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Introduction

This reflection describes my experience as the Design and Technical Prototype lead in the Mental Health Daily Check-In project. In this project, my main responsibility was to focus on the design of the application and help develop the prototype that we presented. This report explains what I did, what I learned, the challenges I faced, and how this experience helped me grow academically and personally.

My Role in the Project

My main task was to work on the design and technical structure of the application. I was responsible for making sure the interface was simple, clear, and easy to use. Because our idea was based on prevention and simplicity, the design had to reflect this concept. The application needed to feel calm, supportive, and not overwhelming.

I focused on creating a clean user journey. The app flow was structured in a simple way: open the app, choose how you feel, explain why, and receive a message. I worked closely with the planning and research team to make sure the interface matched our objectives. It was important that the design was not too complex and did not look like a clinical or medical tool.

I also helped with the technical logic of the prototype. Even though it was not a fully developed commercial application, it needed to demonstrate clear conditional logic. When a user selects a mood, the system must generate the correct message. I worked on making sure that this logic worked properly and that the transitions between screens were clear.

 What I Learned

This project helped me understand how important user experience is in digital applications. Before this assignment, I mostly focused on technical aspects. During this project, I realised that good design is not about adding many features, but about making the experience smooth and understandable.

I learned that small design choices can change how users feel when interacting with an app. For example, the use of emoji faces instead of text-based scales made the interaction faster and more intuitive. Choosing simple colors and avoiding too many elements helped reduce cognitive load.

Another important lesson was about collaboration. Design decisions were not made alone. I needed to consider research findings and innovation objectives. Sometimes I wanted to improve certain visual elements, but I had to adjust them to match the overall concept of simplicity. This taught me that design must support the idea, not compete with it.

I also improved my technical problem-solving skills. Even simple prototypes can present technical issues. There were moments when the logic between screens did not function correctly. I had to test, adjust, and correct the structure. This experience improved my patience and attention to detail.

 Challenges I Faced

One challenge was balancing simplicity and functionality. It is easy to say that an app should be simple, but difficult to decide what to remove. I had to think carefully about what was really necessary for the core idea. Adding too many features would make the app more complex and harder to demonstrate clearly.

Another challenge was working within time constraints. Because this was a hackathon-style project, we did not have unlimited time to experiment with design improvements. I had to focus on creating a clean and functional prototype rather than a perfect final product.

There were also moments when I felt pressure to ensure that the technical part worked correctly for the presentation. Since the prototype was the visible proof of our idea, I wanted everything to function without errors. Managing this pressure helped me develop better time management and preparation skills.

 Evaluation of Teamwork

In my opinion, the team worked well together. Each member contributed in their own area. Planning helped create structure. Research gave us direction. Innovation defined the concept. Evaluation identified strengths and weaknesses.

If I evaluate performance honestly:

- Mihai Fartais – 5/5. He managed planning effectively and kept the project organized.

- Mihai Lungu – 4.7/5. His research provided strong support for our design decisions.

- Ciprian Panait – 4.3/5. He clearly explained the innovative aspect of our idea.

- Yasser El Ouafai – 4.4/5. He analyzed the evaluation section carefully and identified realistic limitations.

As for myself, I would give 4.5/5. I believe I delivered a clear and functional prototype, but I could improve my time management during the design refinement stage.

 Limitations and Risk Awareness

From a design and technical perspective, the main limitation of the app is that it depends on user input. If users do not answer honestly or stop using the app, it cannot provide meaningful results. Another limitation is that the prototype does not yet include long-term data tracking or advanced security systems.

Privacy is also an important consideration. Emotional data is sensitive, and future versions would require encrypted storage and secure authentication. This project helped me understand that technical development in health-related applications must always consider ethical responsibility.

 Future Improvements

If we had more time, I would improve the design by adding a weekly mood summary screen with simple visual charts. I would also work on adding customizable notification settings so users could choose their preferred check-in times. Technically, I would improve data storage security and possibly integrate cloud-based solutions.

 Personal Growth

This experience helped me grow as both a student and future professional. I developed a better understanding of how design supports innovation and research. I improved my ability to work under time pressure and collaborate with others.

Most importantly, I learned that successful applications are not only about coding skills. They require structure, communication, and reflection. Working on this project gave me confidence in my ability to contribute to team-based digital development projects in the future.

Conclusion

In conclusion, my role as Design and Technical Prototype lead allowed me to apply both creative and technical skills in a practical setting. I learned how to translate ideas into functional design, how to collaborate effectively, and how to adapt to challenges. This project was an important step in developing my technical abilities and understanding the responsibilities involved in digital health applications.

