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OVERVIEW

1. Project Problem and Description

n Describe the real-world problem you have selected for your project and give background on the issue.

Limiting Screen-Time

According to apa.org, "children (ages 6—10) were more likely to develop socioemotional problems with
greater screen use." Since so many women are glorified on screentime, girls are generally more effected by
comparing themselves and feeling inadequate. Boys tend to use screentime as an escapism method to avoid
dealing with socioemotional issues. Educational screentime is shown to contribute mildly to these symptoms.
Whereas the example of video games gave way to higher detrimental attributes.

Source: https://www.apa.org/news/press/releases/2025/06/screen-time-problems-children

2. Project Scope

ﬂ Project scope defines the boundaries of a project. Think of the scope as an imaginary box that will enclose all the
project elements/activities. It not only defines what you are doing (what goes into the box), but it sets limits for what
will not be done as part of the project (what doesn't fit in the box). Scope answers questions including what will be
done, what won't be done, and what the result will look like.

In Scope: Identifying the type of screentime activity (education, videogames, social media or movies) most
detrimental to socioemotional issues, basic types of socioemotional issues (social anxiety, social isolation, emotional
distress, sleep disturbances and physical activity decline) and if certain times of the day have a stronger influence in
comparison to female versus male young adults.

Out of Scope: Identifying the business sponsoring the activity type or program names.

3. Data Sources / Data Elements

n Provide the data sources and the data elements you will need to analyze the problem you have identified.

Data Source Data Element Purpose

Social Media Data Usage Use this type of data to
help build profiles (time
of day and duration)



https://www.apa.org/news/press/releases/2025/06/screen-time-problems-children

Social Media Data

Demographics

Understanding users
(gathering age and sex
details) and building
profiles

Movie Data (subscription-based services,
movie channels on public television)

Usage

Use this type of data to
help build profiles (time
of day and duration)

Movie Data (subscription-based services,
movie channels on public television)

Demographics

Understanding users
(gathering age and sex
details) and building
profiles

Educational Program Data

Usage

Use this type of data to
help build profiles (time
of day and duration)

Educational Program Data

Demographics

Understanding users
(gathering age and sex
details) and building
profiles

Videogame User Profile Data

Usage

Use this type of data to
help build profiles (time
of day and duration)

Videogame User Profile Data

Demographics

Understanding users
(gathering age and sex
details) and building
profiles

School-Aged Children Interviews

Screen-time and behavior links

Use this type of data to
help build profiles

Scientific Study Analytics

Screen-time and behavior links

Use this type of data to
help build profiles

Counseling Data

Screen-time and behavior links

Use this type of data to
help build profiles

School-Aged Children Interviews

Demographics

Understanding users
(gathering age and sex
details) and building
profiles

Counseling Data

Demographics

Understanding users
(gathering age and sex
details) and building
profiles

Scientific Study Analytics

Demographics

Understanding users
(gathering age and sex
details) and building
profiles

Healthcare Records

Demographics

Understanding users
(gathering age and sex




details) and building
profiles

Healthcare Records Screen-time and behavior links Use this type of data to
help build profiles

4. Analysis

n List the analysis you plan to do of the data, if you plan to create a predictive model, etc.

To articulate the impact of screen time on socioemotional issues in young adults, looking at the data collected from
scientific studies is an ideal place to begin because they have already found links between habits by conducting
research. To expand on that data, the data collected from various sources like social media, movie, and educational
program usage can strengthen the overall data so that it is impartial. Some of the data may be limited because it
might not capture links to socioemotional issues or demographics related to usage. It would still be a starting point to
understand the correlation between screen time and socioemotional issues.

By analyzing the usage patterns of different screen time activities, such as educational programs, videogames, social
media, or movies, to see if there is a direct relationship between these activities and socioemotional issues.

The most significant and unique data to analyze is going to be the interviews of children. Within these interviews, |
can get clear profiles that will have every aspect | am looking for to find their correlations. This process may be
conflicting because | may need to specify social media platforms, movie subscriptions and videogame profiles (out of
scope) to combine that data into one source for the board categories | am evaluating. This is crucial so that the data
is reflecting my correlations and not pointing fingers at companies who market and sell their products.

The principal statistics | would incorporate for this analysis would be clustering, regression, and identifying
probabilities. | am conscientious about the capability to forecast socioemotional issues accurately — | want the model
to be precise, so creating distinguishing characteristics of individuals are significant for my hypothesis to be complete
and reliable. Key pieces of information like demographics, screen time duration, time of day and type of activity are all
pieces of information that would likely be instrumental in understanding the relationship between screen time and
socioemotional issues.

5. Assumptions/Constraints

ﬂ List any assumptions/constraints you are anticipating when analyzing this problem

o Data may be difficult to organize to get complete pictures of specific individuals to make correlations
between screen-time use and socioemotional behaviors.

e It may be difficult to get the data on movie channels to be specific; it may just be usage per household-
interviews may need to be held to get family reports on who is watching when.

6. Benefits

ﬂ Outline the benefits that would be realized from this analysis being performed

e Providing guidelines to use screen-time beneficially and reduce the negative impacts. (ie insomnia, social
anxiety, social isolation and other behavioral issues)



7. Risks

n Outline any known risks that might be realized from this analysis being performed

e Missing beneficial data for profiling to find the behavioral links. Some correlations that would be unexpected
could include educational screentime before bed improving sleep patterns.

8. Business Process Changes

n This might not be applicable, but if this is to an existing business process, identify any changes or workflow
modifications that will occur

N/A

9. High-Level Timeline/Schedule

Describe what the high level timeline/schedule will be to plan, design, develop and deploy the project. Generally, by
when do you expect this project to be finished?

The initial analysis could take up to 3 years to really solidify links that can be proved. However, putting a real solution
in place would take 5+ years.

10.Recommendation

Based on what you have identified, do you want to recommend proceeding with the project? If not, outline why you
do not think you are ready to proceed.

A lot of information is presumed to be assumption-based or missing entirely so execute with vigilance.

11.Proposed Solution

If you have already started thinking of a way to solve the problem, should your analysis prove true — identify an
initial solution. If you aren’t recommending proceeding, you likely don’t have a solution yet, which is okay.

The recommended solution that could be validated in response to the analysis is to begin by applying machine
learning techniques to identify patterns in their socioemotional behavior in relationship to their screen time usage. It
may be a model that can help classify social media activity, streaming habits, or videogame engagement, and flag
when the duration or type of usage suggests potential risks, there are several applications of machine learning that
could provide valuable insights. When a young adult could be alerted that their screen time patterns are trending
toward unhealthy levels, it can encourage healthier habits and drive awareness.

Relationships in the data will promisingly show that socioemotional issues are more prevalent with certain types,
times and durations of screen time, such as late-night social media use or extended gaming sessions. Some other
data that wasn't initially identified could reveal whether the individual comes from a single-parent or two-parent family,
their educational environment or the economic level of the household. With the potential of other factors arising, the
ones I've listed can be included as playing a role in identifying who is at the greatest risk of developing
socioemotional challenges tied to screen time.
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