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This descriplive-ecvalual ive type of resoarch was conducted Lo
delLermine tLhe effecliveness of a developed Time-In and Time-Qut
SyslLem for Gamc Cube Inlerncetl Cal¢ as perceived by Lhe customers.
The respondoents invalved in Lhis study wore | he 20 cuslomors of
the Game Cube InLernel Cala. The rescarcher designed
quesLionnaire was used in the dat o gathering. In analyzing Lhe
dala gathered Lne mean and the t-Lest were used. Specifica kls
Lthe study soughl te answer the (ollowing questions: (1.) Whal is
Lhe profile of customers of Game Cube internel Cafe as Lo gondaor,
age, and Lype of user? (Z.) What is the level of efflecliveness of
a developed Time-in andg T'ime-0ut system of Game Cube Internet
Calé as perceived by the customnrs when Laken as a whole and when
Lhey are caloeyorized &5 Lo gendor ige:, and Lype ol user? (3.)Are
Lhere siqgnificant: diiforanses in the perceplions of Lne cusLomers
on the effectiveness of a developed Time-In and Time-Out System
of Game Cube Inlerne!l Café when Lhey are categorized as to

gender, age, and type ol user? The findings were: (1.) As to
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“gender”, of 20 customers, 11 were males while 9 were females. As
to “age” the results of the study revealed that 9 were young,
while 11 were old. With regards to the “type of users” findings
showed that, 12 customers availed of “gaming” services, while 8
customers availed of “surfing” services. (2.) Whether as an
entire group or grouped according to gender, age, and type of
users, the customers perceived the system to be very effective.
(3.) No significant difference existed among the customers’
perception on the effectiveness of a developed Time-In and Time-
Out System of Game Cube Internet Café, when they are categorized
as to gender, age, and type of users. Based on the mentioned
findings, it was concluded that a developed Time-In and Time-Out

System for Game Cube Internet Café was very effective.
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