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Abstract

This article discusses the impact of mobile phone usage on health and learning, and
proposes solutions. Firstly, it analyzes the trend of increasing mobile phone usage over the
years, as well as the potential negative effects on health, such as the risks posed by
electromagnetic waves to the body. Subsequently, it introduces a solution involving specific
applications that can help users establish clear learning times and goals, while also curbing

the desire for excessive phone usage. This solution effectively assists parents in managing
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their children's mobile phone usage, thereby enhancing learning efficiency and reducing the
likelihood of phone addiction. Finally, future prospects are outlined, including improvements
such as integrating artificial intelligence for question generation, diversifying question types,
and enhancing user self-discipline.

Keywords : Mobile phone usage, Health issues, Learning effectiveness
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