This reflection uses Gibbs’ Reflective Cycle to reflect on my personal development during the process of making a group presentation and video. The cycle includes description, feelings, evaluation, analysis, conclusion, and action plan. The aim is to reflect on my experience of working in a group, using Design Thinking, and exploring a topic linked to screen time in children and young people.
Our group decided to look at how screen time as a wicked problem and how it can have both positive and negative effects on children and young people's lives, especially in education and everyday life. This links to a wider global issue because digital technology is becoming more common in children’s learning and social development. We then decided to branch off from screentime to see what kind of issues impact on children by having too much or too little screentime. I decided to choose language development and the positive and negative impacts it has on children’s education and lives.
Our group presentation focused on the impact of screen time. We started by choosing the topic together after discussing different ideas. We selected screen time because it is a modern issue that affects children, families, and education. We used Design Thinking to structure our work by first empathising with how screen use affects children in real life, then we all looked at our own chosen problems. As i said i chose language development and the problem as whether screen time helps or harms language development in children. After this, we brainstormed ideas and decided how to structure the presentation. We created a script, slides, and visual materials, including an AI-generated image showing both advantages and disadvantages of screen time, and then presented the final work as a group.
My part included research on screen time effects, using academic evidence such as Madigan et al. (2020), Stiglic and Viner (2019), and the Royal College of Speech and Language Therapists (2023). I included facts from various sources showing both positive and negative impacts of screen time on language development in children an young people.
At the beginning, I felt excited, nervous and quite confident when I found out we were doing a group presentation. However, when I learned the groups would be random, I felt stressed and worried because I am not very confident working with people I do not know well. I also asked if we could complete it in Welsh, as I feel more confident in that language. She was quite reluctant as she wanted us to mix and work with different people, but this is something that stressed me out because i can fine a language barrier quite difficult and putting my ideas across a little hard sometime, and people that know me know how I communicate and when the tutor agreed, I felt more comfortable and relaxed.
When we started the task, I felt more positive because one group member took charge and helped organise things. She created the power point and shared it with all members, i had no idea how to do this therefore i was grateful she took charge. During discussions, I sometimes felt frustrated because one member was very strong on her own idea, and I felt it did not fit the task properly. It felt like she did not understand that the wicked problem we decided on needed to be one we were able to find and agree on a solution. However, I tried to compromise and suggested combining ideas with screen time instead, which she accepted. That is how we came up with the idea of branching off from screen time and talking about issues that would be impacted by screentime.
As the project continued, I felt frustrated at times due to lack of communication and uneven participation. Some group members did not attend meetings or contribute to shared documents. We also had difficulties arranging meetings because people were not responding or could not commit. Near the end, one member said she felt the group had not worked well and that she did not understand the task. She also implied that it was not her fault that she had not completed any work by this point and that it was out fault. This made me feel annoyed and frustrated because I felt we had tried to include everyone and communicate throughout the project. We had given plenty of opportunities for them to ask questions about the work but this never happened. This member did approach me the day after to apologise about the outburst and said it wasn’t meant to sound the way it did, i offered to help in any way possible and explained what i had done in my part of the PowerPoint and she seemed to understand it a little better. 
I also felt stressed when submitting my work because I was unsure how to upload it correctly. However, one group member helped me over the phone and talked me through how to convert my work into a PDF and upload it. This made me feel relieved and supported, and it highlighted the importance of peer support within group work.
There were both positive and negative aspects of the group work. A positive aspect was that we were able to apply Design Thinking effectively, which helped structure our ideas and focus on real-world issues. My research contribution also helped balance the presentation by showing both positive and negative effects of screen time. However, communication was inconsistent, and not all members contributed equally, which caused frustration and slowed progress. Decision-making was sometimes difficult due to different opinions, and time management was also a weakness as we underestimated how long tasks would take.
This experience links to the learning outcomes in several ways. Firstly, we identified and evaluated a contemporary global issue. Screen time is a major issue in today’s society. Research shows that excessive screen exposure can reduce vocabulary development in young children (Montgomery, 2021), while educational content can support learning when used appropriately (Royal College of Speech and Language Therapists, 2023). This shows that the issue is complex and requires balanced evaluation.
Secondly, we used collaborative working practices. We shared ideas, voted on decisions, and attempted to resolve disagreements. However, the group also experienced conflict and uneven participation, reflecting the “storming” stage of Tuckman’s group development model.
Thirdly, we applied Design Thinking techniques by empathising with the issue, defining the problem, and using ideation and prototyping to develop the presentation. This helped structure our thinking and improve the final outcome.
We also explored solutions to screen time issues. One example was introducing screen-free family time, which can improve communication and language development. Another solution was setting parental controls and screen time limits. Marciano, Petrocchi and Camerini (2020) state that parental monitoring helps reduce screen use and encourages healthier routines. We also discussed international approaches such as Australia’s social media restrictions, introduced to reduce excessive screen use among young people (eSafety Commissioner, 2024). These solutions show that balance is more effective than removing screen time completely.
Overall, this project helped me develop communication, teamwork, and research skills. I learned that screen time has both positive and negative effects on language development and that balance is essential. Although there were challenges such as communication issues and uneven participation, I gained valuable experience in group work and academic research, and became more confident in contributing ideas and managing tasks.
If I did this project again, I would set clearer roles at the beginning to improve organisation. I would also encourage more structured communication and regular check-ins to improve group coordination. I would allow more time for editing and preparation to reduce stress at the end. Personally, I would aim to be more confident in contributing earlier and taking a more active role in group organisation.
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