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	Time management represents the ability to effectively and efficiently control time in order to maximize productivity (Cambridge Dictionary, 2025). For students, it involves prioritizing tasks and minimizing distractions. Time management is essential in academic settings to ensure all tasks are handled in a timely manner and thus reduce the stress that comes with them.
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Time Management in Academic Settings
		Time management is a major skill that all students should have in order to easily achieve success in higher education. Prioritizing tasks, scheduling study sessions, and reaching deadlines are all handled with efficient time management skills (Stress Management Society, 2025). Deadlines can be stressful events, no matter the setting, which can also affect one’s personal wellbeing. According to the Stress Management Society (2025), good time management helps reduce long-term stress by providing direction when there are many tasks. In an academic setting, students have multiple subjects to study for and assignments to complete; therefore, it is an essential skill to know how to properly plan and execute plans.
		If we are to consider time management a skill like writing or drawing, there are multiple ways to harness and improve upon it. There are tried and tested methods that are still popular today, alongside personal strategies curated to fit individual contexts. The simplest way to start working on this skill is by using a calendar. Marking deadlines and time-blocking tasks leading up to them can be a humble beginning. To-do lists are often linked with tasks on the calendar; some students prefer using generic task titles, while others break larger assignments into smaller, more manageable ones. This allows students to focus on one part of an assignment at a time, helping them stay motivated and reducing stress. Time-blocking methods, such as the Pomodoro Technique, create intervals of deep work followed by short breaks.
		Another important aspect of time management is prioritisation. With prioritisation, students decide the order in which tasks should be completed. The Eisenhower Matrix (Asana, 2025) is one of the most popular methods, helping students organise and prioritise tasks by urgency and importance. In an academic setting, urgency is determined by deadlines. This method allows students to increase productivity by focusing on their most urgent tasks. Important tasks, usually larger assignments, should be broken into smaller pieces of work that can be completed within set timeframes.
		As we live in a continuously growing digital world, it has become natural for time management techniques to move onto our phones. Many apps rely on the "don’t break the chain" method (Hubstaff, 2025). This method creates a visual record of consecutive days when a task is completed, forming a chain that motivates students to maintain consistency. Apps such as Habitify, HabitHub, Habitica, and Beeminder gamify time management to make task completion more enjoyable (Thomas Frank, 2019).
		Although digital tools bring advantages, students also face challenges. The most common challenge is distraction (James Clear, 2018). The pressure of meeting multiple deadlines can lead to procrastination. Social media is a major distraction, with "doomscrolling" often increasing anxiety. Turning off phones can be a simple solution. Apps such as Forest - which grows a virtual tree while you focus -  (Forest, 2025) encourage productivity. Hank Green, a well-known science communicator and YouTuber - known primarily for the channels VlogBrothers and CrashCourse - has also entered the productivity and time-management world with an app (Focus Friend - similar to Forest, though it allows a virtual friend to knit socks and scarves instead) that allows users to set a timer that temporarily blocks or soft-blocks other apps (Fast Company, 2025). 
		Online gaming can also lead to procrastination; however, time-blocking gaming sessions as a reward after completing tasks may help balance productivity and leisure, which aligns with behavioural reinforcement strategies suggested in studies on smartphone use (Pielot and Rello, 2016). A solution can be, just like time blocking work to complete tasks, students can time-block gaming sessions with their friends once a number of tasks have been completed. Gaming sessions can be considered rewards after completing a predetermined amount of work.This approach draws on the principle of behavioral reinforcement, where enjoyable activities act as rewards for productive behavior (Skinner, 1953). By linking gaming to task completion, students transform what is usually a source of distraction into a motivational tool. For instance, a student might set the rule that only after finishing two hours of focused study can they join a one-hour online gaming session. This not only ensures that work is prioritised but also prevents guilt associated with leisure activities, since gaming is reframed as an earned reward rather than a form of procrastination.
		Furthermore, time-blocking gaming sessions helps students regulate their leisure time more consciously. Online games are designed to be immersive and often lead to time loss (King et al., 2010), but by predefining a gaming window, students reduce the risk of overplaying. When applied consistently, this technique creates a healthy balance between academic responsibilities and recreational activities, fostering both productivity and wellbeing. 
		Time management is an essential tool for students to achieve academic success. Discipline and motivation go hand in hand to prioritise and complete assignments on time. Still, breaks and relaxation are equally important to avoid burnout caused by heavy workloads.

Conclusion
		In conclusion, time management is one of the  most crucial skills in order to achieve academic success. With multiple demands from professors, deadlines and personal goals, students can effectively time block their tasks using multiple techniques, from simple ones such as using a calendar, to gamification apps such as Habitica. This is a skill that will take time as tasks are completed and also depends on each student’s knowledge of how long it takes to complete tasks. It is important for each student to try multiple techniques that exist and tweak them to suit their needs and environment. 
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