
Being Human 
Reconnect

User Group: Adolescents and young adults(13-21)

Unlike traditional screen-time management tools, "ReConnect" establishes 

an ecosystem featuring progressive challenges, a personalized achievement 

system, and social incentives, transforming the journey of "disconnecting 

from technology" into an exploratory and rewarding experience.

Project 2, Designed by Qiyin Gao



PP E O P L E
·User group: 13-21(Selection of 18-21 year 

olds enrolled in college)

·Familiar with smart devices

·Possible lack of time management awareness

AA C T I V I T E S
·Excessive use of social media

·Addicted to short videos/games

·Addicted to virtual socialization

·Unconscious Screen Time

CC O N T E X T S
·Home

·University campus

·Dormitories

·Social outing

TT E C H N O L O G I E S
·Phone/Pad/computer

·Social media

·Videogames

·Social outing

PA C T



U s e r  R e s e a r c h



U s e r  P o r t r a i t



F o r e s t C a p e A p p  B l o c k

completive analysis

It does not provide a deep mechanism 

for user reflection or behavior change.

It does not focus on digital usage 

management and has limited fit 

with the needs of young users.

User autonomy is low, which is easy to 

cause the resistance of young users



USP
➢ Innovative Design Concept

➢ Gamification and Emotional Design

➢ Tailored for Teenagers

➢ Multilayered User Experience

➢ Social Responsibility and Values
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User Test



THANK YOU


