the
long run. It is a type of present gift during the end of year celebrations. The latest emerging
innovation across every major industry takes center, with product launches that propel global
markets from automotive, sports and fitness, software, healthcare, entertainment and more.
The purpose of the research is to classify and structure smart products on the market.
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Introduction. In the 21st century, almost everyone is familiar with the concept of a
gadget. These are smart devices that perform specific functions. A gadget is a device that is
used in different areas and thus has extensive purposes. However, not all devices are gadgets.
A device is an object or instrument used to perform a certain function and achieve a certain
result. While the gadget (eng. gadget - affiliation) is a technical device (including digital
technology), which has increased functionality, but limited capabilities (specialization). As a
result of the recent technological breakthrough, many gadgets of various purposes have been
launched on the market. Often, one device performs many functions, which can be attributed
to several classes of gadgets at once. To classify these devices into categories is quite difficult,
if we take into account many developments. Nevertheless, it is possible to distinguish several
main categories, combining gadgets with similar functionality and covering most devices [1].
The purpose of the study is to classify smart new products on the market.
According to the role that they will perform and the principle of action we distinguish:
-

Gadgets of virtual and augmented reality are divided into three specific subspecies of
gadgets: augmented reality helmets, video glasses and augmented reality glasses.
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Video glasses represent a mobile screen, which, as a rule, has a stereo effect and a complex
system of lenses that deliver a separate image to each eye of the beholder. Only high quality
videos are designed for viewing. The screen is translucent, and on it a picture is additionally
superimposed over the real objects.
Virtual reality helmets - a device that allows the beholder to partially immerse themselves into
the world of virtual reality, creating a visual and acoustic effect of presence in a simulated
space [2].
The main characteristics are: display technology, viewing angle, health effects.
-3D printers. This is a peripheral device that uses a layer-by-layer method of creating a
physical object using a digital 3D model. Printing can be done in different ways and using
different materials, but at the heart of any of them lies the principle of layer-by-layer creation
(growing) of a solid object [3]. Printers can be used in construction, toys design, medicine,
prosthetics and implant production (fragments of skeleton, skull, bones, and cartilage tissues
of donor organs). Key features - printing method, software.
- Spy Gadgets. There are a huge variety of different spy devices, from voice recorders in pens
and cameras in books to flying radio-controlled dragonfly-sized robots with a camera on board.
Due to the number of various types of spyware devices, we divide them into several
subcategories:
• Hidden cameras, day and night shooting, video surveillance devices.
• Binoculars, with customizable optics and night vision devices.
• Voice recorders and various listening devices.
• Lie detectors, motion sensors etc.
Advanced technologies have allowed miniaturization of spyware, turning almost every object
into a potential threat to our security, but it can also be used for protection. There are devices
that can detect “bugs” and hidden cameras, which, in principle, can be used in their own home
for video surveillance when the owners are absent.
Key features: miniature size, ability to mimic, security, large memory.
- "Smart watch”. This is a watch with enhanced functionality, it can be associated with
wearable computers. Many models support third-party applications and are controlled by
mobile operating systems. They can also act as mobile media players; you can receive phone
calls and reply to SMS, and email
Key features: processor power, additional features, Sim.
- Gaming gadgets. This is the widest category of gadgets, which include developments
created to ensure the most comfortable gameplay. Gaming gadgets can be divided into three
main categories:
- The actual devices that provide the gameplay (computer, tablet);
- Components that improve the game world (monitors, speakers, headphones);
- Controllers designed specifically for gaming (mice, keyboards, and gamepads).

-Smartphone. This is a mobile phone with a large set of functions. Smartphones differ
from ordinary mobile phones in the presence of a sufficiently developed operating system that
is open to software development. Features: processor power, screen size, display quality,
operating system level.
- Medical gadgets. Designed to improve our well-being or treatment (recalls taking
medication, reports blood pressure, level of sugar, ammonia, work as thermometers, etc.
- Fitness trackers. Devices - trackers monitor the health status of their owners and give
them useful tips. The most advanced trackers can read the owner's pulse, perform a blood test,
and even perform the role of a “personal trainer.” These gadgets should not be confused with
the "medical" ones. They cannot solve any health problems, but they can suggest
improvements.
“A gadget is a small device designed to facilitate and improve a person’s life.” But is
that really so? Do gadgets really improve our lives? Of course, in their use you can find not
only disadvantages, but also advantages. But in order to fairly evaluate the impact of gadgets,
it's appropriate to consider all sides.
1. Advantages and disadvantages of using gadgets
Table 1. The SWOT analysis on the gadgets market

Advantages of using gadgets:

Disadvantages of using gadgets:

1. Escape from the reality. In the modern
world, people have a lot of fears, complexes
and worries, and they literally cannot
1. Fast and easy access to information
remain on their own. The feeling of fear
needed. Before in time in order to get
makes them run from reality and get
information needed we had to go to the
distracted with the help of gadgets. Music,
library or, at least, go home and access the
computer. Now we can do it with the help of games, permanent checking on the social
networks help people cover their inner voice
Internet.
and create an illusion that there is nothing
wrong in their lives.

2. Saving time. One thing is to plan an
activity and then spend time and energy on
doing it and another – to do it here and now.
With the help of gadgets.

2. Addiction. Yes, addiction with gadgets
can be found with most users. Checking
email for the hundredth time, scrolling
through the news feed of social networks,
view photos in Instagram, put likes, write
comments. Or, on the contrary, post another
photo of yourself in the car, in a cafe, at
work, and then every minute checking
whether there is a new comment to it. If you

Advantages of using gadgets:

Disadvantages of using gadgets:
gather all the time that is wasted on such
cases, then it turns out that people simply
waste a few hours each day. They waste it
on their addiction. But life goes on ...

3. Ability to develop and improve. To turn
on a training lecture, view a lesson on
YouTube, read a book anywhere and at any
time. This is convenient for those who
spend several hours a day commuting or
even worse, get constantly stuck in traffic
jams. In this case, the impact of gadgets on
a person is clearly positive and it is difficult
to overestimate it. But are people taking
advantage of this opportunity?

3. Life in the virtual world. To chat with
friends not face to face, but via Skype,
exchange SMS messages on Viber, get
acquainted on a dating site. To keep the
status of your page on social networks, edit
new and new photos on your profile. To
participate in online discussions, blogging...
The virtual world has completely captured
all our time. And if earlier we devoted to it
at least our free time after work/studies,
now we are in it every minute. Thanks to
gadgets and the internet;

4. The ability to fix a certain point. To
take a picture or record on camera. Now all
modern gadgets are equipped with an
integrated camera. In fact, it is very
convenient;

4. Race for new items. The creators of
gadgets derive their benefit from such
massive addiction by releasing more and
more new models. They become more
convenient, more functional. But they are
not cheap at all. Outdated models go out of
fashion, they are removed from sales, and
on TV we are shown all the advantages of
new technologies. And we get interested,
we start to desire them. We work, spend the
valuable time of our lives in order to buy a
better gadget with our last money.

5. Degradation of the individual. Many
games are not created for the development
of logic or the enrichment of intelligence,
but for the waste of time. In the network
5. Fast communication. The ability to
they are called "time-killers". And they
contact the right person at any time using
consume it, they play. They pass level after
both mobile communication and the Internet
level instead of learning about this world,
has a positive effect on building business
playing sports, developing spiritually after
and personal relationships.
all. A vicious circle of daily “likes” of
photos on social networks, useless games,
and correspondence with friends “about
nothing”.

2. Some remarks
With a futuristic tinge, Philips prepares to sell SmartSleep, a headband and eyelet
fastener with a mini-helmet that broadcasts white noise – the auditory equivalent of "fleas" in
TV broadcasts (in the absence of the audio-video) and can deepen sleep. The sensors are
installed on the front and an application collects the sleeping user's data, providing tips for a
restful sleep [4].
The personal computer industry dropped 10.9 percent from April to June to 76 million
units in the same period of 2018, according to the Gartner market research firm. It is the 5th
consecutive quarter in which the market is down as a consequence of the high adoption of
tablets and mobile phones. IDC, another research company, even speaks of a more pronounced
decline in sales, 11.4%.
The impact of gadgets on our lives is deep and undeniable. Is this just a good influence
or a bad one? It depends only on us. Only we can decide whether they will contribute to either
our development or degradation. It is up to us.
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