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[Abstract]

Physical and mental health issues caused by excessive Social Networking Service use are increasingly being recognized as
social issues. Compared to other age groups, Koreans in their 20s have the highest average daily smartphone use time and SNS
usage rate, placing them at risk of SNS issues. Accordingly, this study sought to develop an app using the double diamond design
process to mitigate the SNS addiction tendency of female university students. The final prototype's usability study indicated that
the app's gamification factors increased users' interest and voluntary and continuous use, further mitigating SNS usage. The service
proposed in this study is expected to contribute to regulating the SNS usage of female university students and ultimately help
mitigate tendencies toward addiction.
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