Anti-Smartphone Addiction App
1) Background/ Problem Statement

While the popularity of smartphones has given enormous convenience to our lives, their pathological use has created a new mental health concern among the community. 

The key differences between smartphones and previous mobile phones are full-featured Internet access and easy installation of new applications through modern OS platforms and app stores. 

Hence, smartphones are now considered handheld computers rather than traditional phones

Behaviour addictions, including smartphone addiction, are often difficult to define since they are related not only to physical but also to psychological and social aspects. 

Anti-Smartphone Addiction system will help to use the smartphone by limiting the usage by notifying the user that they are on their smartphone for a long.

This will aid in smartphone addiction and will reduce the time limit.
2) Working of the Project

In this system, the user will need to grant the permission to the system to access the app usage.

The system will display the user all of the information about the system that are now active or operating in the background. The number of hours the app was used in the last 24 hours will be displayed in the app list, as well as the time the app was used in the last 24 hours.

The user will receive the notification if they use any app more than 120 minutes. 
This system will help to monitor application usage so we can see whether we are over certain limits and disregarding other important activities due to procrastination.
3) Advantages
· It limits the use of smartphones.
· It notifies the duration of running application to the user.
· It also helps to overcome procrastination.
4) Limitation/Disadvantages

· The user cannot exclude Any app from not notifying you, in case you have planned to spend a lot of time on it.

· User cannot see historic usage but 24 hours only.

· System apps are not shown or notified
5) System Description

The system comprises of 1 major module with their sub-modules as follows: 

User:
· Permission

· Need to Allow Usage Data Access for this app

· Usage Data gives us all the information about the apps

· App list

· Total Number of hours used on the phone in last 24 hours

· Time the App was used in last 24 hours

· Notification

· You will get a notification if you use any app more than 120 minutes

6) Project Life Cycle

The waterfall model is a classical model used in system development life cycle to create a system with a linear and sequential approach. It is termed as waterfall because the model develops systematically from one phase to another in downward fashion. The waterfall approach does not define the process to go back to the previous phase to handle changes in requirement. The waterfall approach is the earliest approach that was used for software development
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7) System Requirements
I. Hardware Requirement

i. Laptop or PC
· Windows 7 or higher

· I3 processor system or higher
· 8 GB RAM or higher
· 100 GB ROM or higher
ii. Android Phone (6.0 and above)

II. Software Requirement

iii. Laptop or PC

· Android Studio
· Azure Data Studio
8) Application – This system will help us measure application usage so that we can see if we're exceeding certain limits or procrastinating on other important activities.
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