
Introduction

This report aims to find solutions and create a positive digital environment for our children. Whether you're a parent, educator, or passionate about the younger generation, everyone's input is needed. By exploring how to tackle extended screen time for our kids we can empower them to become responsible digital citizens and thrive in today's interconnected world. Let's first explain a few concepts… 

What is design thinking?
 Design thinking is a problem-solving approach that can help organizations develop better products, services, processes, and systems. At its core, design thinking is centred around human needs and encourages organizations to focus on the people they are creating for. By prioritizing the needs of their users, organizations can create more effective and impactful solutions. When approaching a business need, the first question to ask should always be: What is the human need behind it? This approach can lead to more successful outcomes that truly meet the needs of the people they are designed for. (Ideou, 2023)

The significance of design thinking has been growing steadily in recent times. With the modern consumer being able to access global markets quickly, design thinking has successfully bridged the gap between physical and digital experiences. The consulting firm IDEO has played a vital role in popularizing design thinking in this emerging market. Under the leadership of its CEO, Tim Brown, IDEO has helped design thinking methods gain momentum in the business world. (Great learning, 2022)

Design thinking is a process that is iterative and non-linear. It consists of five phases: Empathize, Define, Ideate, Prototype, and Test. These stages can be carried out in parallel, repeated, and revisited at any point in the process. ( Interaction design, 2022)


[bookmark: _Hlk153358839]Define Stage
During the design thinking process, once the data has been gathered from the empathy stage, it's time to move to the define stage. The define stage is all about synthesizing raw data into a meaningful and usable body of knowledge. This is where we create an actionable design problem statement, which helps to establish the core problems and generate tangible and actionable ideas to solve them. The problem statement must be human-centred, as with every stage of the design thinking process. The purpose of the design thinking defines stage is to gather ideas about features, functions, and other elements that provide a solution to the problems or, allow users to resolve issues themselves with ease. (Zight, 2023)

By focusing on the Define stage of the app development process. During this stage, the goal is to identify the problem we aim to address and gain a deep understanding of our target users' needs and pain points. Our research process involved a thorough review of existing literature and conducted interviews and surveys with parents, educators, and child development experts to gain insights into the challenges associated with kids' excessive screen time usage. An Ofcom survey (2019) found that 90% of children aged 5–15 years use the internet.
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There is a disagreement among experts regarding how much screen time is appropriate for children. A study conducted by the University of Queensland found that the ideal limit is two hours, after which any additional screen time may be excessive. If children exceed this limit, they may be at risk of various mental health consequences such as irritability, difficulty sleeping, feelings of low mood, and nervousness. Additionally, they may experience physical issues such as backaches, dizziness, and headaches. (Independent, 2023) 

In today's digital age, children have increased access to screens such as smartphones, tablets, and computers. Research from the American Academy of Pediatrics (2013) suggests that the average 8- to 10-year-old spends almost 8 hours a day with various forms of media, while older children and teenagers spend more than 11 hours per day. The extensive screen time has raised concerns about its potential negative impact on children's physical and mental well-being.
It is crucial to establish clear and reasonable screen time limits to manage children's digital consumption. For children aged 6 to 18, it is recommended that they have no more than 1 to 2 hours of recreational screen time per day. Creating a daily or weekly screen time schedule and ensuring that your child understands the rules can help them maintain healthy digital habits. According to The Genius of Play (2019), 80% of parents believe that their children spend too much time on screens, while Parents Action Together reports that 87% of parents express concerns about the impact of excessive screen time on their children's physical and mental health. Additionally, Wallwork (2016) found that 23.1% of parents struggle to effectively manage and limit their children's screen time. 
The negative effects of excessive screen time on children's well-being cannot be emphasized enough. Studies have linked increased screen time to a range of negative outcomes, including disrupted sleep patterns, an increased risk of obesity, impaired social skills and relationships, reduced physical activity, and negative effects on mental health, such as an increased risk of depression and anxiety.

(Muppalla, et al. 2023)

Our research has shown that parents are struggling to find an effective way to manage and limit their children's screen time. They want a solution that is easy to use, flexible, and empowering, and that promotes a healthy balance between digital and offline activities. 

In response to these findings, we have identified the following design criteria for our screen time-restricting app:
- An intuitive and user-friendly interface for both parents and children
- Customizable restrictions to suit different family dynamics and parenting styles
- Educational resources and tools to encourage healthy screen time habits
- Support for positive reinforcement and rewards for adhering to screen time limits
- Regular updates and monitoring features to enable parents to track usage and gain insights into their children's screen time habits.
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Conclusion

Based on the insights gathered during the Define stage, we have gained a better understanding of the challenges related to children's screen time usage and its impact on their overall well-being. With this knowledge, we are now ready to move on to the next stage of app development - Ideate. During this stage, we will brainstorm and explore potential solutions that meet the needs of our target users.
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