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This report explores the development of a proposed digital solution within the context of creativity, innovation and project management [1]. The focus of the project is the design and evaluation of BudgetQuest, a gamified budgeting application aimed at improving financial behaviour among users. The report demonstrates how creative thinking and technological innovation can be combined to address real-world challenges, particularly in the area of personal finance and financial literacy [2].
The project is structured across several key areas, including project planning, system design, enterprise and innovation considerations, and reflective evaluation. Project management techniques are applied to define the scope, timeline and development approach of the application, supported by visual tools such as a Gantt chart and other system diagrams. The design section explores how user-centred principles can be applied to create an intuitive and engaging interface, alongside system-level representations such as flowcharts and architecture diagrams.
In addition, the report examines innovation within the context of financial technology (FinTech), considering how emerging technologies and gamification can be used to enhance user engagement [3] and influence behaviour. Analytical tools such as PEST and SWOT are used to evaluate internal and external factors that may impact the development and success of the application. The report also addresses the practical aspects of implementing such a system, including development methods, strategies and ongoing maintenance.
Finally, the report reflects on the skills developed throughout the project, the potential societal impact of the proposed solution and the challenges that may arise during implementation. Overall, the report demonstrates how innovation in computing can be applied to create meaningful, user-focused solutions that contribute to both individual and societal value.
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Project Management & Planning
The proposed project is the development of a gamified budgeting application designed to improve financial behaviour among users. The application aims to encourage positive spending habits through interactive features such as rewards, progress tracking and personalised feedback. The primary target users are individuals who struggle with managing their finances effectively and require a more engaging approach to budgeting. 
Project Scope
The scope of the project includes the design and development of a mobile application that allows users to track their income and expenses while receiving gamified incentives. Key features include budget tracking, spending categorisation, achievement badges and progress indicators. The system will provide real-time feedback to users, enabling them to make informed financial decisions. The project focuses on a prototype-level implementation rather than a fully commercial product. 
Technologies and Resources 
The development of the application will require several technologies and tools. A front-end framework such as React Native or Flutter [4] will be used to create a user-friendly interface across mobile devices. The backend will be developed using technologies such as Node.js or Firebase [5] to manage application logic and data processing. A database system such as MySQL or Firebase Firestore will be used to store user financial data securely. Additional resources include development software, testing tools and access to academic research to support design decisions.
Project Timeline and Schedule
The project will be completed over a structured timeline consisting of several key stages. The initial phase will involve research and requirement analysis to identify user needs and system features. This will be followed by the design phase, where wireframes and system architecture are developed. The development phase will involve implementing core functionalities such as budgeting features and gamification elements [6]. The final stages will include testing, evaluation and refinement of the system based on user feedback. A Gantt chart will be used to visually represent the project schedule and track progress across the stages.
Project Constraints
Several constraints may affect the project. Time limitations are a key constraint, as the project must be completed within the academic schedule. Technical constraints may include limited experience with certain programming tools or frameworks. Additionally, data security and privacy considerations must be addressed when handling sensitive financial information. These constraints require careful planning and prioritisation of key features [7].
Development Method 
An Agile development methodology will be adopted for this project. Agile is suitable because it allows iterative development, enabling features to be developed and tested in small increments. This approach supports continuous feedback and improvement, which is essential for user-centred applications. Agile also provides flexibility, allowing the project to adapt to challenges or changes in requirements during development. 
Figure 1: Gantt Chart for Project Timeline
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Figure 1 illustrates the project timeline, outlining key stages from research to evaluation across six weeks.
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Project Design
The design phase of the project focuses on creating visual and structural representations of the proposed gamified budgeting application. These designs help to define how users will interact with the system and how the application will process user data. Two key design elements developed for this project are a wireframe and a system flowchart.
Wireframe Design 
The wireframe represents the layout and structure of the mobile application interface. It provides a visual guide to how the application’s components will be organised and displayed to the user. The design includes key screens such as the login screen, dashboard and budgeting interface. 
The login screen allows users to access the application using authentication methods securely. The dashboard provides an overview of the user’s financial status, including current balance, spending summary and progress towards budgeting goals. The budgeting screen enables users to input income and expenses, categorise transactions and track their spending behaviour.
Gamification elements are also integrated into the wireframe, including progress bars, achievement badges and reward indicators. These features are designed to increase user engagement and encourage consistent use of the application. The wireframe ensures that the application is user-friendly, intuitive and visually engaging [8]. 
Figure 2: The Wireframe Design
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Flowchart Design 
The flowchart illustrates how the system operates by showing the sequence of processes and user interactions within the application. It begins with the user logging into the system, followed by entering financial data such as income and expenses. 
The system then processes the data and categorises transactions automatically. Based on the user’s activity, the application generates feedback, such as spending insights and progress updates. Gamification elements are triggered, rewarding users for achieving financial goals or maintaining good budgeting habits. 
The flowchart helps to visualise the logic of the system and ensures that all processes are clearly defined. It also supports the development phase by providing a structured representation of how data flows through the application.
Figure 3: BudgetQuest Flowchart
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PEST Analysis (Example: FinTech Company like Monzo/Revolut)
Political:
Financial technology companies must comply with government regulations such as data protection laws (e.g., GDPR) [9] and financial regulations. These regulations ensure user data is protected and financial services operate securely.
Economic:
Economic conditions influence user spending [10]and saving behaviour. During periods of economic uncertainty, users may rely more on budgeting applications to manage finances effectively.
Social:
There is an increasing demand for digital financial tools due to rising smartphone usage and the need for financial literacy. Users are more interested in apps that help improve financial habits.
Technological:
Advancements in mobile technology, cloud computing  and data analytics enable the development of more advanced and user-friendly financial applications.
SWOT Analysis
Strengths:
· High user engagement through gamification
· Easy access via mobile platforms 
· Supports financial awareness.
Weaknesses:
· Dependence on user input accuracy 
· Limited adoption among less tech-savvy users
Opportunities:
· Growth in the FinTech industry 
· Increasing demand for financial literacy tools 
· Integration with banking APIs
 Threats:
· Data security risks
· Competition from existing apps (e.g., Monzo, Revolut) 
Legal & Ethical Considerations
BudgetQuest must comply with data protection laws such as GDPR to ensure the users’ privacy. Secure authentication methods must be implemented to protect sensitive financial data. Ethically, the application should promote responsible financial behaviour without manipulating users through excessive gamification. Transparency in how user data is collected and used is essential to maintain trust.  
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The development of BudgetQuest would follow an Agile methodology [11], which allows iterative development and continuous improvement. Agile practices enable regular feedback from users, ensuring that the application remains user-centred and responsive to changing needs.
The application could be developed using cross-platform frameworks such as React Native, allowing it to run on both iOS and Android devices. A cloud-based backend system (e.g. Firebase or AWS) would be used to securely store user data and support scalability. APIs could be integrated to allow real-time financial tracking and enhance functionality.
For deployment, the application would be released through app distribution platforms such as the Apple App Store and Google Play Store. Continuous Integration and Continuous Deployment (CI/CD) pipelines would be used to automate updates and ensure that improvements and bug fixes are delivered efficiently.
Maintenance of the application would involve regular updates, performance monitoring and security enhancements. This ensures the system remains reliable, secure and up to date with technological advancements. 
To evolve the application, user feedback and analytics would be used to identify areas for improvement. New features such as personalised financial insights, AI-driven recommendations and advanced gamification elements could be introduced to enhance user engagement. Over time, the system could also integrate with external financial services to provide a more comprehensive financial management solution.
System Architecture of the BudgetQuest Application  
The system architecture of the BudgetQuest application outlines how different components of the system interact to deliver functionality to the user. The application follows a client-server architecture, where the user interacts with the mobile application through a front-end interface. This interface allows users to input financial data, view budgeting insights and engage with gamification features such as rewards and progress tracking [12].
The front-end communicates with a back-end server, which is responsible for processing user input, applying business logic and generating feedback. The back end ensures that financial data is analysed accurately and securely, supporting features such as budget calculations and progress monitoring. A database is used to store user information, including financial data, account details and maintain user progress over time. 
Security is an important aspect of the architecture, with measures such as authentication and data encryption ensuring that user information is protected. Overall, this architecture supports scalability, reliability and efficient data processing, making it suitable for a real-world financial application.
 Figure 4: The System Architecture
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The diagram illustrates the system architecture of the BudgetQuest Application. The user interacts with the mobile interface through the front-end layer, which communicates with the backend server that processes data and applies business logic. The backend exchanges information with the database to store and retrieve user data and integrates with an external API for real-time financial information. A gamification engine processes user progress and generates rewards, enhancing user engagement. This architecture supports efficient data processing, scalability and secure handling of financial information.



[bookmark: _Toc228315309]Task 3: Reflection
This project has provided an opportunity to develop a range of technical and transferable skills related to the design and development of a digital budgeting application. One of the key skills developed is the ability to apply user-centred design principles when creating solutions [13]. Through the development of wireframes and system diagrams, I have improved my understanding of how to structure an application in a way that is both functional and intuitive for users. Additionally, I have developed research and analytic skills by evaluating concepts such as gamification, financial behaviour, and system architecture. 

The project has also enhanced my understanding of project planning and problem-solving. Creating a flowchart and system architecture required logical thinking and the ability to break down complex processes into clear steps. I have also developed skills in selecting appropriate technologies and methodologies, such as agile development, to support the implementation of a practical solution. These skills are valuable for future work in software development and computing-related fields. 
The proposed BudgetQuest application has the potential to positively impact society by improving financial awareness and encouraging better money management habits. Many individuals struggle with budgeting due to a lack of financial literacy or motivation. By incorporating gamification elements such as rewards, progress tracking and achievements, the application can make financial management more engaging and accessible. This can help users develop long-term positive financial behaviours, which may reduce debt and improve overall financial well-being. In addition, the use of secure data handling and transparent design ensures that the application promotes ethical and responsible use of technology.
However, there are several risks and challenges associated with the project. One key challenge is ensuring data security and user privacy, as financial applications handle sensitive information. To address this, the system would need to implement strong security measures such as encryption, secure authentication and compliance with data protection regulations such as GDPR. Another challenge is maintaining user engagement over time, as users may lose interest in the application. This can be mitigated by continuously updating the application with new features, rewards and personalised feedback. 
Technical challenges may also arise during development, such as integrating external APIs or ensuring system scalability. These risks can be reduced by using reliable technologies, conducting thorough testing and adopting an agile approach that allows for continuous improvement. Additionally, there is a risk of competition from existing financial applications. To address this, BudgetQuest must focus on delivering a unique value proposition through its gamification features and user-friendly design.
Overall, this project has provided valuable insights into the process of developing a digital solution that addresses a real-world problem. It has strengthened both technical and analytical skills while highlighting the importance of user experience, security and innovation in modern application development.
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[bookmark: _Toc225899539]This report has explored the development of the BudgetQuest application, demonstrating how creativity, innovation and project management can be applied to address real-world financial challenges. Through the use of structured planning techniques, including a Gantt chart and a defined development approach, the project has outlined a clear path for implementation. The design phase incorporated user-centred principles, supported by wireframes, flowcharts and a system architecture diagram, which together illustrate how the application would function in practice.
The analysis of innovation highlighted the importance of emerging technologies and gamification in influencing user behaviour. By integrating features such as rewards, progress tracking and personalised feedback, BudgetQuest aims to make financial management more engaging and accessible. The inclusion of PEST and SWOT analysis provided insight into the internal and external factors that may impact the success of the application, while also addressing key legal and ethical considerations such as data protection and user privacy.
The reflection demonstrated the development of both technical and transferable skills, including problem-solving, research and user engagement, along with strategies to mitigate these issues. Overall, the project highlights the value of combining innovation with computing to create solutions that have a positive impact on individuals and society. 
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Appendices
These appendix sections contain supporting materials that complement the main body of the report and provide additional details for the project. They include visual and technical elements such as diagrams, charts and design work, which support the explanations presented in the main sections and provide further clarity on the development process and system functionality.
Appendix A – Gantt Chart
Appendix A includes the Gantt chart using Microsoft Excel as part of Task 1. This visual representation outlines the project timeline and key stages, including research design, development, testing and evaluation. This visual tool demonstrates how the project was planned and structured over time.
Appendix B – Wireframe Design 
Appendix B showcases the wireframe designs of the BudgetQuest application, created using Microsoft PowerPoint, which illustrates the structure and layout of the welcome screen, registration interface and dashboard. These designs demonstrate the application of user-centred design properties. 
Appendix C – System Flowchart
Appendix C presents the system flowchart, illustrating the overall process of the application, including user interaction, data input, validation, processing and gamification elements such as rewards and achievements. This diagram provides a detailed view of how the system operates.
Appendix D – System Architecture 
Appendix D contains the system architecture diagram, which outlines how the different components of the application interact, including the frontend, backend server, database, external API and gamification engine. This provides a technical overview of the system structure. 
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