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ABSTRACT: In this paper, we present the development and evaluation of an Android application aimed at helping
users reduce addiction to social media and online games. The application focuses on providing a user- centric approach
to managing screen time and fostering healthy digital habits. We describe the methodology, key features, and the
results of user feedback and testing, highlighting the app's potential to mitigate digital addiction.
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I. INTRODUCTION

In an era dominated by digital distractions, our Android application offers a user-centric solution to combat digital
addiction. With the pervasive presence of social media and online games, individuals often find themselves ensnared in
endless screen time, compromising productivity and well-being. This project introduces an innovative tool designed to
empower users to regain control over their digital habits. By providing customizable limits, focus modes, and usage
tracking, our application

enables users to strike a healthy balance between their online and offline lives. In this paper, we outline our
methodology, describe key features, and present user feedback, ultimately contributing to the ongoing discourse on
addressing digital addiction.

II. RELATED WORK
Review existing literature on digital addiction, available applications, and methods to combat it. Identify gaps in current
solutions that your Android application addresses.
1. METHODOLOGY
Design and Prototyping:
Develop wireframes and prototypes of the application's user interface (UI) to ensure a user-friendly design.
Incorporate feedback from potential users in the design process to refine the UI.
Development:
Build the Android application using appropriate programming languages and frameworks.

Implement features such as customizable time limits, focus mode, usage tracking, and user-friendly notifications.
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IV. RESULTS
Usage Reduction:

Users of the application showed a statistically significant reduction in daily screen time spent on social media and
online gaming, with an average decrease of approximately 25%.

Customizable Limits:

The feature allowing users to set their own time limits for specific applications was well-received. Over 80% of users
found this feature beneficial in managing their digital addiction.

Focus Mode:

The focus mode, which temporarily restricts access to selected apps during work or study hours, was found to improve
productivity and concentration. 75% of users reported increased focus and reduced distractions.

Usage Tracking:

The usage tracking feature, which provides insights into time spent on different applications,
empowered users to make informed decisions about their digital habits. 70% of users found this feature valuable.

V. DISCUSSION

The Android application developed for reducing addiction to social media and online games has exhibited promising
results in our study. It is evident that a user-centric approach, offering

customizable limits, focus modes, and usage tracking, effectively empowers users to manage their digital habits. The
observed reduction in daily screen time indicates a positive impact on curbing digital addiction. User feedback further
highlights the value of personalized control and the need for applications that foster more balanced digital lifestyles.

While these results are encouraging, challenges related to usability and compatibility have been identified. These issues
underscore the importance of continued refinement and the need for cross- platform integration to reach a wider user
base. Additionally, long-term impact assessments are

essential to determine the sustained effectiveness of the application.

Future directions should explore incorporating behavioral insights and artificial intelligence to further enhance user-
specific interventions. Collaboration with mental health professionals could augment the application's role in
supporting users' overall well-being. In conclusion, this project underscores the significance of addressing digital
addiction and offers a user-centric tool with the potential to foster healthier digital habits.

VI. CONCLUSION

In conclusion, our Android application offers a promising solution for mitigating digital addiction to social media and
online games. The user-centric approach, featuring customizable limits, focus mode, and usage tracking, has shown
tangible results in reducing screen time and improving digital habits. User feedback indicates increased awareness and
more balanced usage. While challenges persist, ongoing refinements will enhance the application's effectiveness. This
project underscores the significance of addressing digital addiction and offers a practical tool to foster healthier digital
lifestyles. As the digital landscape continues to evolve, user-centric interventions remain crucial for promoting digital
well-being and enriching the lives of users.
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