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User group Product -S 

·Analysis for Competitive Products

APP

Most of all age groups are 21-40 
students or staff

You can block everything from apps to websites, 
and you can even block your browser's private 
browsing mode. With anti-uninstall mode turned 
on Opal doesn't allow you to avoid blocks by 
logging out of your account.The longer you use 
Opal and the more you progress, the more you 
can unlock a variety of beautiful gems, which will 
be displayed in your main interface.Opal allows to 
customise the level of interference of individual 
apps and to visualise your time usage!

Mostly used by students aged 16-
24, especially 70 per cent for 
exam preparation and self-study

The pixel style and game mode attracts 
users to clock in and out, and every time 
you complete a task you can add time 
coins to get modelling parts to dress up 
your own island

Product -W 

Need to top up membership to use

Mostly used by students aged 12-
28, especially 70 per cent for 
exam preparation and self-study

Opal

Off-screen
Statistics of daily screen time, pick up times, 
average viewing time and other 9 dimensions of 
data, daily dynamics, with a timeline to show the 
number of times a day to play mobile phone, set 
goals, when you are about to trigger the goal to 
remind you! 
 Supports reading data from other sleep analysis 
apps from Health Supports adding data to your 
favourite Watch dials.

Once users have used it more 
than once time,they will find 
that there are some sequela of 
the game, which may lead to 
addicted installed version of 
the island to be more 
unfocused on the target

habit island

There are some mechanism 
problems, such as not being 
able to lock the screen, and 
not being able to inhibit the 
user from disengaging from 
the use of electronic devices.





Based on the loss aversion articles I read in background research and the summary of the drawbacks of the three different anti-addiction applications, I added the theory 
of behavioural economics to framework of application as the basis for design elements, aiming to motivate users to limit their digital use by themselves. Therefore, I 
designed the application with a self-regulated monetary system to balance user psychology and digital usage. It allowed users to customize lock timers and penalty rates: 
Instead of setting a membership mode, users are allowed to set their own lock timer mode and deduction rate, which will be deducted from the user's own set fee if users 
want to unlock digital screen to use digital equipment for entertainment.
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