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INTRODUCTION:
The presentation aims to explore the significance of the design thinking process, particularly in the empathize stage within creating a,, Tackling kids’ app.
Design thinking is a fresh and inventive method of producing innovative ideas. It brings together out-of-the –box thinking, imagination, and understanding to generate unique solutions that meet the needs of users and benefit businesses.
David Kelley is one of the key contributors to design thinking. He has played a crucial role in making design thinking more widely known and incorporating it into educational environments (Brown,2008).
IDEO, under Kelley’s leadership, has been at the forefront of applying design thinking to tackle complex challenges across industries (Kelley & Kelley, 2013).
The empathize stage is at the heart of design thinking and focuses on gaining a profound comprehension of users' experiences, difficulties, and desires.

MAIN FINDING:
The design thinking process usually involves five stages:
-empathize (understand users' perspectives)
-define (identifying the problem to be solved)
-ideate (generating creative ideas)
-prototype (creating a tangible solution)
-test (gathering feedback to refine the design).
Design thinking is commonly described as a logical and innovative approach that involves individuals in exploring, inventing, and constructing prototypes, collecting input, and refining their designs. (Rim Razzouk, Valerie Shute (2012)).
The concept of ,, design thinking’’ has gained a lot of attention in the business world and is seen as an effective method for addressing usual challenges that businesses face, such as promoting creativity and driving innovation and growth. (Jeanne Liedtka-Harvard Business Review (2018).
Understanding the needs, perspectives, and experiences of users is a vital part of the design thinking process known as the empathize stage. Designers aim to develop empathy and gain profound insights into users' wants, motivations, and challenges. This deep understanding forms the basis for creating meaningful solutions. Some of these methods could involve carrying out interviews, making observations, collecting users' surveys, or immersing themselves in the users' surroundings to develop a direct comprehension of their situation.
When it comes to design thinking, the first step of the process is the empathize stage. This stage involves gaining a thorough comprehension of the individual you are designing for, including their needs and experiences.
Using empathy as a tool is effective, but it is important to practice it in an ethical and responsible manner. It is crucial to respect the privacy of users, obtain their informed consent, and prioritize the confidentiality of data when implementing empathetic design (Faste & Faste, 2014).
Designers can achieve powerful and influential design results by embracing empathy and developing solutions that genuinely meet the needs of users.
Design thinkers can discover patterns, pain points, and opportunities for enhancement by relating to users. This comprehensive comprehension aids in establishing the problem statement and shaping the design challenge throughout the later stages of the design thinking process. Designers can gain a better understanding of users' needs and create more effective solutions by forming a strong emotional connection with them (Kelley& Kelley, 2013).
In addition, the design process can be enhanced by utilizing techniques such as empathy maps and user personas, which assist in consolidating and representing user data (Stickdorn & Schneider,2011).
Survey and analytics, among other quantitative research methods, contribute statistical data that serves to validate and complement qualitative observations. This approach guarantees a holistic understanding of user experiences (Lidwell, Holden, & Butler, 2010).
Designers must recognize their biases and try to foster inclusivity by considering various perspectives to prevent unintentional consequences (Eckert, 2020).
In design thinking, the empathize stage involves developing a thorough comprehension of the target users' needs, desires, and challenges. In this specific case, the problem identified relates to children using technology, the internet, and games excessively, which can negatively impact their wellbeing and growth. To tackle this issue, a proposed solution has been created: an application that enables parents to monitor and control their children’s device usage. The excessive dependence on technology presents substantial dangers to their overall growth and development. As a result, there is a risk of misunderstandings, and the children perceive their parents as inadequate.
Tackling kids' app, is a time tracker which can track and limits the amount of time children spend on gaming.
The app has a game reward system, that encourages children to engage in alternative activities.
They can earn points or virtual rewards by giving breaks from games or engaging in physical activities.
By implementing this program, parents can set specific time limits, such as 2-3 hours per day, which provides a methodical approach to managing their children’s device usage. The app displays the remaining time clearly, helping kids manage their gaming sessions. This solution aims to strike a balance between technological engagement and other crucial activities, ensuring a healthier and more balanced lifestyle for children. 
The app includes a separate parent section where they can manage and customize settings, such as adjusting time limits, blocking certain games, or remotely locking the app.
The app has the capability to involve users in testing sessions or beta programs, where their feedback is collected. This feedback is valuable to the developers as it enables them to understand the users' viewpoints and experiences with the app. The use of these techniques enables a design application to connect with its users, comprehend their wants and desires,and utilize this valuable understanding to shape the following phases of the design process effectively.
CONCLUSION:
The empathetic stage of design thinking has transformed the way problems are solved by prioritizing the needs of users. Designers who approach their work with empathy gain valuable insights that lead to innovative and impactful solutions. Tim Brown accurately describes design thinking as a discipline that combines the designer’s sensitivity and methods to align people’s needs with what is technologically possible and can be converted into valuable customer experiences (Brown, 2008). 
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