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ABSTRACT

This article introduces a novel approach to reducing excessive screen time among

children and adolescents through a mobile application that integrates financial
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incentives with automated usage tracking. The proposed intervention connects parents'
banking systems with children's digital devices. It creates a structured reward
mechanism where children earn financial benefits for staying within predetermined
screen time limits and potentially incur proportionate losses for exceeding them.
Through a 12-month randomized controlled trial with 240 families stratified across
three age groups (6-9, 10-12, and 13-17), the investigated result both the primary
impact on screen time reduction and secondary benefits in financial literacy and self-
regulation development. The intervention's dual-component architecture implements
developmentally appropriate interfaces for parents and children, with customizable
incentive structures designed to accommodate diverse family values and parenting
approaches. Preliminary results project significant screen time reductions of 18-22%
sustained beyond the initial intervention period, with differential effectiveness across
demographic variables. The approach represents a paradigm shift from purely
restrictive methods toward collaborative behavioral economics frameworks that
acknowledge the powerful reinforcement mechanisms built into digital platforms while
supporting children's progressive development of autonomous self-regulation in

increasingly complex digital environments.
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1. Introduction

The proliferation of digital devices and online platforms has fundamentally transformed
how children and adolescents interact with media. Recent data from the American Academy of
Pediatrics indicates that children aged 8-12 spend an average of 4-6 hours per day on screens,
while teenagers may accumulate up to 9 hours daily [1]. This unprecedented level of digital
engagement has prompted growing concerns among parents, educators, and health
professionals regarding potential negative impacts on cognitive development, physical health,

and psychological well-being.
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Despite widespread parental apprehension, existing screen time management
approaches often struggle to achieve lasting behavioral change. Traditional restrictive
methods—such as device confiscation, internet shutdowns, or rigid time limits—frequently
generate resistance and conflict rather than sustainable habits. Meanwhile, purely educational
interventions that explain the risks of excessive screen use without providing actionable
alternatives have shown limited effectiveness in producing meaningful behavioral
modifications.

This research proposes a novel intervention that leverages behavioral economics
principles to create a more effective approach to screen time management. Our proposed
application introduces a structured reward system that aligns children's immediate interests
with long-term developmental goals by combining automated tracking technology with
financial incentives linked directly to parental banking systems. Unlike conventional parental
control software that merely restricts access, this intervention transforms screen time
management into an opportunity for developing self-regulation skills and financial literacy.

The proposed article solution operates through a dual-device application system that
enables parents to establish customizable usage parameters and financial incentives. By
depositing funds into a dedicated account and setting appropriate screen time thresholds,
parents create a framework where children can earn monetary rewards for demonstrating digital
restraint. Conversely, exceeding established limits results in financial consequences, creating a
balanced incentive structure. This approach shifts agency to the child, positioning them as
active decision-makers rather than passive recipients of parental restrictions.

The article aims to examine several critical questions: How effective are financial
incentives in modifying children's screen time behaviors? What incentive structures produce
optimal results across different age groups? How does this approach influence family dynamics
around technology use? What secondary benefits might emerge regarding financial literacy and
self-regulation skills?

This article contributes to the growing literature on digital parenting strategies while
exploring innovative applications of behavioral economics principles to contemporary child
development challenges. By investigating the potential of financial incentives to reshape digital
habits, we hope to provide parents, educators, and policymakers with evidence-based

alternatives to current screen time management approaches.
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2. Literature Review

2.1 Current trends in youth digital media consumption

Digital media consumption among children and adolescents has evolved dramatically
over the past decade, transitioning from primarily television-based entertainment to multi-
platform engagement across smartphones, tablets, gaming consoles, and computers. This shift
has been characterized by increasing personalization, mobility, and simultaneous multi-device
usage. According to a comprehensive survey by the Pew Research Center, 95% of teens now
have access to smartphones, with 45% reporting they are "almost constantly™ online [2]. This
ubiquitous connectivity has fundamentally altered how young people socialize, learn, and
entertain themselves.

Social media platforms have become particularly dominant in youth digital ecosystems.
While platforms like Facebook have seen declining engagement among younger demographics,
visually oriented and short-form content platforms such as TikTok, Instagram, and Snapchat
have experienced substantial growth. These platforms employ sophisticated algorithmic
content delivery systems designed to maximize engagement through personalized content
feeds, creating environments children find particularly difficult to disengage from voluntarily.

Gaming represents another significant component of youth screen time, with immersive
online multiplayer experiences replacing traditional single-player formats. These games
incorporate sophisticated social features and progression systems to encourage extended play
sessions. The emergence of cross-platform gaming has further blurred boundaries between
different devices, allowing continuous engagement across multiple screens throughout the day.
2.2 Health and developmental impacts of excessive screen time

Extensive research has documented associations between excessive screen time and
adverse health outcomes. Physical health concerns include increased sedentary behavior linked
to higher obesity rates, disrupted sleep patterns due to evening screen exposure, and visual
strain from prolonged device use. A longitudinal study published in JAMA Pediatrics found
that children exceeding recommended screen time limits showed delayed achievement of
developmental milestones, particularly in domains related to language acquisition and social-
emotional functioning.

Psychological impacts have been similarly concerning. Higher screen time has been
correlated with increased symptoms of anxiety and depression, particularly when digital media
displaces face-to-face social interaction. Attention spans and cognitive development may also

be affected, with some studies suggesting that the rapid pace and constant stimulation of digital
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media may impair children's ability to sustain focus on less immediately rewarding tasks.
Problematically, these negative effects operate in a dose-dependent manner, with more
substantial impacts observed at higher levels of screen exposure.

Neurodevelopmental research has begun exploring how digital media consumption
affects brain development. Some preliminary evidence suggests that excessive screen time
during critical developmental periods may alter neural pathways related to attention, impulse
control, and reward processing. However, this article remains emergent, with significant
methodological challenges in establishing causal relationships rather than mere correlations.
2.3 Existing technological interventions for screen time management

Current technological approaches to managing children's screen time fall into several
categories, each with distinct limitations. Traditional parental control software typically
employs restriction-based mechanisms, allowing parents to block specific applications, filter
content, or establish rigid time limits. While these solutions provide immediate control, they
often generate significant parent-child conflict and may impede the development of self-
regulation skills.

More sophisticated monitoring applications provide parents with detailed analytics
regarding their children's digital activities but generally lack effective intervention mechanisms
beyond parental awareness. These solutions frequently suffer from technical workarounds and
children's growing technological sophistication in circumventing controls.

Built-in platform controls have improved substantially, with major operating systems
now directly incorporating screen time management features. Apple's Screen Time and
Google's Digital Wellbeing represent significant advances in this domain, offering more
comprehensive monitoring and limitation capabilities. However, these solutions remain
restriction-focused rather than incentive-oriented, and their effectiveness depends heavily on
consistent parental enforcement.

A few gamified applications have emerged attempting to make screen time reduction
intrinsically rewarding through achievements, virtual rewards, or competitive elements. While
promising short-term engagement, these solutions often struggle with sustained motivation and
meaningful behavior change over time.

2.4 Theoretical framework: Behavioral economics and incentive structures

Behavioral economics provides a valuable framework for understanding and addressing

challenges in screen time management. Traditional economic models assume rational decision-

making, but behavioral economics recognizes that humans systematically deviate from
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rationality in predictable ways. Children with still-developing prefrontal cortices are
particularly susceptible to present bias—the tendency to overvalue immediate rewards
(entertainment from screen time) while discounting delayed benefits (improved health and
development).

Incentive structures can counteract these cognitive biases by aligning immediate
rewards with long-term goals. Research on temporal discounting suggests that introducing
immediate consequences (both positive and negative) for behaviors with delayed natural
consequences can effectively modify decision-making patterns. Financial incentives represent
a particularly powerful form of immediate feedback that can compete with the inherent rewards
of digital engagement.

The effectiveness of incentive structures depends significantly on their design.
Behavioral economic principles suggest that loss aversion—wherein losses have approximately
twice the psychological impact of equivalent gains—can be leveraged to create particularly
motivating incentive frameworks. Variable reward schedules, which reinforce at unpredictable
intervals, typically generate stronger and more persistent behavior patterns than fixed
schedules.

2.5 Financial literacy development in children

Incorporating financial incentives into screen time management creates an opportunity
to address another crucial developmental domain: financial literacy. Research indicates that
financial attitudes and behaviors form early, with children as young as seven developing lasting
conceptions about money management. Early financial education has been linked to improved
financial decision-making in adulthood across various socioeconomic contexts.

Traditional children's financial education approaches often rely on abstract concepts
divorced from meaningful real-world applications. In contrast, experiential learning through
allowance systems and guided spending opportunities has shown greater effectiveness in
developing financial competencies. Creating concrete connections between behavior,
consequences, and financial outcomes offers promising educational potential.

Digital banking innovations have expanded possibilities for children's financial
education. Youth-focused banking applications with parental oversight features now enable
children to experience financial management in controlled environments. These platforms often
incorporate educational elements and graduated independence based on age and demonstrated
responsibility. Integrating screen time management with financial consequences represents a
natural extension of this approach, connecting digital behavior with tangible economic

outcomes.
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3. Proposed Intervention Design

3.1 Application architecture and functionality

The proposed intervention consists of a dual-component mobile application system that
operates across both parent and child devices with seamless synchronization. The architecture
employs a client-server model with encrypted cloud-based data storage to facilitate real-time
monitoring and responsive incentive management. At its core, the system includes four primary
functional modules: activity tracking, parental configuration, incentive management, and
secure banking integration.

The activity tracking module operates as a background service on children's devices,
collecting comprehensive usage metrics while minimizing battery and performance impacts.
This module employs APIs across major operating systems to monitor active screen time,
application-specific usage patterns, and engagement intensity. Unlike many existing solutions
that focus solely on duration, our tracking system distinguishes between different types of
digital activities, recognizing that not all screen time carries equal developmental implications.
For instance, educational applications receive different weight than entertainment platforms in
the tracking algorithm.

The parental configuration module provides a comprehensive but intuitive dashboard
for establishing usage parameters, defining incentive structures, and reviewing detailed
analytics. Parents can set customizable daily or weekly screen time allowances, establish
"blackout periods” during which device usage is restricted regardless of remaining allowance
time, and designate specific applications as excluded from or included in restrictions. This
module also facilitates the creation of adaptive restriction schedules that accommodate
weekday/weekend variations or special circumstances.

The incentive management module is the behavioral intervention core, translating usage
patterns into financial consequences according to parent-defined parameters. This module
implements a sophisticated algorithm that converts screen time metrics into monetary values,
generating automatic transactions based on behavior relative to established thresholds. The
system includes safeguards against manipulation, employing activity verification mechanisms
that can detect attempts to circumvent tracking.

3.2 Parent-child interface dynamics

The application implements deliberately differentiated interfaces for parents and

children to accommodate their distinct roles and developmental needs while promoting

collaborative rather than adversarial dynamics around screen time management. The parent
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interface emphasizes comprehensive control and analytical depth, while the child interface
focuses on transparency, goal visualization, and progress tracking.

For children, the interface visually represents remaining screen time allowances as
depleting resources, creating a concrete representation of time as a limited commodity. Progress
toward earning incentives appears prominently, with age-appropriate visualizations showing
the current account balance and potential earnings or losses based on current usage patterns.
Importantly, children receive regular notifications about their usage patterns with specific,
actionable feedback rather than simply approaching limits. These notifications employ
motivational framing that emphasizes gains rather than losses where possible.

The parent interface provides comprehensive analytics visualizing their child's digital
behaviors over time, identifying trends, problematic usage patterns, and successful reduction
strategies. This interface encourages evidence-based decision-making rather than reactive
restriction by highlighting correlations between specific incentive structures and behavioral
outcomes. An integrated messaging system allows parents to send encouragement, reminders,
or custom challenges directly through the application, promoting positive reinforcement rather
than purely restrictive interventions.

A shared "family dashboard™ accessible to parents and children is a collaborative space
where screen time goals can be jointly established, progress can be celebrated, and earned
rewards can be visibly accumulated. This feature transforms screen time management from a
unilateral parental restriction into a cooperative family project with mutual benefits.

3.3 Banking integration mechanisms and security considerations

The application integrates with banking systems through direct APl connections with
financial institutions and third-party financial service providers. This integration enables
automated deposits and withdrawals based on children's digital behaviors, creating immediate
financial consequences for screen time decisions. Parents establish a dedicated incentive
account during setup, depositing funds that serve as the resource pool for the reward system.

Given the sensitive nature of financial data and child-related information, the
application implements multiple layers of security protection. All financial transactions employ
industry-standard encryption protocols, with sensitive banking credentials stored using secure
enclave technology on mobile devices. Parent authentication for financial functions requires
biometric verification or multi-factor authentication, while children's access to financial
information is strictly limited to balances and transaction histories rather than account

credentials.
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Data privacy concerns receive particular attention given the application's dual focus on
children's activities and financial information. The system operates under a strict data
minimization principle, collecting only information directly necessary for functionality. User
activity data remains encrypted in transit and at rest, with limited retention periods for detailed
usage information. The architecture implements comprehensive audit logging for all financial
transactions, providing transparency for parents while maintaining appropriate security
boundaries.

The application incorporates compliance with major financial and child privacy
regulations to address regulatory considerations across jurisdictions, including COPPA in the
United States and GDPR in European markets [3]. The system architecture allows for regional
variations in functionality to accommodate differing regulatory requirements while maintaining
core behavioral intervention mechanisms.

3.4 Incentive structure design and customization options

The application offers a flexible framework for incentive design tailored to individual
family values, parenting philosophies, and children's developmental stages. This framework
includes positive reinforcement for desirable behaviors and proportionate consequences for
excessive screen time, carefully balancing to emphasize rewards over penalties where possible.

The basic incentive structure converts screen time restraint into financial rewards
through several available models. In the threshold model, children receive predetermined
amounts when remaining below established screen time limits. In the proportional model, the
rewards scale is continuously based on the degree of restraint demonstrated. The differential
model applies varied incentive rates to different categories of applications, potentially
rewarding educational usage while more strongly limiting entertainment platforms.

Parents can customize multiple parameters within these models, including:
e Base reward amounts for meeting targets
e Bonus multipliers for consistent achievement across multiple days
e Graduated incentive scales that increase rewards for progressive reductions
e Special challenge bonuses for achieving significant milestones
e Penalty rates for exceeding limits
e Banking options for unused screen time to accommaodate irregular schedules

Beyond purely financial incentives, the system supports integration with experiential

rewards, allowing parents to define special activities or privileges that can be "purchased" with

accumulated digital restraint credits. This feature acknowledges research indicating that
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experiential rewards often provide stronger and more lasting positive associations than purely
monetary incentives.

The incentive structures incorporate behavioral economic principles, employing loss
aversion, immediate feedback, and variable reinforcement schedules to maximize
effectiveness. The system avoids excessive complexity in the reward calculation to maintain
transparency and comprehensibility for children while still providing sophisticated behavioral
modification capabilities.

3.5 User experience considerations for different age groups

The application design accommodates developmental differences across childhood and
adolescence through adaptable interfaces and age-appropriate incentive structures. Three
primary age segments receive tailored experiences:

The interface employs concrete visual representations and simplified metrics for
younger children (ages 6-9). Screen time appears as colorful, depleting resources rather than
numerical counters, while incentive progress manifests through engaging animations and
achievement markers. Parental involvement remains high at this age range, with the system
encouraging collaborative goal-setting through guided processes. Financial concepts are
introduced through simplified visualizations that establish fundamental connections between
behavior and rewards without requiring abstract financial understanding.

For preteens (ages 10-12), the interface introduces more detailed metrics and gradual
financial literacy development. Children in this age range receive access to basic analytical
tools showing their usage patterns and progress. The incentive structure becomes more
sophisticated, potentially incorporating saving goals and delayed gratification elements. The
application introduces simplified budgeting concepts that connect screen time management
with broader financial planning skills.

For teenagers (ages 13-17), the application shifts toward promoting autonomy and self-
regulation. The interface provides comprehensive analytics similar to those available to parents,
empowering adolescents to analyze their digital behaviors critically. Incentive structures at this
age emphasize longer-term goals and planning, potentially integrating with academic
objectives or major purchase targets. The banking functionality expands to include more
sophisticated financial management tools, creating a bridge toward independent financial
responsibility [4].

Across all age groups, the user experience maintains several core principles:
transparency in how incentives are calculated, consistency in applying consequences,

appropriate autonomy based on developmental readiness, and positive framing emphasizing
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capability rather than restriction. The application avoids infantilizing older users while
remaining appropriately concrete for younger children, creating a platform that can evolve

alongside children's developing executive function and financial understanding.

4. Methodology

The study employs a stratified recruitment approach targeting 240 family units,
including at least one parent/guardian and one child aged 6-17. In a 12-month wait-list
crossover design, participants are randomly assigned to immediate intervention, application-
only control, or wait-list control groups.

The implementation timeline includes five phases: 1) Preparation and baseline
measurements, 2) Initial intervention implementation, 3) Wait-list crossover, 4) Extended
intervention, and 5) Follow-up assessment. This design ensures scientific rigor while eventually
allowing all participants to receive the intervention.

Data collection combines automated digital metrics (screen time, usage patterns,
transaction records), standardized assessments (including the Media Use Questionnaire [5] and
financial literacy tools), qualitative methods (interviews, digital diaries), and environmental
context measures. This mixed-methods approach enables triangulation between objective
behavioral measures and subjective experiences.

Ethical considerations include developmentally-tailored informed consent processes,
robust privacy protections, financial safeguards (including caps on penalties), psychological
well-being monitoring, and measures to ensure equitable access across socioeconomic
conditions.

Our analytical strategy employs both quantitative approaches (linear mixed-effects
modeling, growth curve analysis) and qualitative methods (thematic coding) within a pre-
registered analytical framework to minimize researcher degrees of freedom while maintaining

flexibility to explore unexpected patterns [6].

5. Expected Results

We anticipate significant screen time reductions across intervention groups compared
to controls, with immediate term (first 4 weeks) reductions of 28-35% below baseline,
stabilizing at 18-22% long-term. These reductions will likely be unevenly distributed, with
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entertainment-focused consumption showing the largest decreases (30-40%) and critical
periods (bedtime, study hours) demonstrating particularly significant improvements.

Secondary benefits include measurable improvements in financial literacy concepts
(saving, opportunity cost, delayed gratification) that vary by age group. The intervention
provides experiential learning that connects abstract financial concepts to concrete personal
experiences [7]. Self-regulation capabilities are expected to improve as children balance
immediate gratification against longer-term rewards, with enhanced metacognitive awareness
regarding digital consumption patterns.

Challenges include technical implementation issues, behavioral circumvention
strategies, diminishing effects of financial motivators over time, privacy concerns, and
powerful countervailing influences from digital platforms designed to maximize engagement
[8].

Effectiveness will likely vary across demographic dimensions. Young children (6-9)
may show the largest reductions (30-40%) but limited internalization; preteens (10-12) should
demonstrate moderate initial reductions with increasing capacity for sustained change; and
adolescents (13-17) will likely show the most variable response patterns. Socioeconomic status,
gender, household technology saturation, and parental digital literacy will further moderate

outcomes.

Table 1: Projected Screen Time Reduction Across Age Groups and Periods [1, 7]

Age Immediate | Mid-Term Long- Primary Areas of Reduction
Group Term (1-4 (5-16 Term (>16
weeks) weeks) weeks)
6-9 years | 30-40% below | 25-32% 22-28% Entertainment content, Bedtime usage,
baseline below below Weekend morning usage

baseline baseline
10-12 25-35% below | 20-28% 18-24% Gaming applications, Social media, Video
years baseline below below streaming

baseline baseline
13-17 20-30% below | 15-22% 12-18% Social media platforms, Non-educational
years baseline below below video content, Late night usage

baseline baseline
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Overall 28-35% below | 22-25% 18-22% Entertainment-focused consumption (30-
Average | baseline below below 40% reduction), Pre-bedtime usage (35-
baseline baseline 45% reduction), Study hours usage (40-
50% reduction)

6. Discussion

The financial incentive approach represents a significant shift in digital parenting
strategies, transforming parents from enforcers to facilitators while helping children
conceptualize screen time as a resource with genuine opportunity costs. This intervention
acknowledges the powerful reinforcement mechanisms built into digital platforms by
automating the monitoring burden while providing a structured framework for developing
autonomous self-regulation.

Compared to alternative approaches, our model offers distinct advantages over purely
educational interventions (which improve knowledge without addressing immediate
reinforcement), technical restrictions (which lack internal regulatory development), and
activity substitution programs (which face significant implementation challenges). This
positioning offers a valuable middle ground between basic parental controls and intensive
therapeutic approaches.

Long-term sustainability remains the critical question. While developmental
internalization processes offer pathways for lasting change, the intervention operates against
sophisticated commercial forces designed to maximize engagement [8]. As noted by Williams,
"Digital technologies increasingly compete not just for our attention but for our goals, our life
decisions, and ultimately our agency” [9]. The intervention's secondary effects on habit
formation and environmental restructuring may provide the most promising sustainability

mechanisms.
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Screen Time Reduction by
Application Category and Age Group
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Fig 1: Screen Time Reduction by Application Category and Age Group (16 Week
Measurement Point) [7]

Significant ethical considerations include privacy concerns regarding comprehensive

tracking (particularly for adolescents), questions about appropriate boundaries of economic

influence, potential impacts on autonomy development, data security challenges given the

sensitive nature of child-related information, and accessibility limitations that may exclude
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economically disadvantaged populations who might particularly benefit from effective screen

time management support [7].

Table 2: Comparative Analysis of Screen Time Intervention Approaches [9]

Intervent Key Strengths Limitations Implementation | Estimated
ion Mechanism Burden Effectivenes
Approac S S
h
Financial | Banking- Immediate Requires Moderate, Initial | High (18-
Incentive | integrated tangible compatible setup complexity | 22%
Model rewards, consequences, devices/banking, | with automated sustained
Automated | Builds financial | Potential ongoing reduction)
tracking, literacy, extrinsic implementation
Customizabl | Balances motivation
e thresholds | external/internal | issues, Privacy
motivation considerations
Educatio | Information | Potential value | Limited Low, Minimal Low (5-8%
nal provision, internalization, | practical impact, | setup with sustained
Approac | Awareness | Low-cost Knowledge- occasional reduction)
hes campaigns, | implementation, | behavior gap, No | reinforcement
School- Broad structural
based accessibility support
programs
Technica | Parental Immediate usage | Circumvention | Low-Moderate, | Moderate
| controls, reduction, Clear | potential, No Initial (10-15%
Restricti | Content boundaries, skill configuration sustained
ons filters, Direct development, with ongoing reduction)
Time- implementation | Parent-child enforcement
limiting conflict
software
Activity | Alternative Develops High parental High, Moderate-
Substitut | activities, alternative involvement, Continuous High (15-
ion Scheduled interests, Builds | Resource parental 20%
non-screen | intrinsic requirements, facilitation sustained
time, motivation, Scheduling required reduction
Environmen | Positive focus challenges with
tal consistent
modification implementat
S ion)
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Therape [ Cognitive- | Addresses Resource Very High, High (20-
utic behavioral underlying intensive, Professional 30% for
Approac | therapy, issues, Limited intervention clinical
hes Family Personalized accessibility, required populations
therapy, approach, Primarily for only)
Clinical Professional clinical
intervention | guidance populations

8. Future Directions

Future research should expand on this initial framework in several critical directions.
Longitudinal studies spanning 2-3 years would provide valuable insights into the sustainability
of behavioral changes and potential carryover effects into other self-regulatory domains. The
intervention should be tested across more diverse populations, particularly among
underrepresented communities where digital divide issues may create unique implementation
challenges.

Technical refinements should explore more sophisticated detection algorithms to
identify circumvention attempts while maintaining appropriate privacy boundaries. Integration
with emerging digital wellbeing platforms could enhance effectiveness through standardized
APIs rather than requiring custom tracking solutions.

Neuroimaging studies examining changes in reward processing and executive function
networks could illuminate the intervention's cognitive mechanisms, building on existing
research showing plasticity in these systems in response to behavioral interventions [10]. The
growing field of computational psychiatry offers promising frameworks for modeling

individual differences in response to digital incentives.

editor@iaeme.com
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Effectiveness by Intervention Type and

Implementation Duration
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Fig 2: Effectiveness by Intervention Type and Implementation Duration [8]

Policy implications merit careful consideration, particularly regarding potential
applications in educational settings where screen time management represents an increasingly
significant challenge. As digital platforms evolve, regulatory approaches addressing persuasive
design elements may complement individual interventions like ours.

Finally, exploring variations in incentive structures beyond purely financial models
could address ethical concerns while enhancing internalization. Alternative reward systems
incorporating social reinforcement, access to valued experiences, or contribution to meaningful

causes offer comparable motivational effects with fewer problematic associations [11].

9. Conclusion

Integrating financial incentives with screen time management represents a promising
frontier in addressing the growing challenge of excessive digital media consumption among
children and adolescents. By leveraging principles of behavioral economics within a
developmentally appropriate framework, the proposed intervention offers a novel approach that
acknowledges both the powerful engagement mechanisms of digital platforms and the complex
family dynamics surrounding technology use. The preliminary findings suggest significant

potential for meaningful screen time reduction and valuable secondary benefits in financial
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literacy and self-regulation development. However, this approach must navigate substantial
implementation challenges, ethical considerations regarding privacy and autonomy, and the
reality of powerful commercial interests designed to maximize engagement. Successful
implementation will require thoughtful calibration of individual developmental needs, family
contexts, and evolving technological landscapes. While no single intervention can fully address
the multifaceted challenges of youth digital consumption, this financial incentive approach
offers a valuable addition to the parental toolkit that balances immediate effectiveness with
support for long-term developmental goals. The ultimate measure of success will be reduced
screen time metrics and the cultivation of mindful, self-directed digital citizens capable of

making balanced technology choices in an increasingly connected world.
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