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Abstract:

Women’s participation in the workforce has increased significantly, yet challenges related to
work—life balance and personal safety continue to affect their well-being and productivity. This
study examines the relationship between work-life balance and women’s sense of safety in
workplaces and public spaces. It focuses on the role of accessible, preventive, and easy-to-use
solutions in enhancing safety and supporting a healthy balance between professional and
personal life. Using primary and secondary data, the study analyzes women’s perceptions,
experiences, and expectations regarding safety measures and organizational support systems.
The findings aim to highlight practical interventions that can improve women’s sense of
security, reduce stress, and promote sustainable work-life balance, thereby contributing to
inclusive and supportive work environments.

Women's safety in public spaces is a significant social issue, especially in cities where women
often travel alone for school, work, and personal reasons. Fear, anxiety, and uncertainty
frequently impact their daily travel choices, leading them to avoid certain routes, limit their
travel times, and rely on others. While some safety-related solutions exist, most focus on
emergencies instead of prevention and comfort.

This article uses Stage Three (Ideation) and Stage Four (Prototyping and Testing) of the
Design Thinking process to tackle this challenge. The goal is to come up with various creative
ideas, evaluate and select the best solution, build a prototype, and improve it based on user
feedback.

Women’s safety in public spaces is not just about crime; it also includes the emotional aspects
of fear, vulnerability, and uncertainty that women encounter during daily travel. Research and
personal experiences show that women often take protective measures, like avoiding certain
routes, limiting their travel times, or relying on trusted contacts. These behaviors impact their
independence and quality of life. Addressing both physical and perceived safety is crucial.
Design thinking is well-suited for this challenge because it focuses on human experience. By
emphasizing empathy, ideation, experimentation, and iteration, design thinking promotes the
creation of solutions that are both functional and emotionally supportive. This assignment
adopts a design-thinking approach to investigate how preventive, user-centered measures can
enhance women’s sense of safety in public spaces.
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REVIEW OF LITERATURE:

Work-life balance (WLB) refers to an individual’s ability to effectively manage professional
responsibilities alongside personal and family life (Greenhaus& Allen, 2011). Existing
literature consistently highlights that women experience greater work—life imbalance
compared to men due to dual role expectations, societal norms, and unequal distribution of
domestic responsibilities (Hochschild, 1989; Eikhof, Warhurst, &Haunschild, 2007). Studies
indicate that poor work-life balance leads to increased stress, burnout, reduced job
satisfaction, and lower organizational commitment among women employees (Guest, 2002;
Rantanen et al., 2011).

Research further suggests that organizational support mechanisms such as flexible working
hours, remote work, childcare facilities, and family-friendly policies significantly improve
women’s work-life balance and overall well-being (Kossek, Baltes, & Matthews, 2011).
However, the availability and accessibility of such measures remain inconsistent across sectors,
particularly in developing economies (Agarwal &Lenka, 2015).

Women’s sense of safety at the workplace is influenced by both physical and psychological
factors, including workplace infrastructure, organizational culture, harassment policies, and
grievance redressal mechanisms (Kenny & Mclntyre, 2005). Studies reveal that workplace
harassment and discrimination negatively impact women’s mental health, job performance,
and career progression (Fitzgerald et al., 1997; Cortina et al., 2001).

The perception of an unsafe work environment contributes to heightened anxiety and role
conflict, thereby affecting women’s ability to maintain a healthy work-life balance (Quick
&Tetrick, 2011). Effective implementation of preventive measures such as internal complaint
committees, awareness programs, and gender-sensitive leadership has been found to enhance
women’s confidence and organizational trust (ILO, 2019).

Research Approach

This study employs a qualitative, exploratory research design that aligns with Design Thinking
principles. The goal of the research was not to test a hypothesis but to understand user
experiences, perceptions, and emotional reactions regarding women’s safety in public spaces.
A qualitative approach suits this issue because it involves subjective feelings like fear, anxiety,
and reassurance, which quantitative methods cannot capture effectively.

The research design supports the empathetic approach of Design Thinking, helping identify
user pain points that shaped the ideation and prototyping parts of the project.

research followed a human-centered design method, involving users in developing the
solution. Insights gathered from users informed the ideation, concept evaluation, and
prototype enhancement. This approach ensured that the proposed solution was based on real
user needs instead of assumptions.

DATA COLLECTION METHODS

Primary data was collected through informal qualitative methods, suitable for early design
exploration. The following techniques were used:
a) Informal User Interviews
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Informal conversations took place with female college students who regularly commute using
public transportation. These discussions aimed to understand:

- Situations where users feel unsafe

- Current coping methods

- Expectations from a safety-related solution

The informal nature of the interviews encouraged participants to share their concerns openly.
b) Observational Insights

Observational insights were gathered from everyday commuting environments, such as bus
stops, streets, and transit hubs. These observations helped identify environmental factors that
contribute to discomfort, including poor lighting, isolated paths, and a lack of visible support
options.

¢) Scenario-Based Discussions

Users were presented with hypothetical travel situations (e.g., late-night travel, unfamiliar
routes) and asked how they would react. This technique revealed behavioral patterns and
decision-making processes related to safety.

Sampling Technique

A purposive sampling technique was used to choose participants relevant to the issue. The
sample consisted of female college students aged 20—22 who frequently travel independently
in urban settings. This ensured that the insights collected were directly applicable to the target
user group represented by the persona.

Data Analysis

The collected data was analyzed using thematic analysis. Common themes such as fear during
solo travel, the need for preventive information, reliance on trusted contacts, and the desire
for reassurance were identified and organized. These themes directly informed:

- Ideation outcomes

- Persona development

- Feature prioritization in the prototype

Ethical Considerations

Ethical standards were upheld throughout the research process. Participation was voluntary,
and no personal or sensitive information was collected. User inputs were anonymized and
used solely for academic purposes. Care was taken to avoid discussions that could trigger
distress related to personal safety experiences.

The chosen research design matches the iterative and exploratory spirit of Design Thinking.
By focusing on empathy and qualitative insights, the research led to a solution that addresses
both functional safety needs and emotional reassurance. The findings from this stage served
as the foundation for ideation, prototyping, and continuous improvement.

A persona-based visual artefact was created to represent the target user.

Nama: Ananya
Age: 21
Occupation: Callege Student

Location: Urban city
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Persona Summary:
e Name: Ananya
o Age: 21

417



Cultura. International Journal of Philosophy of Culture and Axiology  22(10s)/2025

® Occupation: College Student
® Jocation: Urban city

Ananya's persona was created to show a common urban college student who often travels
alone and uses digital tools for getting around and staying in touch. This persona helped turn
general user ideas into specific design needs. For example, Ananya's worry during solo trips
led to the idea of adding features that give people confidence, and her use of navigation apps
led to including safety tips in the way routes are planned.

By using this persona, the design stayed focused on what real users need during the whole
development process.Ananya likes being independent but gets nervous when traveling alone.
She avoids certain paths, shares her location in real time, and depends on navigation apps. The
persona shows the need for advice that prevents problems and gives people peace of mind.
Prototype (Low-Fidelity)

A simple digital version of the SafeRoute mobile app was made using wireframes. The
prototype has a home screen, shows safer routes, lets users share their real-time location, and
includes an emergency alert button. The design is kept simple so it's easy to use when people
are stressed or worried.

A low-fidelity prototype was chosen to focus more on testing the main ideas rather than
making it look perfect.This made it easier to make quick changes and get feedback without
needing a lot of work. Each part of the app was made to solve a specific problem that users
might face. The safer route suggestions help when people are unsure, live location sharing
gives them peace of mind, and the emergency alert gives them a way to stay safe.

= SafeRoute €« SafeRoute x SafeRoute

Where are you headed? We sugywst safer ruutes buased on at g Hive
salety sooves B lignting @ Riya, Mom

[

Send Emergency Alert

SafeRoute Tips >
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Safer Route (16 min)

CEITED © < ##e S~
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test Route (14 min) ‘Activate SOS Afert

& Moderats .- anan Notify: Riya, Mom
wihven you arwe safely

Cancel

The app helps users by offering guidance before and during their trip, which reduces stress
and makes them feel more in control.Features like safer routes, real-time location sharing, and
safe-arrival confirmation all work together to make the experience clearer, easier, and more
comforting.
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From a business point of view, the app can be free with basic safety tools, while advanced
features can be offered through paid plans or by working with other companies or public
services. Team-ups with map providers, transport agencies, and city safety programs can help
the app get better data and stay running long-term. This makes the app both helpful for society
and good for business.From a user experience angle, the app is designed to be simple and
clear, so it doesn’t take much thinking or action during stressful moments.This helps users
stay calm and make good decisions when they need it most.

User Testing Summary

User testing was done with three female college students aged 20 to 22 who often use public
transport. They were shown the prototype and asked to imagine real travel situations while
using it.Users liked the safer route suggestions and found the safety score indicators helpful.
They also thought sharing live location was very useful. However, they were worried about
how clear the safety data was and if emergency alerts were easy to see. They also suggested
adding a feature to confirm that they had arrived safely.Based on this feedback, changes were
made to improve how clear and trustworthy the app was. The testing showed that simplicity
and reassurance are important in safety-focused digital tools.User testing was done in a casual
setting to make it feel real. Participants were encouraged to talk about their thoughts while
using the prototype, giving valuable insights into how they felt. Users consistently liked
features that help prevent problems before they happen, showing they prefer solutions that
keep them safe before any danger arises.However, the testing also found some issues, like
worries about how clear the safety data was and the need for better explanations of safety
scores. These insights were crucial in making improvements and showed how important trust
is in safety apps.

Iteration Record

Versio | User Feedback Refinement Made Insight Gained
n
V1 Emergency option Button repositioned Visibility is critical
unclear
V2 Safety data unclear Added tooltips Transparency builds trust
Final Wanted closure Added safe-arrival Reassurance improves
check UX

Reassurance improves UX The process of making changes showed how small adjustments
can make a big difference in user confidence and how easy the app is to use. Each change
addressed a problem found during testing, showing how important it is to keep getting
feedback during the design process. The changes made to the prototype show that user
experience isn’t just about how well something works, but also how clear, reassuring, and
comfortable it feels to use.
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Visual Artefact of Prototype & Interaction

A one-page storyboard shows how users interact with the SafeRoute app from planning a trip
to arriving safely. The storyboard is a way to tell a story about the whole user experience. It
helps see if the app supports the user at every step. This storytelling method ensures the design
is simple, easy to use, and matches what users expect.
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Reflection on Design Thinking Application

This project shows how design thinking can help solve complex social problems in a
structured and user-centered way. The process of making repeated changes helped the team
keep learning and adapting, making sure the final solution was shaped by what users really
needed. The focus on understanding users' feelings and experimenting with ideas was
especially helpful in creating a product that meets both practical and emotional needs.
Limitations and Future Scope

Although the proposed solution has strong potential, there are some limits. The number of
users tested was small, and the safety data used was just an idea, not real-time. Future work
could include working with city officials, testing with more people, and using real-time safety
data. These changes could make the app more accurate, trustworthy, and scalable.

CONCLUSION

This assignment shows how the Design Thinking process can help solve the complex issue of
women’s safety in public spaces using a structured, user-centered approach. By using an
exploratory qualitative research method, the study first understood users’ experiences, feelings,
and concerns about safety. These insights were the foundation for coming up with different
solution ideas through brainstorming, mind mapping, and the SCAMPER method.The careful
review and selection of ideas led to creating SafeRoute, a safety navigation app that focuses
on making users feel safe and helping them make informed choices ahead of time. Building a
low-fidelity prototype, testing it with users, and making repeated improvements ensured that
the final product closely met real user needs and usability expectations. The changes made
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based on feedback showed how important clarity, trust, and emotional comfort are in safety-
focused digital apps.Overall, the project shows how Design Thinking, when supported by
good research and ongoing user involvement, can lead to solutions that are socially relevant,
practical, and full of empathy. The process emphasized learning through repeated changes and
showed how important it is to care about users’ feelings and keep testing ideas in real-world
situations.
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