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ABSTRACT 
Digital distractions represent one of the most significant obstacles to effective study for contemporary university students. Constant notifications, social media access and the habitual checking of smartphones interrupt concentration, fragment attention and reduce cognitive performance. WiseFocus is a conceptual mobile application designed to address this issue by helping students regulate their digital behaviour and sustain longer periods of uninterrupted study.
This report presents the full lifecycle of the project, including background research, analysis of existing solutions, system requirements, design decisions and the demonstration of a functional artefact implemented in Python. The artefact is intentionally lightweight and accessible: it reproduces the core logic of WiseFocus—timed focus sessions, Emergency Exit behaviour, penalty-based Strict Mode, session logging and the generation of statistics—without relying on full mobile development frameworks. The goal is to provide a clear and verifiable demonstration of system behaviour that can be discussed during the viva.
The report follows the structure required for a major project, incorporating an extensive literature review on digital distractions and behavioural psychology, justification of design choices through requirement analysis, and a detailed discussion of the system’s functionalities. A development methodology is presented to outline the approach used for planning and implementing the prototype.
Testing activities are documented to demonstrate system reliability, followed by a critical evaluation of limitations, ethical considerations and potential enhancements.
WiseFocus, although presented as a conceptual design supported by a prototype, demonstrates how behavioural reinforcement, personalised focus modes and digital self-monitoring can support academic performance. The Python artefact provides a clear technical foundation from which a full mobile implementation could be developed. This project contributes to the field of digital wellbeing tools and demonstrates the feasibility of designing a focused study-support system aligned with the needs of university learners.


1. INTRODUCTION 
1.1 Background
Digital technology has become inseparable from academic life. Students rely on smartphones for communication, research, calendar management and accessing learning platforms. However, the same device that supports academic productivity also exposes learners to constant interruptions and endless opportunities for distraction. Notifications, social media feeds and instant messaging platforms are designed to capture attention, often disrupting students’ study sessions and reducing their ability to maintain deep focus.
The challenge is not simply technological but behavioural. Students often intend to study effectively but find it difficult to regulate their digital habits. They may unintentionally check their phone during study, fall into short browsing sessions or respond to non-urgent messages, all of which accumulate and reduce productivity.
WiseFocus aims to support students by designing an environment that reduces digital distractions and encourages sustained concentration. By combining behavioural reinforcement mechanisms, clear structure and user-friendly design, the system seeks to help students adopt healthier study habits.
1.2 Problem Definition
The core problem addressed by WiseFocus is the disruption of attention caused by smartphones during study activities. Academic research consistently highlights that:
· multitasking reduces performance;
· interruptions increase the time required to return to the original task;
· digital notifications often produce an automatic, habitual response.
Students often recognise the problem but lack a practical mechanism to control it. Existing focus applications offer partial solutions but do not always meet the specific needs of university learners, such as academic app whitelisting, behavioural penalties or detailed study analytics. WiseFocus seeks to fill this gap.
1.3 Purpose of the Project
The purpose of this project is to propose a conceptual design for WiseFocus and demonstrate key functionalities through an accessible prototype. Rather than building a full mobile application, the project focuses on modelling the logic, behaviours and user flow that would underpin a future mobile implementation.
1.4 Project Goals and Objectives
The objectives of WiseFocus are:
· To research digital distraction and its impact on academic performance.
· To analyse existing focus tools and identify gaps relevant to students.
· To define functional and non-functional requirements for a dedicated student focus application.
· To design an intuitive and behaviourally informed interface.
· To implement a demonstrative Python artefact that simulates the application’s core features.
· To evaluate the artefact’s effectiveness and propose future improvements.
1.5 Scope
The scope of the project includes:
· Conceptual design of the system
· Behavioural and technological justification
· Implementation of a simplified artefact
· Testing of core logic
The project does not include:
· Full mobile UI implementation
· Real blocking of notifications at OS level
· Integration with backend systems or cloud services
These are considered future enhancements.
1.6 Significance of the Project
This project is significant because:
· Digital distraction is a widespread problem among students.
· Existing solutions lack academic-specific features.
· WiseFocus introduces a balanced approach combining behaviour reinforcement, focus-session control and personalised analytics.
· The Python artefact provides technical credibility and demonstrates feasibility.
1.7 Report Structure
The remainder of the report is structured as follows:
· Chapter 2: Literature Review
· Chapter 3: Analysis and Requirements
· Chapter 4: System Design
· Chapter 5: Implementation and Artefact
· Chapter 6: Testing
· Chapter 7: Evaluation
· Chapter 8: Enhancements
· Chapter 9: Conclusion
· References
· Appendices (including full code)
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2. LITERATURE REVIEW
This chapter provides an in-depth examination of academic research and existing technological solutions related to digital distraction, smartphone overuse and self-regulation in learning environments. The literature review supports the conceptual foundations of WiseFocus and justifies the design choices presented in later chapters.

2.1 Digital Distraction in Academic Contexts
2.1.1 The rise of smartphone-mediated distraction
Over the past decade, smartphones have become integrated into almost every aspect of student life. While they provide access to educational materials, calendars and communication tools, they also introduce a constant flow of interruptions. Rosen et al. (2013) demonstrate that notifications—even those not consciously acted upon—cause measurable cognitive interference. Students often shift attention involuntarily, and this loss of focus increases the time required to complete learning tasks.
A key concept in this area is attentional residue: after a distraction, part of the student’s cognitive capacity remains attached to the interrupted task, reducing their performance on the new one. In high-concentration academic activities (e.g., reading, writing or problem-solving), such interruptions create fragmented study sessions that make deep learning difficult to achieve.
2.1.2 Multitasking and cognitive cost
Another relevant body of research explores the myth of “multitasking”. Experimental studies consistently show that multitasking is, for most users, rapid task-switching rather than simultaneous cognitive processing. Students believe they are multitasking when alternating between apps, messages and study materials, but they are actually incurring:
· slower task completion
· increased error rates
· reduced information retention
· higher mental fatigue
Smartphone use, particularly social media browsing, has been shown to be inherently attention-demanding due to its design—feeds update automatically, notifications attempt to re-engage users and interfaces are optimised to maximise screen time.
2.1.3 Habit formation and compulsive checking
Research on compulsive smartphone checking indicates that many students develop subconscious routines around their devices. These routines include:
· checking notifications even when none are present
· unlocking the phone repeatedly “just in case”
· responding instantly to messages out of social expectation
Behavioural psychology explains these habits through variable-reward cycles, where unpredictable outcomes (new messages, likes, updates) create strong reinforcement loops. Students find these behaviours difficult to control voluntarily, even when motivated to study.
WiseFocus aims to counteract these behavioural tendencies by providing a structured environment that reduces exposure to such cues and introduces new reinforcement mechanisms aligned with academic productivity.

2.2 Review of Existing Focus Applications
An analysis of existing solutions clarifies market gaps and areas in which WiseFocus can offer meaningful improvement.
2.2.1 Forest
Forest encourages focused work by gamifying study time. Users grow virtual trees that die if they leave the app. Its strengths include:
· simple, visually engaging design
· effective for short, casual study intervals
· social competition and rewards
Limitations:
· not optimised for university workflows
· lacks academic-specific analytics
· cannot distinguish between necessary and non-necessary apps
2.2.2 Cold Turkey and FocusMe
These desktop-oriented tools offer strong blocking capabilities and are popular among productivity-focused users. Strengths:
· powerful website and app blocking
· detailed schedules
· strong enforcement
Weaknesses:
· overwhelming for casual student users
· not designed for mobile-first learning
· lack of behavioural reinforcement (penalties, streaks)
2.2.3 Native iOS/Android Focus Modes
Both iOS and Android include built-in tools such as “Do Not Disturb”, “Focus Mode” and “Screen Time”. They allow users to limit notifications and define app restrictions. Strengths:
· system-level reliability
· easy to enable
· whitelisting available
Weaknesses:
· limited statistics
· no penalties or behaviour-change elements
· poor integration with academic study patterns

2.3 Behavioural Psychology and Self-Regulation Techniques
WiseFocus integrates principles from behavioural psychology to support sustained attention.
2.3.1 Loss Aversion
Kahneman and Tversky’s Prospect Theory states that people feel losses more intensely than gains. This makes penalties particularly effective at discouraging premature interruption. Strict Mode in WiseFocus applies a small but meaningful penalty (e.g., streak reset) when users abandon a session early, turning the act of exiting into a decision with clear consequence.
2.3.2 Positive Reinforcement and Gamification
Habit-forming apps frequently use gamified elements such as streak counters, achievement badges or cumulative progress indicators. Research shows that:
· streaks encourage daily engagement
· progress tracking reinforces commitment
· immediate feedback increases motivation
WiseFocus includes streak tracking and study analytics to provide continuous reinforcement.
2.3.3 Environmental Control
One of the most effective self-regulation strategies is reducing environmental triggers. WiseFocus simulates this through:
· simplified interface
· reduced interaction options during sessions
· Emergency Exit being accessible but not emphasised
This encourages users to remain engaged with the study task.

2.4 Summary of Literature Gaps
The literature reveals a clear need for a solution that:
1. focuses explicitly on university study environments
2. integrates behavioural reinforcement (both positive and negative)
3. distinguishes academic tools from distracting apps
4. provides meaningful statistics for self-monitoring
5. encourages habit formation through structured routines
WiseFocus is designed to address these gaps with a conceptual approach supported by a functional prototype.
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3. ANALYSIS
This chapter provides a detailed analysis of the system requirements, stakeholders, user interactions and essential functionalities of WiseFocus. The purpose is to ensure that the conceptual design is grounded in practical needs and reflects what students genuinely require from a focus-support application.

3.1 Problem Analysis
Digital distraction is one of the most commonly reported problems among university learners. Research confirms that even short interruptions can lead to significant performance loss. Students often attempt to study using productivity intentions, but personal habits, environmental triggers and mobile device design work against them.
A system specifically created to:
· support self-regulation,
· minimise exposure to distracting stimuli, and
· provide motivational reinforcement
is therefore highly valuable.
WiseFocus addresses the problem through:
1. Time-bound focus sessions
2. Behaviour control mechanisms (Strict vs. Flexible Mode)
3. Emergency exit with consequences
4. Behavioural analytics
The following sections analyse these elements systematically.

3.2 Functional Requirements (FR)
Functional requirements describe what the system must do. They form the foundation for both the design and the prototype.
FR1 — Start Focus Session
The system must allow users to start a session selecting from four predefined durations: 15, 30, 60 or 120 minutes. These durations reflect typical academic study intervals.
FR2 — Focus Mode Blocking (Conceptual)
During the session, distracting apps should ideally be blocked. Since the project uses a Python prototype, this behaviour is simulated conceptually rather than implemented with OS-level permissions.
FR3 — Whitelist Definition (Conceptual)
In future mobile implementations, students should be allowed to whitelist academic apps (e.g., Notion, Google Calendar). This is not executable in the prototype but is included as a requirement for completeness.
FR4 — Emergency Exit
The system must allow users to exit a session. Behaviour depends on the mode:
· Strict Mode: applies a penalty
· Flexible Mode: no penalty
FR5 — User Feedback
The system must provide immediate and understandable feedback upon successful completion of a session.
FR6 — Session Logging
The system must record the start and end time, duration and success/failure of each session.
FR7 — Statistics Generation
The system must produce, at minimum:
· total minutes completed
· success rate
· streak (days with successful sessions)
FR8 — Local Storage
Session data must be stored locally to preserve privacy and simplicity.

3.3 Non-Functional Requirements (NFR)
These describe qualities, constraints and expectations beyond features.
NFR1 — Usability
The interface must be simple, clean and intuitive for first-time users.
NFR2 — Reliability
The timer must be accurate, and data must be recorded consistently.
NFR3 — Portability
The system should be easily transferable to mobile development frameworks in the future.
NFR4 — Ethics and Wellbeing
Penalties must always be voluntary and clearly communicated. The system must not psychologically pressure users.
NFR5 — Privacy
Data must be stored locally, with no automatic sharing or cloud transfer unless explicitly enabled in future versions.

3.4 Stakeholder Analysis
Primary Stakeholder: Students
The core users of WiseFocus. Their needs include:
· staying focused,
· reducing distractions,
· maintaining study habits,
· tracking progress.
Secondary Stakeholders: Lecturers and Academic Institutions
Universities may adopt WiseFocus to support learner wellbeing and productivity.
Tertiary Stakeholders: Developers and Project Supervisors
Individuals responsible for the system’s technical implementation and conceptual direction.

3.5 Use Case Analysis
UC1 — Start Focus Session
Goal: Student begins a study session.
Actor: Student
Precondition: App is idle.
Flow:
1. User selects duration
2. User selects Strict or Flexible Mode
3. Session timer begins
4. User receives feedback upon completion
UC2 — Complete a Session
Goal: End a session successfully.
Flow: Timer reaches zero → session recorded as success.
UC3 — Emergency Exit
Goal: End session prematurely.
Flow:
1. User triggers exit
2. Strict Mode → apply penalty
3. Flexible Mode → no penalty
4. Session logged as failure
UC4 — View Statistics
Users can view cumulative time, success rate and streak. This serves as a motivational tool.

⭐ 3.6 SYSTEM FUNCTIONS 
System functions represent the specific operational behaviours the system must perform. Unlike functional requirements, which state what must happen, system functions describe how the system behaves or what capability it offers to the user in practical terms.
3.6.1 Focus Session Initialisation
When a user initiates a session, the system:
· loads the chosen duration,
· sets the session to “active” state,
· initiates a countdown timer,
· restricts access to certain UI elements (e.g., disabling unnecessary navigation),
· prepares storage structures to log the session afterward.
In the Python artefact, this is represented through:
· a loop that counts down the remaining seconds,
· display updates every second,
· Ctrl+C acting as the Emergency Exit.
3.6.2 Strict Mode Behaviour
Strict Mode is designed to prevent impulsive or unintentional interruption. The system:
· monitors for session interruption,
· identifies whether Strict Mode is active,
· applies penalties when a user exits prematurely.
In the artefact, penalties involve:
· resetting all success streaks,
· recording the session as failed.
This behaviour simulates real mobile-app consequences such as losing progress in a streak or earning fewer rewards.
3.6.3 Flexible Mode Behaviour
Flexible Mode is designed for users who need flexibility. The system:
· allows interruption,
· records the session as failed,
· avoids penalties, preserving streaks.
3.6.4 Emergency Exit Handling
Emergency Exit is a safety feature. Its function is to:
· terminate the active session,
· determine if a penalty applies,
· update logs accordingly,
· give immediate feedback to the user.
The Python prototype uses KeyboardInterrupt (Ctrl+C) to simulate this behaviour, demonstrating the logic without relying on mobile UI elements.
3.6.5 Session Logging Function
The system stores:
· start timestamp,
· end timestamp,
· duration,
· success flag.
The Python artefact:
· uses a JSON file (sessions.json)
· appends a new record each time
· loads previous sessions at startup
This function represents the internal data persistence layer in a real application.
3.6.6 Statistics Calculation Function
The system:
· aggregates session durations,
· computes success rate,
· calculates streak based on consecutive days.
The artefact simulates streak tracking through date comparison logic.
3.6.7 Data Reset Function
For demonstration purposes, the artefact includes:
· clearing all existing session logs,
· allowing repeated testing of edge cases.
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4. DESIGN
The design phase transforms system requirements into structured, actionable components that make up the conceptual architecture of WiseFocus. Even though the final product in this project is a Python-based artefact rather than a full mobile application, the design process is carried out as if the system were to be developed into a complete mobile app in the future.

4.1 Design Philosophy
WiseFocus follows a set of guiding principles that support simplicity, usability and behavioural reinforcement:
1. Minimalism – Limit interface clutter to reduce cognitive load.
2. Behavioural clarity – Strict Mode, penalties and outcomes must be obvious and transparent.
3. User autonomy – The user always retains full control through Emergency Exit.
4. Positive reinforcement – Success messages, streaks and statistics encourage habit formation.
5. Low friction – The app must allow sessions to start with as few taps as possible.
These principles shape every design decision described below.

4.2 System Architecture (Conceptual)
Although the implementation in this project is a Python prototype, the system architecture reflects the intended structure of a future mobile application.
4.2.1 Overview
The conceptual architecture includes:
1. User Interface Layer
· Dashboard
· Focus Session Screen
· Completion Screen
· Statistics Screen
2. Application Logic Layer
· Session Manager
· Mode Handler (Strict vs. Flexible)
· Emergency Exit Handler
· Statistics Engine
3. Data Layer
· Local JSON storage (prototype)
· Future extension: SQLite or cloud sync
4.2.2 Architecture Roles
· Session Manager
Controls session timers, state transitions and interruption handling.
· Penalty Engine
Applies behaviour rules depending on the active mode.
· Storage Controller
Reads and writes session data using persistent storage.
· Statistics Engine
Aggregates performance data (minutes, success rate, streaks).

4.3 UI/UX Design
Although not implemented visually in the prototype, the interface is fully conceptualised for future mobile deployment.
4.3.1 Dashboard Screen
The Dashboard is the central hub.
It presents:
· “Start Focus & Lock” button (primary call-to-action)
· session duration options
· Strict Mode toggle
· quick view of streak and total study minutes
The dashboard is intentionally minimal to reduce decision fatigue.
4.3.2 Focus Session Screen
Displays:
· Large countdown timer
· Calm colour palette to avoid visual stress
· Emergency Exit button (visible but de-emphasised)
· Mode indicator: “Strict Mode – Penalties Active” or “Flexible Mode – No Penalties”
During a session, the user should minimally interact with the screen.
4.3.3 Session Completion Screen
Once the timer reaches zero, the user sees:
· “Session Completed” message
· Earned minutes
· Updated streak
· Motivational message
· Option to return to dashboard
4.3.4 Statistics Screen
Displays:
· Weekly study time
· Success rate (%)
· Streak progress
· Most common session durations
Future extensions may include graphs, comparison trends and personalised insights.

4.4 Data Model
The Python artefact uses a JSON file because:
· it is simple
· human readable
· compatible with quick prototyping
· does not require additional installations
A typical session entry is:
{
  "start": "2025-10-29T14:03:22.182934",
  "end": "2025-10-29T15:03:22.182934",
  "duration_min": 60,
  "success": true
}
Future mobile versions may migrate to:
· SQLite for efficient local structured storage, or
· Cloud database for cross-device sync

⭐ 4.X DEVELOPMENT METHODOLOGY 
The development methodology used in this project is a modified Waterfall model, chosen because the objectives and requirements were clearly defined at the beginning of the project and the goal was to produce a conceptual design supported by a functioning prototype.

4.X.1 Requirements Phase
The project began with:
· understanding digital distraction challenges
· gathering user expectations
· analysing similar apps
· defining functional and non-functional requirements
This phase established a clear foundation for all subsequent work.

4.X.2 Design Phase
Using the requirements, the following were produced:
· system architecture
· user flow diagrams
· interface wireframes
· data model structures
The design was refined with feedback from the supervisor.

4.X.3 Implementation Phase
The implementation did not aim to build a full mobile app.
Instead, it created a Python artefact that simulates:
· focus session timer
· strict and flexible mode logic
· emergency exit
· penalties
· data logging
· statistics
Python was chosen because:
· it supports rapid prototyping
· its syntax is simple and readable
· it allows simulation of logic without UI overhead
· it provides file-handling libraries for storage

4.X.4 Testing Phase
Testing was conducted manually on the prototype, covering:
· session starting
· session completion
· premature exit
· strict mode penalty behaviour
· streak calculation
· JSON data consistency
Testing confirmed that the logic behaves as expected.

4.X.5 Evaluation & Reporting Phase
The final phase involved:
· analysing performance
· identifying limitations
· writing the academic report
· preparing for the viva
· outlining future enhancements
The Waterfall model suited the project because each stage depended on clear completion of the previous one, and no iterative testing cycles were needed for this academic prototype.
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5. IMPLEMENTATION
This chapter presents the implementation of the WiseFocus prototype. While the long-term aim of the project is to produce a mobile application for iOS and Android, the scope of this academic work focuses on a functional artefact that demonstrates the system’s essential logic in a controlled environment.
To achieve this, a Python-based command-line application was developed. Although simple, it accurately replicates the behavioural structure, timing mechanisms and decision logic that would be embedded within a full mobile version of WiseFocus.
The implementation reflects the following priorities:
· demonstrate how a timed focus session works
· show how Strict Mode and Flexible Mode behave
· simulate the Emergency Exit feature
· apply penalties when required
· store and retrieve study session data
· generate meaningful statistics
The aim is not to replicate mobile UI design but to provide technical evidence of system capability for academic assessment.

5.1 Implementation Strategy
The development approach centres on converting the conceptual design into discrete, testable software modules. The system is built around four core components:
1. Timer Engine
Responsible for managing session countdowns and detecting early interruptions.
2. Session Manager
Handles session lifecycle events (start, success, failure).
3. Penalty System
Applies behavioural rules when Strict Mode is active.
4. Data Storage Layer
Stores session logs and retrieves them for analytics.
Each component reflects the behaviour described in the system functions (Part 3).

5.2 Relationship Between Prototype and Future Mobile App
Although the Python application is not a mobile app, it represents the core computational behaviour of WiseFocus.
In a mobile version:
· the timer engine would use native APIs (iOS: Timer, Android: CountDownTimer),
· the data layer would rely on SQLite or secure cloud storage,
· mode handling would integrate with OS-level notification blocking.
However, the logic is identical, making this prototype valid as a proof of concept.

⭐ 5.X TECHNOLOGIES USED 
The WiseFocus prototype uses a modest but effective technology stack appropriate for academic demonstration.
Python 3.8+
Python was selected because:
· it is widely used in academic and industry environments,
· it supports rapid prototyping,
· it offers built-in libraries for date handling, file management and timing,
· it allows focus on logic rather than UI.
JSON Storage
Session data is saved in a JSON file:
· lightweight and human-readable,
· no database setup required,
· ideal for prototypes,
· transferable to SQLite or cloud storage in the future.
Command Line Interface (CLI)
Although not visually rich, the CLI provides:
· simplicity,
· transparency of system behaviour,
· easy debugging,
· independence from mobile frameworks.
VS Code / Terminal Environment
The prototype can be executed in:
· Visual Studio Code
· PyCharm
· macOS Terminal
· Windows Command Prompt or PowerShell
This flexibility strengthens the artefact’s portability and usability during demonstration.
5.3 FULL PYTHON CODE ARTEFACT
Below is the complete Python artefact exactly as required for submission.

✅ FULL CODE 
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5.4 CODE EXPLANATION
This section explains the key components of the artefact:
1. Data Handling
load_sessions() and save_sessions() manage the JSON file.
They ensure session history persists between executions.
2. Session Lifecycle
run_focus_session() executes:
· countdown timer
· detection of early termination
· strict or flexible behaviour
· returning session status
3. Penalty Logic
When Strict Mode is active:
· streak resets
· all success=True flags reset to False
This models the behavioural loss-aversion principle discussed earlier.
4. Statistics Engine
compute_stats() generates:
· streak
· total minutes
· success rate
These reflect the study-tracking goals of WiseFocus.
5. User Interaction
main_menu() controls the CLI navigation and is structurally similar to what a mobile navigation controller would do.
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6. TESTING
Testing focused on verifying that the WiseFocus Python artefact correctly implements the intended system logic, behaves reliably under normal usage, and accurately stores and retrieves session data. Given the lightweight nature of the prototype, testing was conducted manually, simulating real user interactions.

6.1 Testing Objectives
The objectives of testing were:
1. Verify the correct operation of the countdown timer.
2. Ensure that session completion is logged accurately.
3. Confirm that Emergency Exit works in both Strict and Flexible modes.
4. Validate the penalty system in Strict Mode.
5. Check consistency of JSON data storage.
6. Confirm correctness of statistics generation (streak, success rate, total minutes).
These align directly with the functional requirements outlined in Chapter 3.

6.2 Test Scenarios
Test Scenario 1: Start a Session
· Action: Start a 15-minute session and allow timer to run for 10 seconds, then manually terminate.
· Expected: Timer decreases correctly; Emergency Exit triggered; system asks mode.
· Result: PASS.
Test Scenario 2: Complete a Session Successfully
· Action: Reduce duration to 1–2 minutes (for quicker testing) and allow countdown to finish.
· Expected: System records success=True; streak remains intact.
· Result: PASS.
Test Scenario 3: Emergency Exit in Flexible Mode
· Action: Start a session → press Ctrl+C → choose Flexible Mode.
· Expected: Session logged as failure; streak unaffected.
· Result: PASS.
Test Scenario 4: Emergency Exit in Strict Mode
· Action: Start a session → press Ctrl+C → choose Strict Mode.
· Expected: Penalty applied; prior successes marked as false; streak resets.
· Result: PASS.
Test Scenario 5: Statistics Calculation
· Action: Run multiple sessions (success/failure combos).
· Expected:
· Total minutes = sum of successful sessions
· Success count increments only on success
· Streak resets when a Strict Mode penalty is applied
· Result: PASS.
Test Scenario 6: Data Persistence
· Action: Exit program → reopen → check session list.
· Expected: All sessions persist in sessions.json.
· Result: PASS.

6.3 Testing Summary
Overall, the prototype performed consistently across all tested scenarios. No critical bugs were encountered. Minor issues such as keyboard interrupt behaviour and formatting inconsistencies were corrected during development.
Although the Python prototype is not intended as a production-ready system, testing demonstrates that the fundamental logic of WiseFocus functions correctly and is suitable for future mobile implementation.

7. EVALUATION
This chapter evaluates the effectiveness, feasibility, limitations and educational impact of WiseFocus in its current form.

7.1 Evaluation of the Concept
WiseFocus successfully addresses the main problems identified in the literature:
· excessive distractions caused by smartphone overuse
· lack of systems designed specifically for academic contexts
· insufficient behavioural reinforcement in existing apps
The system’s architecture, strict mode penalty, and analytics align well with psychological theories (loss aversion, habit formation).
Early testing confirms that the behavioural logic is functioning as intended.

7.2 Evaluation of the Prototype
While simple, the Python prototype demonstrates:
· core session timing
· emergency exit handling
· penalty system
· session logging
· study statistics
These features reflect the essential behaviour of the future mobile application.
Although the prototype lacks mobile UI and OS-level blocking, it convincingly supports the learning objectives of the module (logic design, implementation, evaluation).







7.3 Alignment with Requirements
	Requirement
	Met?
	Notes

	Start sessions
	✔
	Fully implemented

	Strict/Flexible mode
	✔
	Fully implemented

	Penalties
	✔
	Functional

	Whitelist
	✖
	Planned; conceptual only

	Local storage
	✔
	JSON file

	Statistics
	✔
	Implemented

	Mobile UI
	✖
	Outside scope

	Ethical design
	✔
	Clear communication of penalties


The prototype meets all core functional requirements, except those explicitly outside scope (mobile UI, OS-level blocking, whitelist).















7.4 Limitations
1. No real notification blocking
The prototype cannot interface with smartphone operating systems.
2. No graphical interface
A CLI is effective for testing but not user-friendly for everyday use.
3. Penalty system is simplistic
Resetting streaks may be too severe for real users.
4. Single-device storage
No cloud sync, which limits multi-device usage.
5. No integration with learning platforms
Future versions may benefit from linking with calendar, LMS or task managers.

8. RISKS & ETHICAL CONSIDERATIONS
Although WiseFocus aims to support students, ethical considerations are essential.

8.1 Ethical Use of Penalties
Penalties must:
· remain optional
· be clearly communicated
· not cause stress
· support behaviour, not punish students
The system must avoid manipulating students psychologically.

8.2 Data Privacy
Current prototype stores data locally, which is acceptable for offline use.
However, future versions must:
· use encryption
· implement GDPR-compliant storage
· give users full control of data export and deletion

8.3 Accessibility Considerations
The mobile version should:
· offer adjustable font sizes
· support colour-blind-friendly palettes
· provide inclusive UX for students with ADHD or learning differences
Digital wellbeing apps carry responsibility to not shame or penalise users unfairly.

9. FUTURE ENHANCEMENTS
The Python prototype establishes a foundation. Future development may include:
9.1 Actual Mobile Implementation
· Android (Kotlin/Java)
· iOS (Swift)
· or cross-platform (Flutter/React Native)
9.2 OS-Level App Blocking
Using:
· Android Usage Access API
· iOS Screen Time API (limited but usable)
9.3 Improved Penalty System
Instead of streak reset:
· point deductions
· reduced rewards
· optional penalties based on user profile
9.4 Cloud Synchronisation
Allowing:
· multi-device support
--safe backups
· cross-platform usage
9.5 Enhanced Analytics
· heatmaps of study habits
· weekly reports
· personalised insights
· goal-setting features
9.6 Gamification
· badges
· XP progress
· levelling system
· study streak trophies

10. CONCLUSION
WiseFocus demonstrates that digital distraction is a solvable problem when approached through a combination of behavioural psychology, structured focus sessions and clear system logic.
The conceptual design provides a strong foundation for a mobile application that could meaningfully support academic productivity.
The Python artefact successfully implements the essential behaviour of WiseFocus, including:
· session timing
· emergency exit logic
· strict mode penalties
· session logging
· statistics
While not a complete mobile product, it meets the academic objectives of the project, demonstrating technical competence and a well-defined system architecture.
This report presents a coherent, well-researched and implementable vision for a digital wellbeing tool designed specifically for students. With further development, WiseFocus has the potential to evolve into a fully functional mobile application that helps learners reduce distractions and improve study performance.
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WiseFocus - prototype demonstration (CLT)
Features:
- Start session with timer (15, 36, 60, 120)

- Emergency Exit (Rigorous: penalty -> reset streak; Flexible: no penalty)

- save sessions in JSON file (sessions.json)
- Display basic statistics

import time
import json

import os

from datetime import datetime, timedelta

DATA_FILE = "sessions.json®

def load_sessions():
if not 0s.path.exists(DATA_FILE):
return []
with open(DATA_FILE, 'r') as f:
try:
return json.load(f)
except json.ISONDecodeError:
return []

def save_sessions(sessions)
with open(DATA_FILE, 'w') as f:
Json.dump(sessions, f, indent=2)

def log_session(sessions, start, end, duration min, success):

sessions.append({
“start’: start.isoformat(),
“end’: end.isoformat(),
*duration_min’: duration min,
*success’: success

H

save_sessions(sessions)

def compute_stats(sessions’

Nounbwnkoo

total_minutes = sum(s['duration_min'] for s in sessions if s['success'])
success_count = sum(1 for s in sessions if s['success'])

total_count = len(sessions)

streak = @

# compute simple streak: consecutive successful sessions ending today

# streak interpreted as consecutive days (simple heuristic)

dates = sorted([datetime. fromisoformat(s['end’]).date() for s in sessions if s['success’]], reverse=True)
if date:
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today = datetime.nowl).datel)
expected = today
for d in dates:
if d == expected:
streak += 1
expected = expected - timedelta(days=1)
elif d < expected:
break

return {
“total_minutes': total minutes,
*success_count”: success_count,
“total_count': total_count,
“streak’: streak

def run_focus_session(minutes, mode):
print(f"\nStarting session: {minutes} minutes [] Mode: {mode}")
start = datetime.nou()
remaining = minutes * 60
try:
while remaining > @:
mins = remaining // 60
secs = remaining % 60
print(f'\rTime remaining: {mins:e2d}:{secs:62d} (press CtrlsC for Emergency Exit)’, en
time.sleep(1)
remaining -= 1
print("\n\nsession completed successfully!")
end = datetime.now()
return True, start, end
except KeyboardInterrupt:
print("\n\nEmergency Exit triggered by user.”)
end = datetime.now()
if mode = ‘Rigorous’:
print("Rigorous mode: penalty applied (streak reset).”)
return ‘penalized’, start, end
SE
print("Flexible mode: exit allowed without penalty.”)
return False, start, end

def main_menu():
sessions = load_sessions()
while True:

*, Flush=True)
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101 if choice

102 print("\nselect duration: 15, 36, 60, 120")

103 try:

104 m = int(input("Minutes: ").strip())

105 if m not in (15, 30, 68, 120):

106 print("Invalid duration; choose 15/38/66/120.")

107 continue

108 except ValueError:

109 print("Invalid input.”)

110 continue

111 mode = input("Mode (Rigorous/Flexible) [Rigorous]: ").strip() or 'Rigorous’
112 result, start, end = run_focus_session(m, mode)

113 if result == True:

114 log_session(sessions, start, end, m, True)

115 print("Session recorded as completed.”)

116 elif result = False:

117 log_session(sessions, start, end, (end - start).seconds // 60, False)
118 print("Session recorded as interrupted (no penalty).”)

119 elif result == ‘penalized"

120 print("Penalty applied: resetting successful sessions (demo).”)

121 for s in session:

122 s["success'] = False

123 save_sessions(sessions)

124 log_session(sessions, start, end, (end - start).seconds // 60, False)
125 else:

126 print("Unrecognized session result.”)

127

128

129

130 print(f"End: {s[*end’]}, Duration: {s['duration min']} min, Success: {s['success']}")
131 elif choice == '3°

132 confirm = input("Are you sure? This will delete all session data. (y/n) ")
133 if confirm.lower() = 'y':

134 sessions = []

135 save_sessions(sessions)

136 print("Data reset.”)

137 elif choice == "4":

138 print("Exiting. Good study session!™)

139 break

140 else:

141 print("Invalid option. Try again.”)

142

143 if _name__
142 main_menu()

__main_|




