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Young people today are highly dependent 

on smartphones, which affects their focus, 

productivity, and well-being. This project 

aims to create an app that helps teens 

reconnect with real-world activities by 

offering engaging offline tasks.

Goals: Reduce screen time with fun tasks.

Introduction



Cultural Background

•  Frequent Smartphone Usage:

Chinese teenagers heavily rely on 

smartphones for:

• Short Videos

(e.g., Douyin/TikTok)

• Social Platforms

(e.g., WeChat, QQ)

• Gaming

(e.g., Honor of Kings)

•  Parental Awareness:

Parents are increasingly 

concerned about screen time and 

favor educational or task 

management apps.

•  High Academic Pressure:

Tasks must be flexible to fit into 

their tight schedules.

Target Audience – Chinese Adolescents and Young Adults

Design Directions

•  Education and Well-

being: Include daily tasks 

and stress-relief mini-games.

•  Parental Integration:       

Add features such as screen 

time reports and usage 

challenges.

•  Localization:           

Introduce culturally relevant 

activities like calligraphy 

writing tasks and traditional 

festival themes.

Selection Rationale

I understand the cultural context, 

academic stress, and lifestyle of 

Chinese teenagers, enabling me to 

create solutions tailored to their 

needs.



BeYou – Introduction

Purpose:

Empower teens (13-21) to reduce 

screen time, combat social media-

induced anxieties (e.g., appearance 

and skill pressure), and reconnect with 

meaningful offline activities.

Key Features:

• Personalized Challenges: Daily 

tasks like creative exercises, 

mindfulness breaks, and fitness 

goals to encourage less phone 

usage.

• Screen Time Tracking: Visual 

tools to monitor and gradually 

reduce phone dependency.

• Growth Journal: Track emotional 

well-being and celebrate personal 

achievements over time.

• Gamified Rewards: Earn badges 

and milestones for consistent 

progress and reduced screen time.

Why BeYou?

Helps reduce screen 
dependency while addressing 

anxieties caused by social 

media.

Builds self-confidence through 
achievable offline goals.

Promotes healthier habits and 

a balanced lifestyle for teens 

in a digital age.

BeYou is an innovative app that seamlessly integrates 

mental wellness, screen time reduction, and offline 

activities, designed to help teens and young adults 

rediscover their true selves. With a focus on personal 

growth, positive reinforcement, and holistic engagement, 

BeYou addresses a critical gap in the market.

“Find your true self, 

one step at a time.”

My notes



BeYou – Market Positioning

Competitor Analysis

Forest Calm TickTick

Focuses solely on 

productivity without 
addressing mental health.

Emphasizes meditation 

but lacks interactive, 
gamified elements.

Task management-

oriented with little focus 
on emotional well-being.

Differentiation

BeYou uniquely combines mental wellness, screen time management, and offline engagement into a holistic solution.



PACT Analysis Purpose:

Support teens in reducing screen time and managing anxiety 
through engaging, meaningful tasks.



Profile

Emma is a 16-year-old high school student 

from Shanghai who loves drawing but 

spends over 5 hours daily on social media. 

She struggles with appearance anxiety and 

often feels distracted, preventing her from 

focusing on offline hobbies.

Challenges

• Feels overwhelmed by social media 

comparisons.

• Lacks motivation for offline creative 

activities.

How BeYou Helps

• Creative daily tasks like sketching 

challenges rebuild her confidence.

• Growth tracking tools and rewards 

motivate her to reduce screen time.

• Mood tracking helps her notice positive 

emotional changes.

Personas – Emma Chen



Personas – Jason Wong

Profile

Jason is a 21-year-old computer science 

student in Beijing. He spends 6-7 hours 

daily gaming or streaming and struggles to 

balance academics, fitness, and personal 

goals.

Challenges

• Finds it hard to manage time and break 

procrastination cycles.

• Needs tools to make productivity 

engaging and rewarding.

How BeYou Helps

• Fitness and focus tasks encourage 

balanced habits.

• Screen time tracking visualizes 

progress, reducing distractions.

• Rewards and achievements keep him 

motivated.



Wireframes

Drawn in sketchbook Wireframes (rough version)



Wireframes
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Digital Mockups - Compare
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User Testing Process

Participants Testing Methods Test Scenarios

8 users aged 13–21

A mix of frequent and 

moderate smartphone 
users seeking to reduce 

screen time.

Task-Based Testing: 
Users completed three 
daily tasks and 

navigated key app 
features.

Observation: User 

behavior was monitored 
to identify pain points 
and confusion.

Feedback 

Collection: Surveys 

and interviews were 
conducted to gather 
opinions and 

suggestions.

Completing a daily 

task.

Viewing and 

interacting with 

badges in the 

rewards section.

Exploring the 

growth journal and 

screen time tracker.

The process of user testing BeYou (User: Lily, 19)

Click on the task page → 

Complete the task → 
View the achievement



User Testing Feedback

Category Details

Positive Outcomes

80% of users found tasks engaging 
and easy to complete. 
Growth journal and screen time 
tracking were well-received. 70% 
praised the intuitive interface.

Improvement Suggestions

Personalized task recommendations 
needed. Add animations or 
motivational quotes to loading page. 
Enhance task page with themed 
backgrounds.

Key Observations
Task completion rate: 75% (Creative 
tasks: 85%). 

Next Steps

• Short-term: Optimize task 
descriptions, improve loading 
and task page visuals. 

• Long-term: Develop personalized 
recommendation system, 
enhance reward interactivity.
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After User Testing Feedback

Loading page Tasks page



Supporting Research

Research the use of mobile tech in relation to 

my user group. - Adolescents and young adults 

(13-21 yo)

Screenshot 1. New WHO report indicates need for healthier 
online habits among adolescents

Screenshot 2. Relationships between adolescent 
smartphone usage patterns, achievement goals, and 
academic achievement

Screenshot 3. All Smartphones Publications in 
Pew Research Center

Essential Uses Non-Essential Uses

 Communication  Social Media

Staying connected with 
family and friends

Facilitates connections 
but can distract teens

 Education  Gaming

Access to online classes 
and learning tools

Engaging but often 
leads to procrastination

 Safety  Entertainment

Features like GPS and 
emergency contacts

Excessive streaming 
and browsing waste 
time

While essential uses contribute to growth and security, managing non-essential use is critical to 

improving productivity and well-being.



Supporting Research

Fig 1. Anti-addiction mode for 
teenagers in Chinese video software

Fig 2. Screen time
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青少年喜欢什么风格的视觉

Supporting Research - Preferred Style (13-21 yo) + Inspiration

Screenshot 4. From Boomers to Gen Z: How Design Changes 
with Each Generation

Screenshot 5. Quantifying Visual Preferences Around the World

◆ Trend-Driven 
Visuals

◆ Personalization 
Options

◆ Creative and 
Social Features

◆ Bright and 
Bold Colors

◆ Interactive and 
Gamified 
Features

◆ Minimalistic 
and Clean 
Layouts

35
%

30
%

20
% 25

%

40
%

25
%

Bright Colors

Interactive Features

Minimalistic Layouts

Trend-Driven Visuals

Personalization

Creative Features

Visual preferences of 13-21 year olds

App Design

Competitor

Logo Design

Popular apps 

among 13-21 yo



Icon & Elements

Logo and Icon Concepts (Left Section):

I combined the letter B with clouds to symbolize lightness 

and freedom, aligning with the app's calming vibe. Playful 

characters were added to make the icons more fun and 

engaging for young users.

Loading Page (Middle Section):

The loading page features the phrase “Find your true self, 

one step at a time” to motivate users and set a positive tone 

from the start.

Achievement Badges (Top Right):

The badges mark milestones, like starting tasks or making 

progress, to reward users and keep them motivated.

Task Illustrations (Bottom Right):

These sketches show simple tasks like journaling, walking, 

or reading, making them relatable and encouraging small, 

healthy steps.

IP Character - "B":

I decided to choose B as the app’s mascot because it 

directly represents the name “BeYou.” The body is shaped 

like the letter B, symbolizing “Be Yourself,” and the hairstyle 

is inspired by the letter Y, connecting it to “You.” I wanted 

the character to feel simple but meaningful, something 

that’s friendly, memorable, and visually tied to the app’s 

mission of self-discovery.



Layout Exploration

Revised Version of the Original Layout (Top Left):

• This design is my attempt to improve the original layout. The original version felt a bit plain and lacked 

visuals, so I added images next to tasks.

• My idea was to make it simpler and more visually focused. I wanted users to instantly understand what 

they need to do without too much effort.

• Adding images makes the tasks feel more dynamic and interactive. I thought it would also make the 

page more fun to use.

Text-Heavy Layout (Top Right):

• This layout goes in a different direction, focusing on detailed task descriptions. While working on it, I 

realized it might take more time to scroll and navigate, which could frustrate users who prefer a quick 

overview.

• It’s informative but risks feeling overwhelming, especially for those who want a faster experience.

Comparison with the Original Design (Bottom Left):

• The original design had no images, and I felt it didn’t stand out enough. I thought it might not grab 

users’ attention or motivate them to engage with tasks.

• My revisions added images and a cleaner layout to fix this, making it easier for users to connect with 

the tasks.

Character Inclusion (Bottom Right):

• I added the B character to make the layout more lively and personal. The character gives the page a 

friendly vibe and ties back to the app’s branding.

• My goal was to make users feel like the app is guiding them in a fun, approachable way.



BeYou tackles screen dependency 

by promoting mindfulness and 
creativity for users aged 13–21. The 
app combines playful design with 

emotional principles to reduce 
anxiety and encourage personal 

growth.

Conclusion
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