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Abstract  
 

The use of mobile devices has had a great impact on people's lives, this research will focus on the students of Administration 

of the Tecnológico de Estudios Superiores de Valle de Bravo, who are digital natives and make intensive use of technology. 

However, they have noticed great distractions, despite being in class, interacting with their teacher and classmates, there is 

influence by the interactive content created in different applications that are available to them. Therefore, it was necessary to 

determine through interviews and direct observation, the frequency of use of different mobile applications and identify which 

are the most popular among them. The results obtained will serve as a basis for future research and can be used by educational 

institutions and teachers to make informed decisions on the integration of strategies using mobile applications in the teaching-

learning processes. 
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This research aims to identify 

the applications most used by 

undergraduate students in order 

to determine the main 

distractor that prevails in them 

and thus seek strategies to 

counteract. 

      

This research is descriptive, quantitative 

and cross-sectional. After detecting the 

frequency of distraction through the use of 

their cell phones during classes. A specific 

review of 193 cell phones was conducted to 

identify the 3 applications they use the most 

and thus detect the most common source of 

distraction among undergraduate students. 

The results obtained will have 

practical implications for improving 

the quality of the learning process 

and promoting a responsible and 

effective use of mobile applications 

in the educational environment. 

      

 
Social platforms, virtual communities and digital habits 

 

Resumen  

 

El uso de los dispositivos móviles ha tenido gran impacto en la vida de las personas, esta investigación se enfocará a los 

estudiantes de Administración del Tecnológico de Estudios Superiores de Valle de Bravo, que son nativos digitales y hacen 

uso intensivo de la tecnología. Sin embargo, se ha notado grandes distractores, a pesar de estar en clase, interactuando con su 

docente y compañeros, hay influencia por parte de los contenidos interactivos creados en diferentes aplicaciones que están a 

su alcance. Por lo anterior fue necesario determinar a través de entrevistas y observación directa, la frecuencia de uso de las 

diferentes aplicaciones móviles e identificar cuáles son las más populares entre ellos. Los resultados obtenidos servirán como 

base para futuras investigaciones y podrán ser utilizados por instituciones educativas y docentes para tomar decisiones 

informadas sobre la integración de estrategias utilizando las aplicaciones móviles en los procesos de enseñanza-aprendizaje 
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Esta investigación tiene como 

objetivo identificar las 

aplicaciones más utilizadas por 

los estudiantes de la 

Licenciatura para poder 

determinar el principal 

distractor que en ellos 

prevalecen y de esa forma 

buscar estrategias para 

contrarrestar.  

Esta investigación es de tipo descriptiva, de 

carácter cuantitativo y de tipo transversal. 

Después de detectar la frecuencia de 

distracción a través del uso de sus teléfonos 

celulares durante las clases. Se realizó una 

revisión específica de 193 teléfonos 

celulares para identificar cuáles son las 3 

aplicaciones que más utilizan y así detectar 

la fuente de distracción más común entre los 

estudiantes de la Licenciatura. 

Los resultados obtenidos tendrán 

implicaciones prácticas para 

mejorar la calidad del proceso de 

aprendizaje y promover un uso 

responsable y efectivo de las 

aplicaciones móviles en el entorno 

educativo. 

     

 
Plataformas sociales, comunidades virtuales y hábitos digitales 
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Introduction 

 

The use of mobile phones has become an indispensable tool in everyday life and has permeated all areas, 

including academia. University students, as a digital native generation, have integrated mobile 

applications into their routine in a significant way and it has changed the way they communicate, organise 

themselves and entertain themselves. 

 

Generally speaking, young people use most of the tools presented by mobile phones, with instant 

messaging prevailing as a distinctive feature of the generation to which they belong. The multimedia 

potential of these devices has given them access to different audiovisual resources for both academic and 

personal use, and the majority of pupils make use of them.  

 

The tools associated with the organisation of young people's time and tasks show an incipient 

level of use, as only a little more than a third say they use them. In addition, WhatsApp appears as the 

social network most used by young people, followed by Facebook and Instagram. Added to the above is 

the fact that many young people are experimenting with emerging networks linked mainly to the 

generation of friendships and links (Merino Pantoja, 2017, p. 13). 

 

On observing that the students of the Bachelor's Degree in Administration have a high degree of 

distraction by mobile phones, the concern was born to carry out an analysis to find out the reasons why 

they were restless and used their mobile phones even though they were in class. 

 

The aim of this study is to identify the applications most used by students of the Bachelor's Degree 

in order to determine the main distractor that prevails in them and thus seek strategies to counteract. 

 

Development of the topic 

 

Mobile applications 

 

‘A mobile application is a computer application developed to be executed through a smart mobile device, 

tablet or other device for which you want to implement. These are found in shops, through which they 

are accessed by the public who wish to use them’. (Guadalupe, 2015, p. 4) 

 

Mobile applications according to their development and the platform through which they work 

are classified as: native, web and hybrid. 

 

Native applications after being downloaded and installed through the app shops do not need an 

internet connection to work, they are fast, they achieve superior performance as they have been optimised 

specifically for the hardware and operating system of the device. Example: WhatsApp, Facebook, 

Twitter, Netflix, Spotify, Airbnb, Duolingo and some games. 

 

Web applications are specially designed for mobile browsers and do not need to be downloaded, 

as they are accessed from a web browser via a URL and therefore require an internet connection. 

Example: Google Docs, Microsoft Office Online, Pixlr, Spotify (web), Netflix (web) and online video 

games. 

 

And hybrid applications are a combination of web and native applications, as it uses web 

technologies to create the user interface, but packaged in a native application. Which allows access to 

the functions of the device and have full functionality. Example: Facebook, Instagram, Uber, Twitter and 

Evernote. 

 

The combination of all of the above result in the tools available on students' mobiles, however, at 

some point in the day they become a distraction. 

 

Due to the characteristics and layout of the internet in classrooms, it is more common for young 

people to use native mobile applications. 

 

According to their functionality, applications are divided into: 
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Games. Designed for the user's entertainment and recreation. There is a wide variety of these from 

the simplest to the most complex. Example: Pokémon GO, Call of Duty, Candy Crush, PUBG Mobile, 

among others. 

 

Social networking. Aims to connect people and facilitate communication and social interaction. 

Example: Instagram, TikTok, Facebook, Telegram, Snapchat, Twitter and Tik Tok. 

 

Productivity. these types of applications are most useful as they help to organise tasks, manage 

projects and increase efficiency in all areas, especially in the field of education. Examples: Google Driv, 

Zoom, Calendar, Microsoft Office, Evernote, OnlyOffice, Trello and Canva. 

 

Utilities. These are applications that provide practical and specific functions, thus optimising the 

performance of our device. Example: Flashlights, QR code reader, Unit converter, Notepad, Calculator, 

PDF reader, Battery optimiser and File cleaner. 

 

Entertainment. Here we find applications that allow us to relax, have fun and explore different 

things. Example: Streaming platforms (Netflix, Disney and HBO Max); Music and podcasts (Spotify, 

Apple Music and SoundCloud); Social networks (TikTok, Instagram and YouTube) and games. 

 

E-commerce. These are applications that allow the user to search, compare and buy products and 

services online. Example: Amazon, eBay, Mercado Libre, Shein and other online shops. 

 

Health and wellness. They help the user to monitor their health, measure their level of exercise 

and lead a healthy lifestyle. Example: MyFitnessPal, Strava, Headspace, Calm and Sleep Cycle. 

 

Instant messaging. They allow the user to keep in touch with family, friends and acquaintances 

through text messages, audio, images, files and videos. Examples: WhatsApp, Telegram, Discord and 

Facebook Messenger. 

 

Nowadays, technology is advancing rapidly, it has become a great ally in communications and 

has accelerated the exchange of information in the different areas of family, work and education, 

especially in the latter. ‘Technology has significantly affected teaching and learning processes, to the 

point of becoming one of the main distractions in the classroom’. (Picado Juárez, Valenzuela Flores, & 

Peralta Calderón, 2017, p. 51). 

 

As there are all these changes and application of technology in communication, it has also 

modified the change of behaviour and concentration during the development of the class. 

 

Use and application of smartphones in the teaching-learning process 

 

In a general way, we can state that smartphones are of great use among the vast majority of students and 

offer amazing capabilities by having excellent applications to enhance the teaching and learning process, 

but at the same time, these same applications could represent huge distractions and have a negative 

impact on students so the way they are used in classroom environments, must be carefully thought and 

designed to achieve positive results at all times. (Brosig Rodríguez, Niño Rodríguez, & Jesús, 2021, p. 

4). Most young university students think that the use of mobile phones is positive, as they believe that it 

is a useful and beneficial tool in the teaching-learning process; however, because of the use they make 

of it, rather than being a beneficial tool, it becomes a distractor, due to the large number of applications 

that it can contain. 

 

Methodology 

 

This research is descriptive, quantitative and cross-sectional. The attitudes of eight groups of students 

(101, 102, 301, 302, 501, 502, 502, 701 and 702 of the Bachelor's Degree in Administration) were 

observed over a period of weeks. After detecting the frequency of distraction through the use of their 

mobile phones during classes, interviews were carried out to ask about the reasons why they were 

distracted by their mobile phones in the course of their academic hours, the data detected in both activities 

gave a guideline to counteract, with a specific review of 193 mobile phones.  
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The user's authorisation was requested in order to identify the 3 applications they use the most 

and thus detect the most common source of distraction among Bachelor's Degree students. 

 

Results 

 

The frequency of distraction through the use of their mobile phones during classes among students of the 

Bachelor's Degree in Administration at the Tecnológico de Estudios Superiores de Valle de Bravo is 

high. The reasons given by the students as to why they use their mobile phones during classes are very 

varied, however, it was necessary to make a review to identify the use they make of their mobile phones 

and to determine the source of distraction. 

 

The results of the frequency of use of the different applications by group are shown below. 

 

Table 1 Preferences of mobile applications among 

students in group 101. 

Figure 1 Distribution of preferences by 

application in group 101. 

Application  

FIRST 
PLACE 

SECOND 
PLACE 

THIRD 
PLACE 

TOTAL Students Students Students 

WhatsApp 21 3 13 37 

Instagram 12 8 10 30 

Tik Tok 1 22 3 26 

Facebook 0 2 5 7 

Music 2 0 5 7 

Google 0 0 0 0 

Other 1 2 1 4 

TOTAL 37 37 37   
 

 

Own source  

Table 2 Preferences of mobile applications among 

students in group 102 

Figure 2 Distribution of preferences by 

application in group 102 

Application 

FIRST 

PLACE 

SECOND 

PLACE 

THIRD 

PLACE 

TOTAL Students Students Students 

WhatsApp 4 13 3 20 

Instagram 2 1 7 10 

Tik Tok 9 6 4 19 

Facebook 8 1 1 10 

Music 2 3 3 8 

Google 0 0 0 0 

Other 1 2 8 11 

TOTAL  26 26 26   
  

Own source  

Table 3 Preferences for mobile applications 

among group 301 students 

Figure 3 Distribution of preferences by 

application in group 301 

Application  

FIRST 
PLACE 

SECOND 
PLACE 

THIRD 
PLACE 

TOTAL Students Students Students 

WhatsApp 11 10 5 26 

Instagram 1 6 3 10 

Tik Tok 9 7 5 21 

Facebook 5 2 6 13 

Music 0 1 0 1 

Google 0 0 3 3 

Other 3 3 7 13 

TOTAL  29 29 29   
 

 

Own source  
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Table 4: Preferences for mobile applications 

among group 302 students. 

Figure 4 Distribution of preferences by 

application in group 302. 

Application  

FIRST 
PLACE 

SECOND 
PLACE 

THIRD 
PLACE 

TOTAL Students Students Students 

WhatsApp 11 0 1 12 

Instagram 0 2 3 5 

Tik Tok 2 4 5 11 

Facebook 1 4 3 8 

Music 0 1 0 1 

Google 0 0 0 0 

Other 1 4 3 8 

TOTAL  15 15 15   
 

 

Own source  

Table 5: Preferences for mobile applications 

among students in the 501st cohort. 

Figure 5: Distribution of preferences by 

application in group 501. 

Application 

FIRST 

PLACE 

SECOND 

PLACE 

THIRD 

PLACE 

TOTAL Students Students Students 

WhatsApp 7 5 5 17 

Instagram 2 3 4 9 

Tik Tok 10 5 3 18 

Facebook 3 7 6 16 

Music 1 1 1 3 

Google 0 0 0 0 

Other 3 5 7 15 

TOTAL  26 26 26   
 

 

Own source  

Table 6: Preferences for mobile applications 

among students in the 502 group. 

Figure 6: Distribution of preferences by 

application in group 502. 

Application 

FIRST 

PLACE 

SECOND 

PLACE 

THIRD 

PLACE 

TOTAL Students Students Students 

WhatsApp 11 9 2 22 

Instagram 0 4 8 12 

Tik Tok 4 7 3 14 

Facebook 8 2 5 15 

Music 2 2 3 7 

Google 0 0 1 1 

Other 2 3 5 10 

TOTAL  27 27 27   
 

 

Own source  

Table 7: Preferences for mobile applications 

among students in the 701 group. 

Figure 7: Distribution of preferences by 

applications in group 701. 

Application  

FIRST 

PLACE 

SECOND 

PLACE 

THIRD 

PLACE 

TOTAL Students Students Students 

WhatsApp 9 2 3 14 

Instagram 1 7 2 10 

Tik Tok 4 0 0 4 

Facebook 2 3 4 9 

Spotify 

Music 0 4 0 4 

Google 0 0 0 0 

Other 1 1 8 10 

TOTAL  17 17 17   
 

 

Own source  
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Table 8: Preferences for mobile applications 

among students in the 702 group. 

Figure 8: Distribution of preferences by 

application in group 702. 

Application  

FIRST 
PLACE 

SECOND 
PLACE 

THIRD 
PLACE 

TOTAL Students Students Students 

WhatsApp 7 4 2 13 

Instagram 2 4 2 8 

Tik Tok 5 1 3 9 

Facebook 1 5 5 11 

Music 0 1 0 1 

Google 0 0 1 1 

Other 1 1 3 5 

TOTAL  16 16 16   
  

Own source  

 

We detected a frequency of use of three hybrid applications that fall into the classification of 

social networks: WhatsApp in first place, Tik Tok in second place and Instagram in third place. 

 

Discussion 

 

Unfortunately mobile phones have become a major distractor for higher level students. 

 

Smartphones have invaded the minds of these students, have led them to a transformation of 

sometimes childishness and in class he observes them rejegos being more interested in seeing their latest 

WhatsApp than paying attention to the development of the session. He also states that smartphones are 

having a numbing effect on them. In relation to behaviour, she perceives them as restless and lacking 

concentration to reflect (Vázquez García, 2018, p. 187). 

 

Lack of concentration in class generates low performance, frequent errors in the completion of 

tasks and problems with memory, resulting in a decrease in productivity and a change in students' 

attitudes. 

 

‘The behaviour of young people has changed, finding a daily practice of mobile phone use without 

academic purposes, becoming a distractor of the teaching-learning process’ (Pinos Paredes, Hurtado). 

(Pinos Paredes, Hurtado Pantoja, & Rebolledo Malpica, 2018, p. 170) 

 

‘The behaviour of young university students in mobile media is focused on communication, 

entertainment, the use of social networks, the downloading of apps for study, and the consumption of 

audio and video.’ (Portilla Jaramillo & Gangotena Flores, 2024, p. 2). 

 

This research reaffirms previous studies because WhatsApp was detected as the mobile 

application most used by students of the Bachelor's Degree in Administration, being a common social 

network among young people, followed by Tik Tok and Instagram, because they are the current tools 

through which the majority of the population uses to communicate and maintain contact with their 

environment. 

 

Conclusions 

 

WhatsApp is consolidated as the most popular application in all student groups, occupying the first place 

in most of them. This demonstrates its importance as a communication tool and its integration into the 

daily lives of young people. 

 

TikTok has gained ground and is positioned as the second most used app in several groups, even 

surpassing Instagram in some cases. This reflects the growing influence of short videos and user-

generated content in students' preferences. 

 

Facebook, once the dominant social network, shows a downward trend in popularity among 

younger students, migrating to the use of Instagram, which is now in third place. 
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With the above, it can be concluded that students' preferred mobile applications are those that 

show interactive content, i.e. that include audio and video, thus becoming the most important source of 

distraction in the classroom. 
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