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Introduction

This report will outline the development of a project based on coursework one and two. The project is based on the development of a mobile application. The aim of the project is to address current issues that students and young adults are facing when it comes to productivity, focus, time management, habit forming ad well-being. My project will fix this issues trough delivering a mobile application solution. This will also demonstrate how a mix of creativity and innovation can be applied in developing an application that solves an issue and provides value to the user. By using a structured planning method, and good design techniques, then the application will meet the aim and objectives of the project and successfully impact those who are using the app.



Task 1: Project Management:
   Project management has a crucial role in helping to ensure that a project is completed in an effective and efficient way, it also must stay within scope and ensure its up to a high standard. My project chosen for the report is focused on the development of a productivity and wellbeing application, designed for students but can be aimed at multiple types of people struggling with time management, that can reduce distractions, build good habits and help with the wellbeing of the individual. The main scope of this project includes the design and the development of the application, and the implementation of the features discussed in coursework 1. Some of this feature includes progress and wellbeing tracking, to do tasks and productivity improving features. The proposed solution is meant to help those with issues such as concentration and time management. In order to be able to successfully develop this project, I will need to use multiple sources and technologies. Some tools for building applications include Flutter and React Native. These tools can allow for cross platform combability. Another tool that might be required is Firebase, which is database system, that will allow for the storage of user data. Figma is an excellent design tool for creating user interfaces. Hardware devices such as the phones are required for testing the application and a computer will be required for the development. Finally human resources are required for testing the different prototypes of the app and can help to implement or improve the tools, features or interface of the application [1][2][3]

It’s essential to create a structured project timeline, so to ensure that each stage of the project is completed effectively. The project can be divided into smaller phases, that can include research, planning, design, development and testing. A gnat chart is used to successfully represent these stages of the project and be able to allocate time for each stage. A good example is that the research stage may take from three weeks up to five weeks, then followed by the rest stages with the estimated allocated time for completion. There are also some constraints, that need to be considered. This includes time frames, technical complexity and resource availability, which all of them will impact the development of the application. One good example is the lack of experience of using the tools required for the development, and therefore that will slow down the development. Time constraints may have a limitation on the number of the features that are present in the application at launch. The early identification of this constraints is essential for a more structured plan and the risk management. [4]

Agile approach is a suitable development methodology that focuses on the iterative development. This allows for the project, to be developed in smaller steps, with frequent feedback and improvements. This is useful for the development of applications, because the user feedback can be used to improve features and the usability. The agile approach can also support flexibility, allowing for changes to be made throughout the project instead of using a rigid approach. Now for the project design, I will use two design elements. The first one is a set of wireframes, that will help enhance the layout and the structure of the application. This includes the home page, the task manager and the wellbeing focus screen. This design element will help visualize how the users will interact with the app, and make sure the layout and design is user friendly. The second design element is a flow chart, that will be the representation of the user will navigate the app. This includes process such as adding tasks to the to do lists, starting a wellbeing or focus session and the tracking of progress. This design elements will be essential in ensuring the application is structured in a logical ad easy to use way. Overall, effective project management will ensure the project stays on track, is planned well and organised and it will achieve its aims and objective within the required deadline. [5]
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[bookmark: _Hlk99532145]Task 2: Enterprise & Innovation:

A PEST analysis, will analyse the political, economic, social and technological factors impacting a company or organization. The company I choose to analyse is Apple, this is because its an organization I personally like , and really enjoy using their products and services.  The political factors impacting apple may be the data protection laws and regulations, also the international trade policies, which will impact how their products are developed and distributed, as seen in recants months by the trade war started by the Trump Administration. The economic factors such as consumer spending, inflation and cost of living crisis and the global market conditions, will impact how the consumer spend their money, resulting in less disposable income, which therefore impact the probability of their products and the number of sales. A good example here of Apple changing, is that they now offer a full range of “cheap” products compared to five years ago. This ranges from laptops, phones, tablets and accessories. This left man critics of Apple speechless. The social factors which includes the changing consumer behaviour, which are increased reliance on technology and an increase in demand for user friendly products and services. The technological factor is really significant for Apple, as they are well known for their innovative ways. So with the rapid advancements in new technologies, they must keep innovation in order to remain competitive and follow their internal aims and objectives. A good example here is how Apple was left behind with their implementation of AI features on their lineups. Compared to companies such as Google and Samsung. [6]

A SWOT analysis is all about the strengths, weaknesses, opportunities and threats of the concept analysed. Some of the Apple’s strengths include their strong brand recognition and loyal customer base. And most importantly their high-quality products. Some of their weaknesses include their dependence on a limited range of products and their mostly premium priced products. In comparison Samsung offers a wider range of products and wider price rage, which reflects why they have the biggest percentage in the market share of smartphones. Their opportunities is the potential for expansion into new and developing markets, around the world. They can also develop new technologies, which can boost sales and improve their reputation as Tech giant, that cannot stop improving and innovating. Some of the treats are the increasing competition from other older and newer Tech companies, as seen in recent years. And also, the new advances in technology, may result in them being left behind and being considered as not relevant anymore. [7][8][9]


Based on the above, a potential start will be based on the development of the application, so the name I choose is “BetterMind”, the name suggests that to have a better mind, you need to have the productivity, time management and wellbeing skills that the app helps the user/student to build over time.  The company will be a private limited company registered in the UK. The business strategy is to focus on having a great user interface and experience and provide and effective solution to a rising problem, designed for those struggling with these issues and for students. I think the app should have some basic features for free, but with minimal ads included, so the users experience will not be too affected. There will be a paid premium version available, with all features included and no adds. However, the price will be kept as low as possible. The marketing strategy will be focused on mostly social media and partnerships with universities and educational organizations. Now considering funding methods this will include personal investments, government grants potentially using popular fundraising platforms. Taking in consideration all of those factors discussed above, the project is not only technically feasible, but its also viable economically and can fix an existing growing issue.











Task 3: Project reflection:

This project will help me develop a wide range of technical and transferable skills. By designing and developing the app, I will learn new skills along the way in user interface design, project management and in the development of applications. There will also be multiple tools which I will learn how to use such as design software, development framework and the research methods will, enhance my ability of practical experience and technical knowledge. Apart for this, there is a great opportunity to improve my problem solving and critical thinking skills. To be able to identify the needs of the users, to analyse problems and to design solutions, I will need to have structured and creative approach. My communication skills will also be improved because of working with other people, sharing ideas, documenting the work and from potential user feedback from users. [10]

My project has a big potential in succeeding and can leave a positive impact on the society, especially in the education sector and on young adults and teenagers’ life’s. Many student and young adults today struggle maintaining focus, getting these things done, managing their time, goals and aims. This is mostly caused by influencing factors of today such as digital distractions. My project can offer a fix towards this problem and can be beneficial. The application can improve academic performance and can help students get better results, improve their wellbeing and help them build valuable skills for a lifetime, and therefore can lead to successful career progression and help achieve their goals, while staying on top of their wellbeing [11].

There are several risks and challenges that can be faced with this project. A major challenge that I see at this stage is the technical difficulty for an inexperienced alone person. Considering that I have no experience in developing applications or in the design of the application. A good way of combating this issue will be using learning resources, courses and training. Another option is the get someone experienced to help in developing the app. Another challenge for me may be time management, this will be kind of hard to balance with my academic courses and work and then having to work on the project too. But a clear and timed schedule that is manageable and well-made will help stay on top of task and achieving the steps required in order to succeed with project. The next challenge that I have considered is about user engagement. If users are not going to engage with the application long enough or continue using it that will impact the company. This can be mostly caused by lack of features and value in the application, so its bets to avoid this. So, user feedback will be a must and will use behaviour design techniques to encourage the continuous use of the application. Another risk may be the competition from another providers, but I will focus on sing unique features that stand out and listening to the users’ needs and therefore create new solutions to existing problems. This project has overall provided me with great and valuable learning opportunities, while maintaining the importance of planning, improving and adaptability [12].

Conclusion 

In conclusion this report has successfully managed to demonstrate how the project can be developed using a structured and innovative approach. During the planning and design stages a clear direction had to be provided, while the business factors ruled that it’s a viable economical project idea that is feasible and has the target market available. Additionally, the proposed application has the potential to positively impact students by helping them manage their time more effectively and reduce distractions. Overall, the project highlights the importance of combining creativity, research, and planning to create practical solutions that address real-world problems.
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