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ABSTRACT
User interfaces heavily rely on attention-capture design patterns,
e.g., infinite scroll and other variable-rewarding mechanisms, that
erode users’ sense of autonomy and undermine their digital wellbe-
ing. Instead of having users rely on external self-regulation tools,
this paper advocates that tech companies and designers should
prioritize users’ digital wellbeing by design. To take a first step in
this direction, we present Digital Wellbeing Lens, a Figma plugin
that guides designers in creating user interfaces that respect and
preserve user time and attention. The plugin allows the continu-
ous evaluation of prototypes against attention-capture patterns,
calculating a digital wellbeing score and suggesting suitable design
alternatives. Besides introducing the plugin, we demonstrate its
practical application through a use case involving the design of
a mobile social media app, and we report on the results of a first
exploratory study with four designers, discussing the opportunities
and challenges of embracing this paradigm shift.

CCS CONCEPTS
• Human-centered computing → Graphical user interfaces; Col-
laborative and social computing; Interaction design.
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1 INTRODUCTION
Social media – especially on mobile devices – promote endless
usage sessions through infinite scroll, creating the illusion that
new and exciting content will continue to flow forever [4]. Video
streaming platforms, similarly, automatically play videos one after
another without requiring user interaction, undermining users’
sense of agency and removing the need for autonomous decision-
making [14]. These are just two examples of Attention-Capture

This work is licensed under a Creative Commons Attribution International
4.0 License.

AVI 2024, June 03–07, 2024, Arenzano, Genoa, Italy
© 2024 Copyright held by the owner/author(s).
ACM ISBN 979-8-4007-1764-2/24/06
https://doi.org/10.1145/3656650.3656674

Damaging Patterns (ACDPs) [22] that tech companies use in their
interfaces to “capture” the attention of the users and keep them
using their platforms, often leading users to lose track of their goals,
lose their sense of time and control, and later feel regret.

Traditionally, researchers have tried to overcome the issues
brought by such an Attention Economy by innovating a range of
Digital Self-Control Tools (DSCTs) [16]: employing different strate-
gies, from productivity dashboards to usage timers, these dedicated
mobile apps or browser extensions help users self-regulate the us-
age of distractive apps andwebsites to achieve digital wellbeing [18].
Nevertheless, studies have shown that these external interventions –
especially those that are overly dependent on users’ self-monitoring
capabilities – are often ineffective in the long term [24].

This paper endorses and delves deeper into the emerging need
to prioritize users’ digital wellbeing directly in the design processes
of user interfaces [2, 21, 22], recognizing the critical necessity to
foster healthy online experiences and addressing potential negative
impacts of ACDPs on users’ mental health without depending on
external support. To set the stage for this ambitious goal, we present
Digital Wellbeing Lens, a plugin for Figma – one of the most popu-
lar interface design tools – that supports designers in respecting
and preserving users’ attention at design time. Through the plugin,
designers can scan the interfaces they designed and get a “digital
wellbeing score,” which is calculated based on the design patterns
introduced by the designer. In parallel, the plugin detects and high-
lights the presence of ACDPs, e.g., the infinite scroll mechanism,
suggesting design alternatives to improve the interface score, such
as a design with paginated content. We exemplify the usage of the
plugin in a use case involving the design of a social media mobile
interface, and we report on the results of a first exploratory study
with four professional designers, during which we asked them to
use the plugin in a 1-hour controlled prototyping session. We use
the promising results to explore the opportunities and challenges of
embracing a paradigm shift that considers users’ digital wellbeing
as a top design goal.

2 RELATEDWORK
Terms like “addiction [12]” and “compulsive use [26]” are nowa-
days associated with technology use, signaling a growing research
and public interest in digital wellbeing [18], i.e., a new psycho-
logical construct that highlights the need for technology that pro-
motes mindful and meaningful digital experiences. Despite the
well-documented issues associated with excessive technology use,
ranging from sleep disturbances [11] to impaired self of agency [14],
tech companies continue to operate within an Attention Economy,
monetizing users’ attention. Monge Roffarello et al. [22], in par-
ticular, classified 11 ACDPs, from infinite scroll to guilty-pleasure
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recommendations, shedding light on the practice of designing user
interfaces that deliberately exploit psychological vulnerabilities to
maximize metrics like time spent and daily visits.

Traditionally, achieving digital wellbeing in the contemporary
Attention Economy has been considered an end-user responsibil-
ity [7]. HCI researchers and practitioners, in particular, have mainly
focused on providing users with a plethora of DSCTs [16], i.e., exter-
nal mobile apps or browser extensions to counter distractive apps
or websites. Most of these tools support exercising self-control by
allowing users to self-monitor their tech use and set up interven-
tions on distractive apps or websites, e.g., usage timers and lockout
mechanisms [18]. Others allow users to customize the layout of
an interface according to their needs, e.g., to remove distractive
interface elements like recommendations and prioritize instrumen-
tal use [13]. Despite their popularity, the same HCI community
has criticized DSCTs for their external nature, highlighting high
attrition rates and low effectiveness in the long term [24].

Here, we support the growing research attention into realigning
technology with people’s digital wellbeing by design. Specifically,
the emergence of several workshops [2, 21], frameworks [6], and
design guidelines [23] underscores the critical need to support de-
signers in creating technology that better supports the wellbeing
of its users. For example, Al-Mansoori et al. [2] demonstrated that
designers desire assistance in strengthening their approach to digi-
tal wellbeing in order to create user interfaces that support users’
autonomy, competence, and relatedness. Relatedly, Desmet and
Pohlmeyer [6] introduced a framework for positive design that con-
siders the main components of subjective wellbeing, i.e., pleasure,
personal significance, and virtue. Similarly, Peters [23] developed
guidelines to support wellbeing through design, from respecting
user autonomy to applying accessibility best practices. Nonetheless,
none of these works explicitly address the issue of supporting users’
digital wellbeing within the current Attention Economy, highlight-
ing a gap in providing designers with clear guidelines for crafting
user interfaces that go beyond maximizing screen time [7, 21]. Our
Digital Wellbeing Lens plugin aims to provide designers with a
practical tool for this purpose, enriching a well-known tool for UI
design, i.e., Figma, with digital wellbeing supportive features.

3 DIGITAL WELLBEING LENS
The main goal of our work is to support designers in prioritizing
users’ digital wellbeing starting from the early stage of the design of
user interfaces, without forcing them to change their current design
practices and tools. For this reason, we decided to integrate our so-
lution into Figma [8], a popular design and prototyping tool widely
adopted by designers for creating mock-ups of their user interfaces.
Specifically, transitioning away from the Attention Economymeans
avoiding all those attention-capture designs nowadays spread into
current user interfaces [22]. For this reason, we envisioned Digital
Wellbeing Lens as a tool that continuously analyzes UI designs and
detects the presence of ACDPs. Furthermore, designing for digital
wellbeing means finding appropriate design patterns that respect
and preserve user attention while offering the same functionality
of ACDPs [22]. Digital Wellbeing Lens aims at educating designers
into adopting these alternative patterns, suggesting their usage
in place of the detected ACDPs. Finally, to motivate designers in

making design choices that respect and preserve user attention,
Digital Wellbeing Lens provides designers with an indication of the
extent to which the prototype prioritizes digital wellbeing. Such an
indication is calculated based on the ACDPs and alternative design
patterns currently present in a UI design.

3.1 Application Use Case
We defined an application use case to implement the first version
of the plugin and assess it in a preliminary exploratory study (see
Section 4). Inspired by previous works in the digital wellbeing field,
which defines smartphones and social media as two of the most crit-
ical factors shaping the digital experiences of individuals [15, 26],
we decided to focus on the design of a social network mobile app.
Specifically, the envisioned social network resembles contemporary
similar platforms in functionality, e.g., Instagram and Facebook: it
empowers users to post and watch text, graphic, and video content,
and it allows users to follow other people and receive notifica-
tions. Adopting a well-established methodology used in previous
works [17, 20], we conducted an exploratory analysis by manually
inspecting the mobile apps of Facebook and Instagram. Specifically,
we assessed the two mobile apps against a state-of-the-art taxon-
omy of ACDPs [22], with the aim of defining a set of patterns to
be targeted by the plugin. For each identified ACDP, then, we de-
fined an alternative “positive” pattern, taking inspiration from our
own experience in digital wellbeing research and existing design
guidelines and initiatives around digital-wellbeing design [9, 23].
Although future works would need to rely on more sophisticated
and personalized recommendation algorithms, these one-to-one
alternative designs represent a preliminary step that enabled us to
assess the potential of our design approach. Results of our analysis
are reported in Table 1.

We implemented the Figma plugin using JavaScript and the React
framework. Furthermore, similarly to popular Figma design kits
made available by Apple [3] and Google [5], we created a design
library that contains components useful to prototype mobile UIs
for social networks, from post templates to predefined notifications.
A working implementation of the plugin for the application use
case described in this section is available at https://www.figma.com/
community/plugin/1310606990428971215/digital-wellbeing-lens.

3.2 The Plugin at Works
Figure 1 illustrates Digital Wellbeing Lens at works. In Figure 1a,
the designer is prototyping a mobile social network using Figma
and the predefined components included in our design library. For
example, the first screen is a traditional social media newsfeed, with
some posts on the homepage that can be scrolled. Using Digital
Wellbeing Lens, the designer can scan the designed UIs at any time.
As a result of each scanning, the plugin provide the designer with a
“digital wellbeing score,” (Figure 1b (i)) which is calculated based on
the design patterns introduced by the designer. The plugin exploits
a set of semantic tags associated with the predefined components
in the design library as well as the properties of each component to
automatically detect the following ACDPs: infinite scrolling, nev-
erending autoplay, guilty-pleasure recommendations, disguised ads
and recommendations, and recapture notifications. In Figure 1b (ii),
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Table 1: The ACDPs targeted by the first implementation of Digital Wellbeing Lens and the associated alternative patterns.

Attention-Capture Damaging Pattern Alternative Pattern

Guilty-Pleasure Recommendations: viral suggestions to increase use time. Content categorization: suggested content organized into topics.
Neverending Autoplay: new video start automatically. Press-to-play: videos start after the user clicks.
Casino Pull-to-refresh: animated page reload after swiping. New-content Indicator: a progress bar shows how much content is left.
Infinite Scroll: new content is automatically loaded at the end of the page. Content Pagination: the user has to click to see more content.
Disguised Suggestions: suggested content is disguised as regular content. Visible Suggestions: suggested content has a different background color.
Attentional Roach Motel: logging out is purposefully made difficult. Visible Logout: logging out option is in the home page.
Recapture Notifications: system notifications to start a new session. Friends Activities: notifications about friends’ activities.
Fake Social Notifications: system notifications disguised as users’ messages. Friends Messages: private messages between users.

a b

c d

Figure 1: Digital Wellbeing Lens allows designers to evaluate their Figma prototypes against ACDPs. It detects design patterns
that may or may not respect the user attention, providing designers with a digital wellbeing score and design suggestions.

for example, the plugin is highlighting the infinite scrolling mecha-
nism in the prototyped newsfeed, suggesting content pagination as
an alternative. Furthermore, the plugin guides users in inspecting
their interfaces manually to check the presence of the other pat-
terns reported in Table 1, e.g., those related to notifications, which
require an analysis of the included text (Figure 1b (iii)). When an
ACDP is detected, either automatically or manually, it is directly
highlighted in the interface (Figure 1b (iv)).

Besides detecting and highlightingACDPs,DigitalWellbeing Lens
also detects (Figure 1c (i)) and highlights (Figure 1c (ii)) the “positive”
patterns included in the interface, using them to calculate the digital
wellbeing score. The plugin, for example, is positively highlighting

the fact that videos start after an explicit user interaction, in contrast
to the popular neverending autoplay pattern.

As a result of the scanning, the designer discovers that having
an infinitely scrollable newsfeed may be problematic for users’
digital welbeing. Therefore, she follows the plugin recommenda-
tions, replacing infinite scroll with paginated results (Figure 1d). By
repeating the scan, she discovers that the digital wellbeing score
increased.

4 EXPLORATORY USER STUDY
We conducted a first exploratory study of Digital Wellbeing Lens
to assess the potential of our novel design approach. We recruited
a total of four professional designers, two females and two males,
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using convenience and snowball sampling. Participants were 27.25
years old on average (SD = 1.09). They identified themselves as
Figma experts, regularly utilizing the tool in their work for tasks
that span from creating presentations to designing complete user
interfaces and collaborating with developer teams. During the study,
we first introduced participants to digital wellbeing, exemplifying
some of the most common ACDPs. Furthermore, we showed a brief
tutorial of Digital Wellbeing Lens, demonstrating its main features.
Then, we asked participants to freely use Figma and our plugin
to design some social media mobile application screens, using the
same use case and the design library described in Section 3.1. We
concluded the sessions once participants expressed satisfaction
with their designs, conducting a final debriefing to gather their
thoughts and feedback.

4.1 Results and Discussion
Participants showcased different approaches in using the plugin.
Two of them (P1 and P2) designed a traditional newsfeed with
columned posts. They used the plugin to change some of the high-
lighted ACDPs with a suggested alternative, e.g., by introducing
‘press-to-play’ videos. Yet, they did not change the structure and in-
teraction possibilities that users can have with a current newsfeed,
envisioning it as an endless scrollable list of content. The other
two participants, instead, used the plugin and its suggestions more
extensively. P4 created an interface with distinct sections for recom-
mended and followed content, vertically scrollable with pagination.
Furthermore, he also designed a search section with topic filters
and a notification section indicating when all notifications have
been viewed. P3, instead, envisioned a newsfeed in which posts are
displayed and interconnected by topic through a “honeycomb-like
layout” similar to the app gallery adopted by the Apple Watch.

Overall, the plugin was found to be potentially useful in making
designers aware of ACDPs and their impact (all), influencing design
choices (P2,P4), selecting promising prototypes among a set of
alternatives (P3), and assessing existing user interfaces (P1, P2).
Furthermore, P2 appreciated the educational nature of the plugin,
stating that it could be useful for other stakeholders and activities,
e.g., to introduce students to ethical design practices. However, the
same participants highlighted that a real paradigm shift must start
from the company and be coupled with a change in corporate values
and practices (P1, P2). Echoing Docherty and Biega’s perspective [7],
we stress that designing user interfaces that respect and preserve
user attention cannot be an individualistic choice but necessitates
collective actions and policies. For example, rising concerns about
UIs’ dark patterns [10] have driven the adoption of regulations to
curb these manipulative practices in Europe and in the US [1, 25].
That being said, P3 interestingly mentioned an emerging trend:
“The market for sustainable and ethical companies is growing, so this
plugin is interesting for those studios that want to promote themselves
as companies that have a particular focus on these issues.”

Designers particularly liked and used some of the alternative
design patterns suggested by Digital Wellbeing Lens, e.g., content
categorization and press-to-play. P1, for example, stated that “‘press-
to-play’ is useful not only in terms of dark patterns but also because it
makes users consume much less data.” Yet, some patterns, e.g., those
related to notifications, would require special attention in their

identification. P2, for example, correctly highlighted that classify-
ing notifications would require some text recognition mechanism
to inspect their content. Other patterns were found to be more
intrusive and potentially associated with a decline in usability. The
most prominent example is related to content pagination (P1, P2,
P3). P1, in particular, stated that “it’s very unusual for a social net-
work to have pagination; the identified dark pattern [infinite scroll] is
right, but on the other hand, the user should take an additional click
to perform an action; it’s always about finding a balance between the
dark pattern and adding an extra click, it needs careful considera-
tion.” As highlighted by Peters [23], wellbeing-supportive design
requires open discussion and agreement among design teams, as
experiencing a moderate amount of frustration in the short term
can play a crucial role in mitigating more severe or prolonged
frustrations in the long term. We hypothesize that users would be
willing to tolerate these short-term trade-offs in exchange for a
more positive digital experience: several studies demonstrated that
users are aware of the Attention-Economy drawbacks and require
support to enhance their digital habits [15, 19, 26]. An optimistic
economic perspective suggests that emphasizing significance in de-
sign may result in increased user loyalty over a prolonged duration,
notwithstanding potential temporary declines in engagement [7].
Yet, participants’ feedback clearly suggests the need to extend and
improve the detection and recommendation algorithms employed
by Digital Wellbeing Lens, overcoming the main limitation of having
fixed 1-to-1 alternative patterns. In some cases, for example, the
new-content indicator pattern could also be used to counter infinite
scroll (P3).

Finally, participants suggested a range of different ideas to im-
prove the plugin, ranging from real-time assessment, throughwhich
the digital wellbeing score dynamically reflects the designer’s ac-
tions (P4), to the inclusion of additional documentation related to
the targeted patterns (P1) and real-world UI examples, especially
for the alternative patterns (P4).

5 CONCLUSIONS AND FUTUREWORK
In this paper, we have presented Digital Wellbeing Lens, a Figma
plugin that guides designers in prioritizing digital wellbeing while
creating user interfaces. The plugin detects and highlights design
patterns in Figma designs that may support or undermine users’
sense of agency and self-control, providing designers with a digital
wellbeing score and actionable design recommendations to improve
it.

Being the first step towards this design paradigm shift, further
effort is needed to confirm our approach’s benefits and potential
applicability. From a technical point of view, we will work on gen-
eralizing the plugin functionality to work with multiple kind of
user interface, extending the implemented use case. In this respect,
numerous challenges need to be explored and resolved, from creat-
ing appropriate design kits to using AI strategies to improve the
detection of ACDPs and alternative design patterns in an inter-
face. Furthermore, we plan to conduct longer and more ecologically
valid evaluations of the plugin with the design community, com-
paring the usage of Digital Wellbeing Lens with tools and strategies
currently adopted by designers.



Digital Wellbeing Lens: Design Interfaces That Respect User Attention AVI 2024, June 03–07, 2024, Arenzano, Genoa, Italy

REFERENCES
[1] 90 Percent Of Everything 2014. Some Dark Patterns now illegal.

https://www.90percentofeverything.com/2014/08/26/some-dark-patterns-
now-illegal-in-uk-interview-with-heather-burns/ Accessed: 2019-4-8.

[2] Reem S. Al-Mansoori, Dena Al-Thani, Raian Ali, and Alhasan Alsammarraie. 2023.
Designing for User’s Digital Wellbeing: Co-Creating Nudges with Designers:
Designing for User’s Digital WellbeingCo-Creating Nudges with Designers. In
Proceedings of the 2023 ACM Conference on Information Technology for Social Good
(Lisbon, Portugal) (GoodIT ’23). Association for Computing Machinery, New York,
NY, USA, 156–164. https://doi.org/10.1145/3582515.3609530

[3] Apple. [n. d.]. Apple Design Resources – iOS 17 and iPadOS 17. https://www.figma.
com/community/file/1248375255495415511 Accessed: 2024-01-11.

[4] Amanda Baughan, Mingrui Ray Zhang, Raveena Rao, Kai Lukoff, Anastasia
Schaadhardt, Lisa D. Butler, and Alexis Hiniker. 2022. “I Don’t Even Remember
What I Read”: HowDesign Influences Dissociation on Social Media. In Proceedings
of the 2022 CHI Conference on Human Factors in Computing Systems (CHI ’22).
Association for Computing Machinery, New York, NY, USA, Article 18, 13 pages.
https://doi.org/10.1145/3491102.3501899

[5] Material Design. [n. d.]. Material 3 Design Kit. https://www.figma.com/
community/file/1035203688168086460 Accessed: 2024-01-11.

[6] Pieter Desmet and Anna Pohlmeyer. 2013. Positive Design An Introduction to
Design for Subjective Well-Being. International Journal of Design 7 (12 2013).

[7] Niall Docherty and Asia J. Biega. 2022. (Re)Politicizing Digital Well-Being:
Beyond User Engagements. In Proceedings of the 2022 CHI Conference on Human
Factors in Computing Systems (New Orleans, LA, USA) (CHI ’22). Association
for Computing Machinery, New York, NY, USA, Article 573, 13 pages. https:
//doi.org/10.1145/3491102.3501857

[8] Figma. 2023. Figma: The Collaborative Interface Design Tool. https://www.figma.
com/ Accessed: 2024-01-11.

[9] Google. 2022. Digital Wellbeing - Find a balance with technology that feels right
for you. https://wellbeing.google/ Accessed: 2024-01-11.

[10] Colin M. Gray, Yubo Kou, Bryan Battles, Joseph Hoggatt, and Austin L. Toombs.
2018. The Dark (Patterns) Side of UX Design. In Proceedings of the 2018 CHI
Conference on Human Factors in Computing Systems. Association for Computing
Machinery, New York, NY, USA, 1–14.

[11] Klodiana Lanaj, Russell E. Johnson, and Christopher M. Barnes. 2014. Beginning
the workday yet already depleted? Consequences of late-night smartphone use
and sleep. Organizational Behavior and Human Decision Processes 124, 1 (2014),
11 – 23. https://doi.org/10.1016/j.obhdp.2014.01.001

[12] Simone Lanette, Phoebe K. Chua, Gillian Hayes, and Melissa Mazmanian. 2018.
How Much is ’Too Much’?: The Role of a Smartphone Addiction Narrative in
Individuals’ Experience of Use. Proceedings of the ACM on Human-Computer
Interaction 2, CSCW, Article 101 (Nov. 2018), 22 pages. https://doi.org/10.1145/
3274370

[13] Kai Lukoff, Ulrik Lyngs, Karina Shirokova, Raveena Rao, Larry Tian, Himan-
shu Zade, Sean A. Munson, and Alexis Hiniker. 2023. SwitchTube: A Proof-
of-Concept System Introducing “Adaptable Commitment Interfaces” as a Tool
for Digital Wellbeing. In Proceedings of the 2023 CHI Conference on Human
Factors in Computing Systems (Hamburg, Germany) (CHI ’23). Association for
Computing Machinery, New York, NY, USA, Article 197, 22 pages. https:
//doi.org/10.1145/3544548.3580703

[14] Kai Lukoff, Ulrik Lyngs, Himanshu Zade, J. Vera Liao, James Choi, Kaiyue Fan,
Sean A. Munson, and Alexis Hiniker. 2021. How the Design of YouTube Influences
User Sense of Agency. In Proceedings of the 2021 CHI Conference on Human Factors
in Computing Systems (Yokohama, Japan) (CHI ’21). Association for Computing
Machinery, New York, NY, USA, Article 368, 17 pages. https://doi.org/10.1145/
3411764.3445467

[15] Kai Lukoff, Cissy Yu, Julie Kientz, and Alexis Hiniker. 2018. What Makes Smart-
phone UseMeaningful or Meaningless? Proc. ACM Interact. Mob. Wearable Ubiqui-
tous Technol. 2, 1, Article 22 (mar 2018), 26 pages. https://doi.org/10.1145/3191754

[16] Ulrik Lyngs, Kai Lukoff, Petr Slovak, Reuben Binns, Adam Slack, Michael Inzlicht,
Max Van Kleek, and Nigel Shadbolt. 2019. Self-Control in Cyberspace: Applying
Dual Systems Theory to a Review of Digital Self-Control Tools. In Proceedings
of the 2019 CHI Conference on Human Factors in Computing Systems (Glasgow,
Scotland Uk) (CHI ’19). Association for Computing Machinery, New York, NY,
USA, 1–18. https://doi.org/10.1145/3290605.3300361

[17] Thomas Mildner, Gian-Luca Savino, Philip R. Doyle, Benjamin R. Cowan, and
Rainer Malaka. 2023. About Engaging and Governing Strategies: A Thematic
Analysis of Dark Patterns in Social Networking Services. In Proceedings of the 2023
CHI Conference on Human Factors in Computing Systems (CHI ’23). Association
for Computing Machinery, New York, NY, USA, Article 192, 15 pages. https:
//doi.org/10.1145/3544548.3580695

[18] Alberto Monge Roffarello and Luigi De Russis. 2019. The Race Towards
Digital Wellbeing: Issues and Opportunities. In Proceedings of the 2019 CHI
Conference on Human Factors in Computing Systems (Glasgow, Scotland Uk)
(CHI ’19). Association for Computing Machinery, New York, NY, USA, 1–14.
https://doi.org/10.1145/3290605.3300616

[19] Alberto Monge Roffarello and Luigi De Russis. 2021. Coping with Digital Well-
being in a Multi-Device World. In Proceedings of the 2021 CHI Conference on
Human Factors in Computing Systems (Yokohama, Japan) (CHI ’21). Associa-
tion for Computing Machinery, New York, NY, USA, Article 538, 14 pages.
https://doi.org/10.1145/3411764.3445076

[20] Alberto Monge Roffarello and Luigi De Russis. 2023. Nudging Users or Re-
designing Interfaces? Evaluating Novel Strategies for Digital Wellbeing Through
InControl. In Proceedings of the 2023 ACM Conference on Information Technology
for Social Good (Lisbon, Portugal) (GoodIT ’23). Association for Computing Ma-
chinery, New York, NY, USA, 100–109. https://doi.org/10.1145/3582515.3609523

[21] Alberto Monge Roffarello, Luigi De Russis, R. X. Schwartz, and Panagiotis Apos-
tolellis. 2022. Designing for Meaningful Interactions and Digital Wellbeing. In
Proceedings of the 2022 International Conference on Advanced Visual Interfaces
(Frascati, Rome, Italy) (AVI 2022). Association for Computing Machinery, New
York, NY, USA, Article 85, 2 pages. https://doi.org/10.1145/3531073.3535255

[22] Alberto Monge Roffarello, Kai Lukoff, and Luigi De Russis. 2023. Defining
and Identifying Attention Capture Deceptive Designs in Digital Interfaces. In
Proceedings of the 2023 CHI Conference on Human Factors in Computing Systems
(Hamburg, Germany) (CHI ’23). Association for Computing Machinery, New York,
NY, USA, Article 194, 19 pages. https://doi.org/10.1145/3544548.3580729

[23] Dorian Peters. 2022. Wellbeing Supportive Design – Research-Based Guidelines
for Supporting Psychological Wellbeing in User Experience. International Jour-
nal of Human–Computer Interaction 0, 0 (2022), 1–13. https://doi.org/10.1080/
10447318.2022.2089812

[24] Alberto Monge Roffarello and Luigi De Russis. 2023. Achieving Digital Wellbeing
Through Digital Self-Control Tools: A Systematic Review and Meta-Analysis.
ACM Trans. Comput.-Hum. Interact. 30, 4, Article 53 (sep 2023), 66 pages. https:
//doi.org/10.1145/3571810

[25] The National Law Review 2022. “Dark Patterns” Are Focus of Regulatory Scrutiny
in the United States and Europe. https://www.natlawreview.com/article/dark-
patterns-are-focus-regulatory-scrutiny-united-states-and-europe Accessed:
2022-9-11.

[26] Jonathan A. Tran, Katie S. Yang, Katie Davis, and Alexis Hiniker. 2019. Modeling
the Engagement-Disengagement Cycle of Compulsive Phone Use. In Proceedings
of the 2019 CHI Conference on Human Factors in Computing Systems (Glasgow,
Scotland Uk) (CHI ’19). Association for Computing Machinery, New York, NY,
USA, 1–14. https://doi.org/10.1145/3290605.3300542

https://www.90percentofeverything.com/2014/08/26/some-dark-patterns-now-illegal-in-uk-interview-with-heather-burns/
https://www.90percentofeverything.com/2014/08/26/some-dark-patterns-now-illegal-in-uk-interview-with-heather-burns/
https://doi.org/10.1145/3582515.3609530
https://www.figma.com/community/file/1248375255495415511
https://www.figma.com/community/file/1248375255495415511
https://doi.org/10.1145/3491102.3501899
https://www.figma.com/community/file/1035203688168086460
https://www.figma.com/community/file/1035203688168086460
https://doi.org/10.1145/3491102.3501857
https://doi.org/10.1145/3491102.3501857
https://www.figma.com/
https://www.figma.com/
https://wellbeing.google/
https://doi.org/10.1016/j.obhdp.2014.01.001
https://doi.org/10.1145/3274370
https://doi.org/10.1145/3274370
https://doi.org/10.1145/3544548.3580703
https://doi.org/10.1145/3544548.3580703
https://doi.org/10.1145/3411764.3445467
https://doi.org/10.1145/3411764.3445467
https://doi.org/10.1145/3191754
https://doi.org/10.1145/3290605.3300361
https://doi.org/10.1145/3544548.3580695
https://doi.org/10.1145/3544548.3580695
https://doi.org/10.1145/3290605.3300616
https://doi.org/10.1145/3411764.3445076
https://doi.org/10.1145/3582515.3609523
https://doi.org/10.1145/3531073.3535255
https://doi.org/10.1145/3544548.3580729
https://doi.org/10.1080/10447318.2022.2089812
https://doi.org/10.1080/10447318.2022.2089812
https://doi.org/10.1145/3571810
https://doi.org/10.1145/3571810
https://www.natlawreview.com/article/dark-patterns-are-focus-regulatory-scrutiny-united-states-and-europe
https://www.natlawreview.com/article/dark-patterns-are-focus-regulatory-scrutiny-united-states-and-europe
https://doi.org/10.1145/3290605.3300542

	Abstract
	1 Introduction
	2 Related Work
	3 Digital Wellbeing Lens
	3.1 Application Use Case
	3.2 The Plugin at Works

	4 Exploratory User Study
	4.1 Results and Discussion

	5 Conclusions and Future Work
	References

