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Creativity and innovation (CI) are fundamental to technological and societal change, 
advancement and is vital to Software Development (SD). This project aims to integrate the 
emerging and current technologies to provide value to users of fitness applications in the 
fitness and health industry. This project will highlight topics discussed in unit one to four of 
the changemakers content: aims and several objectives, research strategies, ethical 
implications and types of analysis.
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Q1: Mind map
Areas and concepts discussed in Unit 1 of Topic 1 with detailed found in Appendix two.

The mind map can be found in Appendix one.

Creativity & Innovation
CI are vital aspects of technological and societal progress. Innovation involves generating 
“novel” ideas into valuable solutions while creativity is the generation of original and effective 
ideas [1]. Together, they drive progress. By driving this project with CI, these skills will be 
developed and will assist in continuous sustainable improvement. In a workplace setting, 
creativity and innovation can provide a “competitive advantage” for organisations especially 
with leadership innovation [2].

Software Focus
CI can improve aspects of the workplace particularly with software engineering (SE) as 
described in W. Groeneveld’s article it can improve a software developer as a “practical 
tool”. It drives creative problem solving and generates innovative solutions to problems [3]. 
Furthermore, CI is commonly described as a tool required and “vital” for success as a 
software developer. SE itself is referred to as result of creativity which converts human 
knowledge and inventive thinking into functional, value adding software systems [4]. 
Discussed throughout another article by W. Groeneveld, but summarised in table one, 
software developers explore the role of creativity within their careers through deliberate 
techniques, collaborative reflection and curiosity driven experimentation. This is a point 
clearly shown in figure one where CI and other “critical thinking” skills and knowledge 
dominate the mind map based on questions of SD creativity. Developing a project using 
various software skills can develop CI by requiring the developer to generate novel efficient 
solutions, navigate through complex problems and create a connection between technical 
expertise and CI intelligence within real word contexts. 

Big Data
Similarly, Big Data and Analytics (BDA) provides opportunity for creativity within the sector 
but additionally enables the “a knowledge-based organizational culture that is innovative and 
creative” that can be harnessed with this project [5]. BDA is only strengthened by “employee 
creativity” [6] as CI insights are essential for interpreting the data in meaningful, value 
orientated ways. Companies and individuals that effectively implement BDA often generate a 
“propensity for innovation, creativity and future thinking [7]. This shows the value of involving 
BDA into a project idea to develop CI skills within a project and to result further CI.

The internet of things (IoT) & Wearable technology
IoT aims to assist with all aspects of life and will, if profound enough, “weave themselves 
into the fabric of everyday life until they are indistinguishable form it” [8]. Using creativity with 
technology such as IoT can boost aspects of business and leisure with Smart painting 
exhibitions [9], “daily routine” assistance, all produce interactive and more “immersive … 
experiences” [9]. This technology is likely to dramatically impact the world and is one of the 
technologies changing the world, as mentioned in unit one. Businesses can leverage IoT to 
have a positive effect by increasing revenue significantly [10]. Studies have shown that IoT 
and creativity are factors that boost company performance by using creative ideas and the 
application of IoT [11]. Promoting the use of IoT in business, promotes creative solutions 
and their benefits. With, the soon to be, revolutionary technology IoT will redefine business 
operations, innovations and global markets [source]. The steel industry uses a variety of IoT 
for various purposes. Namely, waste tracking, air quality monitoring, radiation and steel 
quality. 

Q2: Select a project idea
Unit one has covered a variety of topics that should be considered when deciding a project 
idea. CI appears within areas such as study, entertainment, communication and IT. Personal 
development and progression with CI is more accessible due to new tools like AI to aid with 
multi-disciplinary education. With the fourth industrial revolution advancing, pairing an idea 
with a mix of the big six technologies could deem successful and advantageous for CI. This 
unit one detail can be found in appendix two.

Task 1: Ideation & Mind Map
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unit one detail can be found in appendix two.

Out of these technologies, I would like to advance with a software project using Big Data and 
IoT within the fitness industry to advance individuals towards their goals using social 
connection as a driving factor keeping users engaged, connected and motivate. By 
leveraging data collection through wearables tracking biometric data and fitness tracking 
apps, the project aims to delivery personalised insights, promote social accountability and a 
gamified approach to fitness. This project aims to use existing fitness applications to boost 
the project performance. For example, suggesting MyFitness Pal or Strava for food tracking 
and running tracking respectively. The unique selling point to this project is the social 
accountability organised from the software platform. The platform will allow for social 
accountability in two formats: in person and online. In person group methods can positively 
affect the persons mental and physical wellbeing [12]. Online tracking and distance fitness 
groups can gamify the experience for the user and “may be effective means of targeting 
motivational components” [13]. In addition to this, personal trainers can run their training 
plans from within.

Table 2 in appendix one is a brief description on evidence based features, relevant findings 
and implications for the project. These aim to add value to the customer or user supported 
by credible sources that detail numerous benefits to the chosen solution. To develop a 
credible and useful application, it is critical to include aspects of these studies into the 
application.
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Q1. Aims & Objectives

Aim
To design and develop a digital fitness platform that integrates IoT wearables, Big Data 
Analytics and gamification to enhance user motivation, promote physical and mental 
wellbeing and encourage social accountability in fitness participation.

Objectives
Design prototype and release a working prototype of the digital fitness platform with IoT 
wearable integration by end of 2025. 

Include gamification features by implementing at least five core gamification elements. For 
example, points, leaderboards, progress tracking, challenges, and rewards by end of 2026 
to boost motivation and engagement. 

Include a data analytics integration to develop and deploy a Big Data analytics engine that 
provides personalised insights and fitness recommendations based on user behaviour and 
wearable data by end of 2026. 

Include user engagement metrics to achieve at least 70% weekly active usage among pilot 
users within 6 months of launch, measured through platform analytics. 

Enable social accountability that enables group fitness features, peer challenges, shared 
goals, and accountability loops with at least 50% of users engaging socially, online or in 
person within the first year of deployment. 

Push scalability and interoperability to ensure the platform can support 10,000 concurrent 
users and connect with at least three major wearable ecosystems, Fitbit, Apple Health, 
Garmin, by end of 2026. 

Q2: Identify an appropriate research philosophy
According to unit one topic two of the learning modules which can be found in appendix two, 
I will be using the research philosophy of mixed methods positivism. This is “led by science” 
which aligns with the scientific approach of a fitness application using various scientific 
techniques such as gamification to afflict behaviour change features of the application. To 
engage users the application must have excess value in the form of sound research built 
into the application to boost a “one truth” method stated in the aforementioned topic. I intend 
to gather data to interpret in “strictly objective ways”.

Q3: Search tools and research databases
It is crucial to carefully select the right search tools and research databases. To complete 
the aims and objectives and to align to the mixed methods positivism research philosophy 
approach. The tools used will consist of articles from academic journals, scientific books and 
reports from professional bodies. The database I will use for this project will be 
ScienceDirect. To evaluate information carefully, using the “CRAAP test” to evaluate the 
currency, relevance, authority, accuracy and purpose of the information as shown in in unit 
two topic two appendix two. Briefly, this refers to information or data that is recent and not 
“superseded by more recent newer information", relevant to your work, project or writing and 
what “audience it was written for”. Continuing, the CRAAP test ensures authority, accuracy 
and purpose of the information by assessing credibility of sources, how true and for what 
purpose the source has to “further evaluate the truthfulness and believability of the 
information presented [14].

Using Boolean search strategies for identifying research can prove useful in this project. 
This involves searching key words, using asterisks as a wildcard and using the variety of 
Boolean operators. For example, using AND, OR, or NOT as stated in appendix two. 

To understand the research and to form ideas around concepts, constructing concept maps 
can prove useful. Concept maps drive innovation through exploration to visualise all moving 
parts. Providing a fitness application in a saturated market result in a challenge. 
Implementing a concept map can detail all moving parts of the application to ensure user 
benefit, engrain science and develop a useful solution.

Task 2: Aims, Objectives & Research Area
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Q1. Consider and document strategies to enhance validity, reliability, 
generalisability and ethical considerations. 

It is crucial to consider validity of primary and secondary data. Primary data will be collected 
by participants in an online and in person setting. This will be collected with wearable 
devices such as watches and chest straps to gather initial metrics from users. This will be 
used a benchmark to ensure validity. Pairing this with secondary data from credible 
databases, ScienceDirect, to gather further research will increase validity.

To increase reliability and the consistency of data collection of users, I will conduct pilot 
testing with a range of ages and sexes. This can be used to refine the data capture. 
Additionally, data gathered from ScienceDirect can be used in conjunction to ensure 
reliability.

It is important to gather ethical considerations with this project as biometric data is being 
collected and stored for the application to function. For this project to be ethical, informed 
consent will be gained from participants [15]. Data will be encrypted on the storage cloud as 
“encryption plays a critical role” in privacy [16]. For the development of the application the 
data will be anonymised to improve “security and privacy” of data. Furthermore, this aligns 
with GDPR principles [17]. Participant information debrief sheets will be discussed with the 
participants and consent forms will be explained and retrieved to ensure full, informed 
consent.

Q2. Select research strategies/data collection methods
The research strategy used for this project will consist of mixed methods positivist approach 
with quantitative sensor data complements by qualitative surveys and interviews with users 
and participants. This position is in line with the data driven goal and behavioural aspect of 
this project. 

Quantitative data collection will be collected in the format of activity tracking data such as 
heart rates, distances and sleep quality through third party applications. Other forms of 
quantitative data collection will be extracted using application data such as frequency of 
logins and time spent on application. Additionally, using a Likert scale questionnaire to 
gauge a range of data such as motivation, wellbeing and how effective social accountability 
is for that participant or user. For quantitative data collection, interviews and surveys will be 
conducted.

Pilot data collection
To gather feedback on feasibility and applicability of the surveys and other data collection, a 
pilot data collection will be conducted. I intend to detail a survey to determine user 
experience before and post using the application. See appendix one user form.

Feedback & Improvements
From the feedback received from the survey, improvements could be made to improve user 
experience.

The findings from the survey clearly show on average people are increasing activity and as a 
result have an improved mental wellbeing. To improve, analysis of user statistics should be 
displayed for clear assessment of goals. To increase social accountability of the platform it 
would benefit the users to receive leaderboards comparing user statistics, anonymously, to 
promote social accountability and to drive competitiveness of the platform.

Q3. Different types of quantitative and qualitative analysis
Quantitative analysis refers to analysis of “numerical data and statistical analysis” [18]. For 
example:

Using the Likert scale to derive value from participants.•
Comparing the correlation between wearable data and user reported motivation.•

Task 3: Research Strategies
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Comparing the correlation between wearable data and user reported motivation.•

Using user active minutes before and post the solution intervention.•

Qualitative analysis refers to non-numerical data, typically in the format of words, feelings, 
emotion and “human experience and perspective” [18]. For example:

Assessing how users' emotions, accountability, health and fitness changes before and after 
the solution in the format of their own words.

•

Interview feedback from participants.•

Free text survey responses.•
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Conclusion
Developing this project has resulted in evidence that shows CI underpins technological 
advancements, societal progress, and innovation across the world. By using the teachings of 
unit one to four it is crucial that society demonstrates CI through engaging and sustainable 
technological solutions. CI “is a means of promoting” the fourth industrial revolution [19] and 
solutions to human, environmental and global problems. A CI driven approach promotes 
adaptability, user centred design and continuous improvement. Incorporating aspects of 
these findings into the project promotes benefits, as discussed, and results in a project 
containing CI. The proposed project integrates aspects of the Big 6 Technologies that will 
change the world and features to increase user experience, engagement and retention: IoT, 
wearable technology, Big Data analytics and gamification. The aim is to enhance user 
motivation, promote physical and mental wellbeing and encourage social accountability in 
fitness participation. 

The proposed design reflects this aim by using CI in the design process, user experience to 
influence users with long term behavioural changes such as increased activity and mental 
health metrics. It is increasingly important to consider CI in SD endeavours and projects. 
Creativity is equivalent to a tool software developers can harness to problem solve and drive 
value creation. Creating a connection between abstract software solutions and the user 
experience is bridged by creatives using CI. Mirroring the creativity detailed in the research 
from Table 1, this project includes personalised insights, gamified challenges and 
community driven social engagement. 

The quantity of biometric and health data collected will resemble a source of value in the 
form of actionable insights from data. This data can personalise fitness experiences but 
allow comparisons across individuals. The use of Big Data Analytics aligns with the projects 
positivist research philosophy and the data derived from the platform allows the user to 
focus on evidence based results from the application. From this data, the application can be 
designed in accordance with the data. Integrating with the emerging trend of IoT creates 
opportunity for instant monitoring of people through technology with interactive feedback 
from insights. This inadvertently increased user engagement and retention as value has 
been created. 

Despite the advantageous benefits of these technologies, it is important to consider ethical 
implications of data privacy, retention, anonymisation, informed consent and GDPR 
compliance. This project and its research aspects adopts a mixed methods positivist 
approach including the support of quantitative research in respect to analytics, numerical 
survey questions and data collected by wearable devices. Inclusively, qualitative research 
has been used through open ended survey questions to capture emotional insights. 
Including a pilot survey in this project increases validity of user experience before full 
implementation [20]. 

Conclusion
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Table One: themes on creativity in software engineering [4]

Table 2: Key findings, implications and user impacts from relevant studies.

Referen
ce / 
Study

Key Findings User Impact Implications for Proposed 
App

[21] A study that reveals “children 
and adolescents” have 
increased benefits to health.

Improved physical 
activity, fitness, 
sedentary 
behaviour, and 
other physical 
factors.

Confirms an app based 
approach to physical fitness 
can raise activity in 
children/adolescents

[22] Various studies in this 
systematic review indicated that 
physical activity increased and 

Improved activity. Additions suggested area 
“goal setting…progress 
bars, rewards, points and 

Appendix 1
29 October 2025 15:43
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physical activity increased and 
the behaviour was influenced by 
“gamification with wearable 
devices”. 

bars, rewards, points and 
feedback”.

[23] Numerous studies in this 
systematic review produce a 
view that mobile health apps 
may improve mental health.

Improved mental 
health.

A health app that promotes, 
not just physical health but 
mental health provides more 
value to customers.

[24] The meta-analyses from this 
source suggests that “digital 
interventions” promote physical 
activity.

Improved physical 
health.

A health app could improve 
the physical activity of “older 
adults”

[25] Digital solutions to physical 
activity are not equally effective 
for all people based on 
“socioeconomic status” (SES). 
Those who it does not have 
“any efficacy for people of low 
SES but moderate efficacy for 
those with high SES”. The study 
continues to state that low SES 
people are “left behind” by 
digital interventions to physical 
activity. Recommendations are 
set, from the study, to target low 
SES people to prevent this.

A greater change 
in behaviour, 
activity and 
fitness.

Low SES people have low 
efficacy for digital solutions 
so providing a solution to 
physical activity for all levels 
of SES can benefit a greater 
change in behaviour, 
activity, fitness and target a 
larger audience for the app.

[26] For ages 16 to 27.8 in the meta-
analysis has a “significant 
impact on” increasing total 
physical activity, step count and 
other factors.

Improved physical 
activity.

Early and mid-level adults?

[27]
[28]
[29]

An influx of gamification within 
the health app industry can 
provide little competitive 
advantage to competitors and 
may boost the uptake in this 
solution. A systematic review in 
2016 revealed that less than 5% 
of apps including gamification 
[27] where as in 2018 out of the 
“top 50 most popular” health 
applications “64% used 
gamification” [28].

Gamification of 
“mHealth or 
multimedia” can 
make solutions 
more engaging, 
motivating and 
easier to sustain 
over time. This 
“behavioural” 
strategy can 
support adherence 
to an exercise 
regimen [29].

By using “feedback”, 
“monitoring”, “reward”, 
“threat”, “goals and 
planning” gamification can 
be used as a method in 
reaching popularity with 
users.

[30] Conclusions of this systematic 
review reveals that potentially 
by providing solutions that 
“foster self-regulatory skills, 
opportunities for social 
engagement and 
personalization” lifestyle 
changes can be adhered to. 
Across the review, “social 
support was the most frequently 
identified facilitator” which 
provides a need for a solution 
using social accountability.

Providing the user 
with “opportunities 
for social 
accountability… 
may improve 
behaviour 
adherence” thus 
improving the 
health of the user. 

Promotes long lasting 
changes to health.

[31] This systematic review states 
that “mHealth apps could be 
effectively adopted for users to 

Behaviour change 
can have the 
desired health 

Goals of the user can be 
met through behaviour 
change which improves the 
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effectively adopted for users to 
improve health-related 
outcomes” by changing users’ 
behaviour.

desired health 
effect for the user. 

change which improves the 
efficacy of the solution.

[32] Targeted “health behaviour” can 
be expressed via various 
vectors in this analysis.

This creates a 
solution for a user 
that increases 
adherence to 
goals.

The solution should touch 
upon the archetypes of 
gamification captured in the 
results of the analysis; 
namely “competition and 
collaboration… episodical 
compliance tracking, 
inherent gamification for 
external goals, internal 
rewards for self-set goals, 
continuous assistance 
through positive 
reinforcement, positive and 
negative reinforcement 
without rewards”.

Figure one: themes on creativity in software engineering [4]

Mind map

To view the link online, navigate here.

https://www.mindmeister.com/app/map/3733170360?t=NT511azy66
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Figure two: mind map (1)

Figure two: mind map (2)
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Figure two: mind map (3)

Figure two: mind map (4)

User form
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User Feedback Results
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Unit 1 Topic 1

All following appendix has content from Change 
Makers Unit 1 to Unit 4 [33].

Task 1
Q1: Mind map of concepts from topic 1 of unit 1.

Unit 1 Topic 1

Section 1: Innovation is everywhere.

Sub-task 1
Innovation is everywhere

Over the last 10 years, the following advancements have occurred in the following areas:

Study 

AI powered learning with the use of ChatGPT, Gemini and other AI to support 
learning and education.

VR education.

AI driven plagiarism checkers such as Turnitin AI features.

Virtual classrooms and bootcamps.

AI language education.

Entertainment 

TikTok.

Virtual concerts and events from VR games/platforms.

AI and VR roleplaying games.

AI generated music, small films and art.

Communication 

Live transcripts with captions in Microsoft Teams/Zoom for assistance in the 
workplace.

AI generated email replies.

Virtual influencers.

The growth of AI generated replies for emailing

IT 

Low-code or no-code solutions generated by AI driven companies.

Appendix 2 - Unit 1
21 June 2025 12:54
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Auto threat detection with advancing AI tools.

Advancements of quantum computing experiments.

Personally, over the last 10 years I have participated in new activities that would not 
have been around 10 years ago. These activities consist of:

AI support in the form of ChatGPT to assist in work in the form of emailing. Excel, 
VBA, and coding.

•

Driving assistance in my car now consists of camera sensors for collision assist, lane 
keeping and auto-park technology.

•

Online learning platforms for coding•

Video conferencing tools like Microsoft teams for work.•

Innovation advancements enable humans to improve in areas such as agriculture, 
energy, societal advancements and healthcare. 

Sub-task 2
Innovation changes everything

During this task, decipher which innovation do you think has had the biggest impact.

Language.1.
Plough.2.
Boat.3.
Democracy.4.
Internal combustion engine.5.
Vaccines.6.
Transistors.7.
Pencillin.8.
Discovery of DNA.9.
Internet.10.
Phone.11.

Language evolving is a crucial part of human evolution. Arguably, without this 
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Language evolving is a crucial part of human evolution. Arguably, without this 

“invention” other innovations by humanity would likely not be possible without this 

form of communication. This allowed humans to detail ideas and pass information to 
others that will boost longevity and prevent disease, illness and death.

Engagement with content:
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After watching ‘Hans Rosling’s 200 Countries’ video, it’s clear vaccinations and the 

industrial evolution have played a key role in advancing lifespan and income per country. 
Language is important to drive these changes however without the invention of vaccines and 
the time period of the industrial revolution many countries lifespan would be drastically 
reduced.

Section 2: the onward march of technology

The fourth industrial revolution
Before the revolutions, agriculture required hard labour from farmers. Expand on 
other areas prior to the rev

The first industrial revolution
Machines replaced the work of people in fields. Wood was not used to produce heat 
in home but instead coal. Food production moved from single families on fields to 
manufacturing goods in factories.

The second industrial revolution
The use of electricity for powering homes dominated society

The third industrial revolution
Computers

The fourth industrial revolution
The advent of cyber-physical systems

i.e. Genome editing, new forms of machine intelligence

Engagement
The following slides are key sections of information.
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All of the technologies combined have a potential to exponentially benefit each other. 
Not one, but all have the potential to expand human technological capabilities. Big 
Data aligns with my career and within the department that which I work in the 
Environment Department. Leveraging big data from multiple sources is key to 
advancing and driving business decisions and is often a forgotten resource in many 
companies. Using vast amounts of data that companies have collected across many 
years is a vital asset to any company and country.

Research further

Engagement
The following slides are key sections of information.
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Section 3: Creativity and You

Defining Creativity

Engagement
The following slides are key sections of information.
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Dive deeper: Creating data solutions within my career is vital in displaying data to various 
stakeholders throughout the business. To ensure data is displayed as necessary, it’s important 
to be clear, concise and direct but creativity is required. 

To tackle problems and generate creative solutions is a key skill to have within the field of 
big data. 

Engagement
The following slides are key sections of information.
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Discussed in the video above are concepts of how during education people are 
taught to become less creative and make less mistakes.

Apply
The following slides are key sections of information.

Experience when I’ve been discouraged:

I wanted to expand my scope in work as an apprentice to cover another department 
as the department I worked for and this other department were soon to merge. This 
coverage of another department was required but too big of a task at the time. I felt 
like this blocked my creativity.

•

Experience when I’ve been encouraged:

Work: after completing projects and progressing through apprenticeship.•

University: while completing my studies I’ve experienced encouragement from 
managers and the university staff.

•
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managers and the university staff.
Switching careers: supported from my family, friends and managers.•

The six passions discussed, according to Descartes, are as follows:

Wonder.

Desire.

Love: opposite of hatred

Hatred: opposite of love

Joy: opposite of sadness

Sadness: opposite of joy

From this section I’ve come to understand myself capable of creativity and it has 
drawn out passion areas as sources for my idea generation. Creativity has driven 
evolutionally impact from business, industry and society. 
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Read:

/Reflective practices Hargreaves J

/Tools for valuating research Nardi PM

/"Turner, E. (2020) Be Less Zombie: How great companies create dynamic innovation, fearless 

leadership and passionate people"

Task 1: Mind map
Choose project either on a passion or a career-driven project.

Q1
Unit 1 Topic 1 areas/concepts 

Unit 1 Topic 1
AI driven platforms related to:

Study, entertainment, communication and IT2▪

o

Technologies that are changing the world

Computing capabilities▪

Big Data▪

Digital heath▪

The digitisation of matter▪

The internet of things (IoT)▪

Blockchain▪

Wearable technology.▪

o

Innovationo

Creativityo

•

Personal interest related to computing (software development)

Using the six passions, I’ll discuss project ideas.

The six passions
Wonder: mental health chatbot for students.o

Desire: a study assistance app with machine learning.o

Love: a coding app to allow people to learn coding by using drag and drop 
elements.

o

Hatred: hatred of online misinformation; a fact checking app, browser extension 
to assess content validity.

o

Joy: educational mini games.

•
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Joy: educational mini games.o

Sadness: Smart waste tracking app using IoT.o

Big data
Effects of COVID on university, Tata Steel works, NHS.o

Tata Steel works.

Steel rolling process data.▪

Site attendance before and after company changes.▪

Environmental/H&S performance and data tracking.
Governance and Systems.

Site data entry, display/visualisation, export platform.o

Permit/Licence tracker for ease of display across site.o

Data dump platform. Allows users to quickly upload data in any 
format.

o

Objective tracking platform where each site can update their 
objectives monthly.

o

Document management system.o

•

Waste and land.
Waste tracking across Tata Steel UK sites.o

Land and tank data tracker.o

Site of Special Scientific Interest (SSSI).o

•

Water, effluent and legionella.
Legionella data tracking across Tata Steel UK sites.o

Effluent analytes analysis.o

Water invoice tracker.o

•

Emissions monitoring.
Individual site planned emissions monitoring tracker.o

Analyte tracker.o

•

Air Quality.•

Radiation.•

H&S data and information tracking.
Mobile app for H&S assistance.o

•

Strategic Capex data tracker for all needs including environmental, 
H&S, performance etc.

•

▪

o

University.

Big data dashboard for university energy usage.
Possibly using IoT.•

▪

Student finance application webpage to ensure the student receives the 
highest grant (or loan) possible.

▪

Job application software that applies to multiple jobs at once.
The front end can appear to be like Tinder where you swipe left/right 
to jobs that you like.

•

▪

o

Data cleaner and formatting tool.o

•

Web and mobile app development.
Fitness and health tracker.o

•

Software development and innovation.
Projects involving software in enabling new technologies.o

•

Data analytics and visualisation.
City/town wide population/pollution tracker.o

•

Data science and machine learning.•

Cybersecurity.•

Finance and trading.
An app that follows the US/UK politician stock market trades and allows users 
to link brokerage accounts to follow automatically with their trades based on set 
behaviours.

o

•

My passion ideas
Movie transcript word count and dialogue analyser.o

•
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o

An app that supports elderly, children, and non-tech-savvy individuals with 
technological issues.

Elderly-friendly mode: emails, technology set up, online banking.▪

Child-friendly mode: gamified tutorials, cartoon-style explainer videos.▪

Non-tech-savvy mode: forums and community help, in app diagnostics for 
common problems, assistance via AI chatbot.

▪

o

Sources

Unit 1 Topic 1
AI driven platforms related to:

Study, entertainment, communication and IT▪

o

Technologies that are changing the world

Computing capabilities▪

Big Data▪

Digital heath▪

The digitisation of matter▪

The internet of things (IoT)▪

Blockchain▪

Wearable technology.▪

o

Innovationo

Creativityo

•

Unit 1 topic 2

Section 1: Creativity & Well-being

Reflect

The following slides are key sections of information.

I was designing code. It made me feel inquisitive and gave me energy.

Engagement
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The following slides are key sections of information.

A study carried out by the BBC of 47,924 participants reveals creativity can benefit 
mental health, benefit problem solving and builds self-esteem and confidence.

Within this topic the idea of “play” is discussed to encourage the creativity. Further 
conversations are discussed about the following:
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Creative confidence is the ability to express ideas freely without fear of judgment, 
and it's crucial for wellbeing because it helps us navigate emotions and pursue goals 
without being held back by self-doubt. Self-efficacy, closely tied to creative 
confidence, is the belief in our ability to manage emotions and challenges without 
adopting limiting beliefs that stifle our potential. To build creative confidence, we 
must first challenge our limiting self-beliefs, embrace failure as part of growth, and 
take small, consistent steps with curiosity and openness rather than chasing 
perfection. 

The image outlines four common fears that block creativity: fear of the messy 
unknown, fear of being judged, fear of the first step, and fear of losing control. 
Overcoming these involves stepping out of your comfort zone, suspending self-
judgment, starting small, and being open to change and collaboration. As György 
Konrád said, “Courage is only the accumulation of small steps,” reminding us that 
creative confidence grows through consistent, fearless practice.

Check

The following slides are key sections of information.
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Recognise how your philosophy impacts your investigations

Section 2: Hold a conversation that can confidently include the 
definitions of 

, Epistemology and Axiology

Objective Ontology: Reality exists independently of individuals, as a fixed system 
that can be studied without considering personal influence.

Subjective Ontology: Reality is shaped by personal experience and perceptions, 
making it fluid and dependent on the observer.

Epistemology : How do we gain knowledge?

Foundationalism: Knowledge is built on a few core truths that cannot be doubted, 
often explored through scientific, quantitative methods.

Coherentism: Knowledge is valid when it logically fits within a web of beliefs, usually 
developed through qualitative methods like interviews.

Pragmatism: Knowledge is judged by what works in practice, accepting that truth can 
vary based on context and utility.

Axiology: What values guide our research?

Ethics: Studies what is morally right or wrong, guiding responsible and respectful 
research practices.

Aesthetics: Examines the nature of beauty and sensory experience, interpreted 
through science, culture, or the arts.
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The video continues about through these topics.

Epistemology is the study of knowledge, how we come to know what we know, and it 
underpins research methods: for example, objective knowledge aligns with surveys 
and statistics, while experiential knowledge supports methods like ethnography.

Ontology is the study of existence and reality, what we believe about human nature 
and our role in the world, shaping whether research focuses on individuals, social 
systems, free will, or structural forces.

Axiology is the study of values, what we consider good, ethical, or worthwhile, and it 
questions whether research should be neutral or strive to improve society, revealing 
how personal beliefs influence the research process.

Continuing:

Foundationalism Definition: Knowledge is built on a few self-evident truths that 
cannot be doubted. Pro: It provides a clear and precise view of reality, allowing 
strong and logical conclusions. Con: If the base truth is flawed, the whole argument 
falls apart, especially in real-world applications like biology.

1.

Coherentism Definition: Knowledge is valid if it fits logically within a consistent 
system of beliefs. Pro: It allows for flexibility by letting researchers keep useful parts 
of a theory even if one part fails. Con: Logical consistency can still support false 
claims, making it difficult to judge accuracy in misleading arguments.

2.

Pragmatism Definition: Truth is what works in practice and serves a useful purpose. 
Pro: It adapts to change and accepts that what is true can evolve over time based on 
new knowledge or context. Con: The idea of "what works" is vague and may lead to 
flawed decisions if usefulness is judged only in the short term.

3.

Check

The following slides are key sections of information.
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The correct order is as follows:

The study of knowledge is... Epistemology

The study of being is... Ontology

The study of what is valuable is... Axiology

Section 3: Define your research philosophy using this terminology 
Understand how your philosophy can impact your investigation

Identify your research philosophy

Positivism

Critical Realism
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Interpretivism

Postmodernism

Pragmatism
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Reflect

The following slides are key sections of information.

The aspects I agree with are a selection of each.

Further reading
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Unit 1 Topic 3: The Known Knowns

Section 1: Selecting an appropriate database

Engagement

The following slides are key sections of information.

Evaluating accuracy and suitability of sources
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As instructed, when using Google Scholar you can indicate to the site which 
university your from to get accurate results.

Reflect

Other useful databases are ScienceDirect.

Section 2: Using Boolean search strategies for identifying 
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Section 2: Using Boolean search strategies for identifying 
research.
Key Tips

Search 2-4 key words.

Use quotations to have multiple keywords into one.

Use * (asterisk/wildcard).

Boolean operators: AND, OR, NOT e.g. musician NOT ‘Ed Sheeran’.

Finding more keywords: using alternative words.

Check
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Section 3: Develop a systematic approach to identifying themes 
for literature search.

Engagement
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Rectangle: Concepts.

Arrows: Relationship between concepts.

Text: Used to describe the relationships between concepts.

Proposition: two concepts linked with a description

Cross links: descriptions between sub categories/sub concepts

Typically form your map around one question

Use a ‘Car Park’ method to place words related to the subject on one side of the 
page.

Another software is called ‘yEd’

YEd Concept map

Reflect
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Reflect

To design and develop a digital fitness platform that integrates IoT wearables, Big Data 
analytics and gamification to enhance user motivation, promote physical and mental 
wellbeing and encourage social accountability in fitness participation.

In scope: wearable technologies, behavioural approaches towards users, health benefits for 
users.
Out of scope: household technology.

Dive Deeper
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The video describes how concept maps read as sentences as appose to mind map 
which has no direction.

Initiated around a research question i.e. How do we cultivate a spirit of exploration 
and advancement in a culture of convenience?

Expand end points from previous notes, to delve deeper into the topic.

The end result should be; take your research question, figure out all the moving 
parts, visualise them one step at a time within the concept map to drive the research 
project.

Unit 1 Topic 4
Section 1: Finding themes for your literature review
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Areas of focus for your research question

-
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-

-
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-

Research Question

Check
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Reflect

The research at university will be meaningful as it will progress me towards my 
degree that boosts my performance at the workplace

Section 2 – Developing a Hypothesis
Developing a hypothesis should be sub questions under the main question that can 
be practically tested for answers to the main research.

Reflect
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I purchased my car. I discussed this with my parents and other people in my life, 
researched if there was better deals and then decided to buy the car.

Developing tests for the question are hypotheses.
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Check
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Apply
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If users receive tailored and personalised feedback and gamified rewards from the 
fitness app then individual daily activity levels will increase over time. 

There will be a negative correlation between application user inactivity and user's 
weekly physical performance key metrics. 

Users who use the application with wearable IoT integration will report greater 
satisfaction and wellbeing compared to user groups without IoT wearable integration

Section 3 – Use Feedback to Improve

Reflect

I feel anxious but also interested.

I feel interested in improving. This is a chance to learn from mistakes.
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This section stresses the benefit of feedback and how you can learn from it.

Dive deeper
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The dive deeper video demonstrates the understanding that feedback can be hated 
and loved is a part of being human. People who can receive and ask for feedback 
positively can benefit in their career, marriage, and life. Our willingness to hear, 
understand and take feedback in a forward thinking manner can benefit humans 
greatly. 

Another video discussing feedback is that of John Izzo. Topics mentioned are 
defensiveness, how to use feedback to benefit the person, and techniques such as 
the “thank you, tell me more” with emphasis on asking for more detail on the matter. 
The perspective of someone receiving feedback should be grateful and it should be 
understood that the feedback giver is someone who is thinking of your success. 
Feedback is something to grow from. 

Extract all positives and negatives from positive and negative feedback. All feedback 
doesn’t require you to agree but to understand and progress forward with it in mind.

Dive Deeper
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This video highlights:

That receiving feedback is a skill just like giving feedback. A person should drive the 
uptake of this skill. Benefits to receiving feedback can be higher workplace 
satisfaction, the ability to adapt more quickly to new roles and higher performance 
reviews.

Rejecting advice for emotional reasons occur with those who lack receiving feedback 
skills. 

Wrong spotting: a typical method of dismissing feedback as wrong where small 
aspects of the feedback aren’t perfect. Even if feedback is likely to be 90% incorrect, 
you can grow from the 10% feedback that is great.

Typical reactions to feedback. Truth triggers, relationship triggers and identity 
triggers. Truth triggers are similar to wrong spotting in the sense the typical reaction 
can be a “you’re wrong” reaction. Relationship triggers relate to “who are you to tell 
me?” questions. Identity triggers contain areas such as how long it takes someone to 
recover from feedback. Individuals can differ up to 3000%.

The story you tell about the feedback can influence the benefits of feedback. Each 
individual is unique in how they receive feedback. Each person has a baseline of 
how happy they are before the feedback. Each person has a different swing factor 
length which dictates how far you get knocked off your baseline. Finally, a factor that 
measures how long the person takes to return to baseline; sustain/recovery. 

Don’t give people feedback on how they should receive feedback.

One great feedback question is “What’s one thing you see me doing, or failing to do, 
where I’m getting in my own way?”. Apply this and do not repeat the wording but 
apply it to the situation. For example, how is one thing that I could change or improve 
on in our weekly meeting. Another example discussed is “What is one thing I could 
change, that would make a difference to you, about our friendship?”. Don’t ask is 
there anything but “what one thing” to promote discussion. 

It's should be our aim to accept feedback and learn from the feedback rather than 
ignoring it or delaying it’s effectiveness.

Check
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All following appendix has content from Change 
Makers Unit 1 to Unit 4 [33]

Topic 1  

Section 1 - Awareness Investigative Process
Investigation processes and three strategies:

First approach: To see how an existing body of knowledge fits with reality.

Second approach: reverse engineer an explanation of events based on personal 
observation.

Third approach: Judge the reality of the subject based on a probable outcome.

I chose the approach of 1 as this was based on logical evidence.

Appendix 2 - Unit 2
27 October 2025 19:20
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An alternative approach can be one that oscillates between deductive and 
inductive.  

Abductive reasoning: a conclusion is either true or false.

Conclusions fall into two categories of argument: logic and judgement.
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Further research:  

Look into priori, posteriori, Bayesian inference.

Check

   Appendix 2 Page 72    



Section 2: Identifying the purpose and approach to your 
research.
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Reflect

I have applied knowledge to the problem by using research from academic sources.

Notes:

Purpose of your research is to express your interest in a phenomenon.

To define the problem that you are researching, follow these steps:

Step 1: Choose a broad topic that also triggers your personal interest.

Step 2: Do some reading around the subject.

Step 3: Narrow down your thinking to a specific niche. Do not be too wide but instead 
have a focused topic.
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Step 4: Narrow down to a problem you see practically or one that occurs from a 
theoretical point of view.

Which attracts you the most?

Describing and exploring.•

Check
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How to develop a strong research question

Step 1: Choose a broad topic. I.e. social media.

Step 2: Primary reading.

Step 3: Narrow down to a specific niche. I.e. attention span.

Step 4: Identify a research problem.

Step 5: Write your research question.

A good research question should be:

Focused.•
Researchable.•
Feasible.•
Specific.•

Complex.•
Relevant.•

Section 3 – Compare and contrast quantitively and qualitative 
research methods.
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Reflect

Quantitative: as there is an abundance of quantitative research for software 
development.

1.

Qualitative research is prone to subjects like: psychology, sociology, social science 
where the focus is on understanding experiences, behaviours, and contextual factors 
through interviews, observations, and case studies.

2.

Quantitative
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Qualitative
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Other methods
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Network (activity)

In software development, in particularly my chosen topic, mixed method research 
suits software development as it uses both quantitative and qualitative approaches. 
Qualitative data like performance metrics and user analytics and on the other hand 
qualitative data from interviews are great for developing an understanding on 
contextual understanding.

Check
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Apply
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How many years have you worked as a librarian? 

Which genre of book would you suggest we invest in as a library?

Topic 2

Section 1 – Awareness of different research choices and data 
collection methods
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This video describes the Hawthorne effect: people perform better under 
observation.  
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This video describes data collection methods. Discussed: surveys, questionnaires, 
observations, quantitative observations, qualitative observations, and delves into 
secondary data from data that already exists.

Network

Surveys. To avoid the Hawthorne effect I will conduct surveys and make them 
anonymous to negate the effect.

Section 2 – Develop appropriate sampling strategies to 
enhance validity, reliability, and generalisability
Census: office of national statistics (ONS) who consistently collect data.

Qualitative research data
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Quantitative
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Defining your population and sampling strategy
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Define the population clearly, identifying who or what your study focuses on.  

A sample is a smaller group drawn from the population for data collection.  

Probability sampling uses random methods, is more representative, and is common 
in quantitative research.  

Non-probability sampling uses non-random methods, is easier, but more prone to 
bias.  

Examples of probability sampling include simple random, stratified, and cluster 
sampling. Examples of non-probability sampling include convenience and volunteer 
based sampling.  

Qualitative designs like case studies and ethnographies often focus on specific 
contexts rather than broad sampling.  

The sampling strategy should align with research goals and consider potential 
limitations.

Check (1)
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Check (2)

Check (3)
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Section 3 – Design a data collection method appropriate to 
investigate a given problem

Reflect
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I currently do not have research plans.

Types of research
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Video detail:

Define how each variable will be measured, especially abstract concepts, by 
operationalising them into clear, observable indicators. Ensure measurement validity 
(measuring the intended concept) and reliability (consistency across participants), 
possibly through pilot testing. Plan how to recruit your sample, determine the 
required size, set inclusion and exclusion criteria, choose contact methods, and 
address potential bias or non-response.

Reflect

I will collect with interviews. I'll have a sample size of 10 interviews as these will take 
longer to conduct. I'll collect the data in person and online (including surveys).

Check (1)
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Check (2)
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Topic 3: Now for the solutions

Section 1: Effective techniques for generating ideas

Reflect

Stacking

Building

Farming

Industrial.
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Check (1)

Dive deeper
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SCAMPER technique

   Appendix 2 Page 107    



   Appendix 2 Page 108    



   Appendix 2 Page 109    



   Appendix 2 Page 110    



   Appendix 2 Page 111    



Dive deeper
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Reflect

Idea: The initial iPhone launch

Substitute: Apple changed how users interacted with internet and cellular devices by 
substituting physical keyboards on devices (laptops, handheld phones) with touch 
screens. This changes the user interaction for the industry.

Combine: Apple combined multiple of their, and other, existing technologies; a 
phone, iPod, internet access device, camera. This simplified user experience into 
one device.

Adapt: The layout of the first iPhone used features from their previous technology; 
the iPod; and thus adapted this technology. For example, scroll functions and 
minimal buttons.

Modify/magnify: They magnified the user experience by changing the market with an 
intuitive interface.
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intuitive interface.

Purpose: the iPhone became a multipurpose device in the form of a phone which 
was typically just a communication device. They rebranded its purpose making it a 
lifestyle product for multidisciplinary use cases; productivity, entertainment and 
typical phone features.

Eliminate: removed unnecessary buttons, styluses and other features.

Rearrange/reverse: Reversed industry thinking by focusing the design around the 
user. 

Section 2 – Effective techniques for identifying appropriate 
solutions
To narrow down ideas, SWOT analysis can be used to determine the value of a 
solution.

A solution to developing quality ideas could also be:
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Dive Deeper
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John Cleese on Creativity In Management

Reflect
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Bill Gates.

Section 3 – Creating a problem definition

Reflect

The problem of the being professional with interview attire rather than dressing for the 
unique occasion.
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Network

Who: Adventure Bike Company

What: Build a bike sales platform using SQL.

Where: Online for the store.

Why: To deal with increasing sales and analytic needs.
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Topic 4: Creating Value

Section 1: How Value is created

Reflect
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The likely means a person who is cynical can focus on the wrong thing, the price 
and monetary cost but ignore intrinsic worth.
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Check (1)
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Apply (1)
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He’s an inspiration to many of his fans, inspires charitable giving, he has influenced 
the policy on free school meals, and has promoted compassion from his campaigns.

Section 2 – Identify attributes associated with change making 
and value creation

Reflect (1)

It usually takes a few weeks.
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A set of competencies that deal with entropy: Entrecomp 15 different competencies.

Section 3: Articulate how your solution or research will create value

Reflect (1)
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Lacheus: as it relies more on a structured approach rather than hoping a project 
brings benefit.
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The Nesta programme discussed in the modules indicates a programme that 
concludes that value is defined as the demonstrable, scalable, and co-created 
impact of an approach that is informed by evidence. This is responsive to 
stakeholder needs and capable of influencing systems and practice for lasting 
change.

Dive Deeper
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Check (1)

Check (2)
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All following appendix has content from Change 
Makers Unit 1 to Unit 4 [33]

Unit 3 – Making it happen

Topic 1: The power of networks

Section 1: Let’s come together

Reflect

Personal contact network: great for boosting feel-good emotions, boost health.

Work network: great at providing workplace opportunities

Appendix 2 - Unit 3
29 October 2025 17:43
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Networking is not working

Summary:

Doug argues that innovation comes from strangers and not within our usual circles of 
people.

Most people build networks around their job, organisation or trade called a “work 
sphere” that limits diversity of thought. This is good for execution but rarely sparks 
true innovation.

Using strangers fixes this issue by them offering different perspectives.

To tap into their value:

Meet them.1.
Actively listen. 2.
Adapt what they’re saying and extract the underlying principles from others’ success. 
Do not copy them outright.

3.

Apply their inspiration into practical value.4.
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Apply

Innovation thrives through diversity.
Basic and common workplace networks can limit thinking.a.
Using networking strategically is intentional to expand creativity.b.

1.

I have connected both my recent careers with connecting to new people and through 
personal connections.

2.

Types of networks

Active: mutually beneficial relationships, high levels of trust and disclosure and 
strong commitment and regular contact. I.e. Close colleague, friends and families.

Latent: weaker connections, one sided relationships, low levels of trust with sporadic 
contact. You see these people on rare occasions.
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Check (1)

Check (2)
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Check (3)

Check (4)
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Section 2 – Who’s at stake?

Stakeholders
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Video Summary:

Managing stakeholders effectively requires starting from an enterprise level strategy 
clarifying purpose and values first before tailoring strategies to individual stakeholder 
like customers, employees, or suppliers.

Strategy for stakeholders starts with enterprise purpose and then specific 
stakeholder strategies that comes after this initial purpose.
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Dive Deeper

What is a stakeholder analysis?

Helps identify and understand stakeholders in a given project.

Identify: list the stakeholders i.e. marketing, sales, executive team and customers.

Prioritise: use the power/interest matrix to understand how to communicate with 
stakeholders on an individual basis.
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Additionally, you could use the matrix as below with different categories:

Understanding: how to communicate with each stakeholder using 3 key questions to 
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Understanding: how to communicate with each stakeholder using 3 key questions to 
profile your stakeholder.

From this, you can move forward and create a stakeholder communication plan.
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Network

Local community such as residents, park users, local schools, businesses, 
volunteers and environmental groups.

3.

4.

Stakeholder Power Interest Category

Residents Medium High Keep Informed

Park users Low High Keep Informed

Local schools Medium High Keep Informed

Local businesses Low-Med Medium Monitor

Volunteers Medium High Key Players

Environmental groups Medium Medium Keep Satisfied

Residents: Live nearby and care about safety and access. They have high interest in 
the project’s success, but limited power. 

5.
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the project’s success, but limited power. 

Park users: Frequent users of the space (i.e. dog walkers, sports and game players, 
families). 

Local schools: Use the fields and facilities. They have a strong interest in safe, 
upgraded areas for students and moderate influence through local partnerships. 

Local businesses: May benefit from increased footfall or visibility. They have medium 
interest, especially if asked to contribute but limited influence without formal 
involvement. 

Volunteers: Required for delivering the work with community feeling like they are 
involved. They are highly engaged and influential in shaping or supporting the 
project’s delivery, key players in making it happen. 

Environmental groups: Interested in preserving green space and biodiversity. They 
may have some power through public pressure or environmental expertise and 
should be kept in the loop.

Section 3: Map it out
Introduction
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Apply

High Power, Low Interest: Investors and potential future partners

High Power, High Interest: Application developers and other technical people

Low Power, High Interest: Application users

Low Power, Low Interest: Class mates and other peers
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Topic Purpose
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Unit 3 Topic 2 – Show me the money!

Section 1: Sources of funding

Reflect
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I needed to approach my father when needing to purchase a car in my late teens. I 
needed funding off him.

I chose my father over banks or other loan services because there was 0% interest.

Funding bodies

When looking at applying for funding, you must be aware of the different funding 
bodies available and their areas of interest.

UK Research Councils

Research councils in the UK provide funding for different subjects of academic 
research. The seven councils are:

Arts & Human Research Council (AHRC)•

Biotechnology & Biological Sciences Research Council (BBSRC)•

Engineering & Physical Sciences Research Council (EPSRC)•

Economic & Social Research Council (ESRC)•

Medical Research Council (MRC)•

Natural Environment Research Council (NERC)•

Science & Technology Facilities Council (STFC)•

Government Departments

The UK government funds research in universities through what is known as the 
‘dual support’ mechanism.

This comprises:

An annual grant from the funding councils to support the research infrastructure•

Specific project grants from the research councils to fund particular pieces of 
research.

•

Non-departmental public bodies•

UK Research and Innovation (UKRI) is the national funding agency investing in 
science and research in the UK.

•

It operates across the whole of the UK with a combined budget of more than £6 
billion.

•

UKRI brings together the 7 Research Councils, Innovate UK, and Research England.•
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UKRI brings together the 7 Research Councils, Innovate UK, and Research England.•

UK charities

Charities are an underrated funding resource, and often make awards to students of 
any subject and any nationality.

Securing funding also boosts your CV, particularly if you are considering an 
academic career.

Types of funding

Loans•

Bootstrapping•

Venture capital•

Angel Investors•

Venture philanthropy•

Accelerators•

Incubators•

Crowdfunding•

Research funding
Early career research grantso

Fellowshipso

Project grants (managed)o

Project grants (responsive)o

Research networko

•

Research funding

   Appendix 2 Page 157    



   Appendix 2 Page 158    



   Appendix 2 Page 159    



Check (1)
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Check (2)

Check (3)
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Check (4)

Correct answer:
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Section 2: Adding value
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Consider benchmarking in research as a means to establish what is known.

Added value refers to the positive results obtained from actions undertaken following 
benchmarking, or when compared to a ‘business as usual’ approach.

There are a number of ways in which we can view added value within the 
organisation or business context:

Process

Financial

Process

The difference between the purchase price of a product or service and the cost of 
producing it (profit).

Financial

The difference between maintaining ‘business as usual’ and acting upon 
benchmarking to drive continuous improvement.

Example of organisational benchmarking and added value

1. Overview of organisation and products/service

ALTO manufacturing is a small plastics manufacturing company based just outside 
of the city.

They produce bottles and components for a number of multi-national organisations.

Over the past couple of years, the business has stagnated and the bottom line has 
been impacted.

2. Benchmarking of costs/processes

By reviewing the processes and networks associated with the production of the 
materials, ALTO manufacturing was able to establish its own benchmarks and those 
of its direct competitors.

This provided the organisation with the ability to visualise its actions and where value 
is added or lost.

3. Routes to increase efficiencies

By establishing these benchmarks and visualising where value is added or lost, the 
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By establishing these benchmarks and visualising where value is added or lost, the 
organisation has been able to identify pathways to streamline production processes 
and identify local stakeholders, that can increase productivity and reduce lead times 
for its main customers.

4. Outcomes / added value

By measuring and comparing their performance and improving processes and 
relationships, ALTO manufacturing has been able to:

Reduce lead time by 10%

Increase profit by 6%

Increase brand reputation by 5%

Each of these statistics represents added value that the organisation has created.

Dive Deeper

Summary:

Be successful by adding value first: do not view other businesses as competitors to 
be “crushed”.

An example was discussed including the value Tesla brings to the market by keeping 
their focus on value i.e. changing the world from fossil fuels to electricity powered 
cars. If you add value to people or the sector you’re in, “everything else will follow”.

You can add value by connecting communities together. 

Time is an asset.

How to provide value to a particular person:
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What’s keeping you busy?6.
Help people by providing value to as many people as possible even if it means there 
is no initial immediate value.

7.

Reflect

I benefit from their support and I, as a result, can offer them assistance.

Check (1)
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Check (2)

Check (3)
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Section 3: Crowdfunding

Unit 3 Topic 3 – What's the story!

Section 1: Using storytelling for engagement and persuasion
How can story telling help us grow?
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The Dove beauty awareness campaign is strong for various of reasons:

evokes strong emotions in all viewers,

Engages viewers and makes them think of their own perceptions and,

Challenges their previous ways of thinking.

A key takeaway: telling stories rather than reiterating the product/company can have 
a greater effect on sales.

How can you persuade using storytelling?

Summary:

   Appendix 2 Page 169    



Summary:

We judge stories by:

Narrative coherence: Does the story make logical sense?

Narrative fidelity: Does it align with real-life experiences and human nature?

To persuade:

Tell a story that illustrates a concept.

Ensure the audience identifies with the protagonist’s worldview.

Show the protagonist experiencing something meaningful, leading the audience to 
adopt their perspective.

Persuasion is stronger when people connect emotionally with a relatable character 
whose experiences shape their own beliefs and actions.

Apply 

Reflect
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Strengths: emotional element, high authenticity, clear theme, socially relevant, 
especially to females.

Weaknesses: The story may not connect with males which is why I rated the 
coherence a 4 and a wide message which can dilute the depth of the message for 
certain viewers.

In my personal training social accountability platform, I can create a persuasive 
narrative by showing real member journeys that reflect powerful emotions. These 
include overcoming self-doubt, finding belonging, building resilience after injury, 
experiencing empowerment through achievement, and feeling shared pride in group 
success. Stories will also highlight the joy in small, steady progress, the motivating 
effect of accountability pressure, the inspiration drawn from others’ wins, the care 
received during setbacks, and the pride of transforming into a stronger, more 
confident version of themselves.

Check

Section 2: Developing self-confidence and authenticity
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Confidence:

Self-confidence:

Key takeaways: reflect on personal professional life, small incremental changes are 
more likely to be successful and easier to manage, and once you have the 
momentum you can start to increase your commitment and make bigger goals.

For example, before starting a business and gaining a business loan, start initially by 
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For example, before starting a business and gaining a business loan, start initially by 
planning aspects of the business, writing a business plan, explore competitors, etc.

Summary: Authentic Leadership Model (Bill George, 2017)

Authentic leaders are guided by five key dimensions:

Purpose / Passion: they know their direction and are deeply motivated by what they 
do.

Values / Behaviour: they understand and uphold their values, acting consistently in 
line with them.

Relationships / Connectedness: they build trust by sharing experiences, listening, 
and staying connected with others.

Self-discipline / Consistency: they stay focused, determined, and calm under 
pressure, showing reliability.

Heart / Compassion: they show empathy, care for others’ needs and offer help 
willingly.

How to Implement in Life or a Project

Clarify Purpose: define your “why” before starting; align your project goals with 
personal or organisational values.

Live Your Values: identify key principles and ensure decisions and actions reflect 
them.

Build Relationships: actively listen to stakeholders, share insights openly, and foster 
trust.

Stay Disciplined: keep focus on priorities, set measurable milestones, and maintain 
consistency even when challenges arise.

Lead with Compassion: understand team members’ perspectives, offer support, and 
create an environment where people feel valued.
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Check (1)

Check (2)
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Section 3: Delivering a kick-ass presentation

Summary:

An idea can change the world but an idea itself is powerless.

Communicating an idea in a way that resonates with people can influence how the 
idea is adopted.

Incorporating a story into a presentation makes it more digestible.

The hero is the audience member of the presentation.
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The hero is the audience member of the presentation.

The role of the presenter: lays out the “ordinary world” to the audience, sets a “call to 
adventure”,  at first people do not accept the idea and require a mentor, then a 
meeting with the mentor in order to cross the “threshold” of an idea. The presenter is 
the mentor. The presenter helps the audience move from one idea into the idea your 
explaining.

Finish with a call to action to explain your idea in the form of a “new bliss”.

Start the presentation with an expectation of what the audience should react like i.e. 
Steve Jobs explaining how he’s excited for the product which makes the audience 
excited.
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excited.

Add a part to the presentation that you intend to shock the audience and create a 
moment that they will remember forever.

End with a call to action much like Steve Jobs to show the audience of the “bliss” of 
the new idea.

From Martin Luther King, finishing each “what is” and “what can be” section strong 
by summarising what is and what can be.

Reference to the typical flow from movies are made: likeable hero, encounters 
roadblocks, emerges transformed.

The future is what you create.
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Network
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My experience: I had to present a Power App that I've been working on to the department I 
was working with. I was nervous, I used filler words but the application was presented and 
all features were discussed with stakeholders.

Comparison: comparing to the TEDx and Dragons Den pitch, their presentations had flow 
and each portion was well thought out. I'd like to incorporate the lack of filler words into my 
presentation.

Example of a good presentation: 13 Years of Communication Skills Knowledge in 53 
minutes

Unit 3 Topic 4 – Bringing your idea to life

Section 1: Protype and test ideas 
Introduction - Practice makes perfect

   Appendix 2 Page 179    

https://www.youtube.com/watch?v=g0kzHjmvuYQ
https://www.youtube.com/watch?v=g0kzHjmvuYQ


You test your ideas out by prototyping which stresses each aspect of your idea and 
allows key aspects of what works and what doesn't work to highlight themselves.

Why do we test?

   Appendix 2 Page 180    



Check (1)
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Check (2)

Check (3) redo
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Section 2: Thinking agile

High fidelity prototyping

   Appendix 2 Page 183    



Low fidelity prototyping

Agile Planning and MVP
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Reflect

Assignment - creating a SQL shop for a fictional bike company. Agile and prototyping 
techniques could have improved this assignment by starting small with a working 
product (minimum viable product) and iterating with more features after this point. 
Feedback from peers would've been used to improve the project and to benefit the 
functionality of the outcome.

Check (1)
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Network

   Appendix 2 Page 188    



I will not be creating a prototype of my application as it is an extensive software project. 
However, I will discuss the steps I would take in order to do so.

Initially I would use wireframe designs to structure the user interface and I would use entity 
relationship diagrams to highlight the design for the database structure. I would focus on a 
design that is reductive and includes only the main functions of the application to ensure an 
agile method can be used to iterate and improve at a later stage.

Next, I would action and create small coding files to mimic the above step using pseudocode 
and actual code.

I will test this prototype and its efficacy by releasing it to my peers for a chance to receive 
their feedback. Once their feedback has been received, I will improve the original design and 
later implement the features suggested. 
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All following appendix has content from Change 
Makers Unit 1 to Unit 4 [33]

Unit 4 Topic 1

Section 1: The different sort of quantitative analysis
Quantitative Analysis

Appendix 2 - Unit 4
30 October 2025 13:08
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Software development inherits numeric values throughout it uses and technologies. It's 
inherit that the research of software development will provide quantitative research, as 
shown in the above screenshot.
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Descriptive statistical analysis
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Network
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Comparing against non-users of the fitness application, does daily use of the fitness 
application significantly increase users' average weekly physical activity levels.

Descriptive statistics: mean, median and standard deviation of minutes of activity.

Inferential statistics: I will infer the general population statistics from the general user 
population

Check
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Section 2: Undertake a basic analysis
Graphs are a great way to detail data. Excel and its many functions are a great way 
to demonstrate this.

Reflect
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The authors presented the data in tables, charts and metrics.

I have presented data in tables.

Charts make data more concise without losing value of the detail. 

A scatter plot graph with a trend line - shows the relationship visually

Network

   Appendix 2 Page 197    



Scatter, line, bar and pie chart. These are easy to interpret, clear and can visualise 
trends simply.

Section 3: Using Excel to create a chart
Introduction

Reflect
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Yes. Art and beauty is very much in the eye of the beholder. Art may be visually appealing 
but it is the feelings, emotions and thoughts we pair with the art that gives it significance.

These charts are a work of art. It takes care, passion and insight to understand what your 
viewers will interpret and what you want them to interpret from your graphs. This is the same 
with art. They do convey more meaning, but this is also art.
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F-Shaped Pattern For Reading Web Content (original eyetracking research) - NN/G

Notes: consider the reader
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Network
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Unit 4 Topic 2
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Unit 4 Topic 2

Section 1: Organising qualitive data

Reflect

Researcher reasons: to discover information about human experiences, opinions 
emotions and motivations. 

Benefits: this provides detailed data that numerical data may not be able to present 
and displays societal factors on individuals behaviour

Disadvantages: numerically sourced data takes less time to analyse and if smaller 
sample sizes are present then it may be difficult to state that the data speaks to the 
general population. 

This method does not suit all research.

4 stages of qualitative research
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Organising data involves:

Having the right equipment, organising dates and times, file storage and transcribing.

Apply

I will store the recordings on a USB device and secure it with a password to ensure 
the privacy of the recordings.

I will organise my data with clear dates and times and I'll create a log of participant 
responses on Excel.

I will use my laptop and my mobile to record the voice and to transcribe.

Transcribing tips
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Reflect

Post: 

It is important to organise your qualitative data before collection to ensure a variety 
of things: reduces risk of losing data by disorganisation, creates a system of naming 
and transcription in advance and helps support ethical compliance of storage and 
consent considerations. 

It will affect future qualitative research as this will form a data management process 
that will be carried out for each research which will improve accuracy and credibility 
of future research. 

Section 2: Applying techniques to identify patterns and themes

Reflect
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Yes - I see patterns in routines that I carry out such as exercise habits, study habits 
and how they merge into reflecting how motivated I feel.

I see themes such as communication arising in the house and at the workplace.

A pattern is repeated behaviour

Thematic analysis

Once qualitive data has been collected, thematic analysis is the next step.

This involves identifying themes by reading the data intently. This allows you to 
better understand your data.

This process can take several steps:

Familiarising yourself with the data.-

Generating initial codes.-

Identifying themes.-

Reviewing the themes.-

Giving your themes a name.-

Writing about your themes.-

Apply
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Author Note Initial 
code

Identifying 
themes

Reviewing the 
theme

Theme 
Name

Writing about 
theme
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Check

Section 3: Using qualitative analysis software

Reflect
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Themes: hobbies, interests, education, career, community

Apply
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Qualitative research software: discuss

Unit 4 Topic 3

Section 1: failure – Is this the end?
Succeed or fail
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It’s important to learn how to fail and perceive it as reason for growth. Shame and 
guilt are need needed here, acceptance is needed. Interpretation of failure being 
wrong is a way of punishing yourself.

Section 2: Success and wellbeing

Reflect

Failure to me means the inability to complete a task successfully. It is unique to the 
situation and, if this occurs, it should be learned from.

I failed a job. I lasted 6 months in one role as I let personal life and work life influence 
my stress levels without managing them effectively.

Section 3: Success from failure

Cited research

Cassess et all (2005) - Shows that assessing quantitative research appear to be 
more of an intuitive decision.

Lathrop (1890) - Thomas Edison took 10,000 failed attempts before inventing the 
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Lathrop (1890) - Thomas Edison took 10,000 failed attempts before inventing the 
light bulb.

Austin's butterfly findings

Specific advice on what is wrong with something can help new iterations to improve 
from the original. Failure plus feedback leads to growth.

Failure is a part of the process and creates learning opportunities.

Perseverance turns failure into mastery, which shows that failure is not permanent.

The Power of yet

Summary:

A view discussed was changing a failing grade to “Not Yet” to show that they’re on a 
learning curve.

Students with a growth mindset see challenges as opportunities to improve while 
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Students with a growth mindset see challenges as opportunities to improve while 
those with a more fixed mindset avoided effort, feared failure and disengaged.

Informing students that their brains can grow through effort leads to better grades 
and personal advantages attached to achievement.

“The tyranny of now” is the mindset attached to those that have fixed mindset. 
They’re disengaged, happy to run away from the testing or even cheat.

To get to the power of yet, praising the effort during the process, rewarding “yet” 
mindsets promotes growth mindsets

To teach resilient students with the power of yet they can advance and exceed 
beyond the previous levels. 

Apply

Applying the growth mindset, failing in my workplace role due to mismanagement of stress 
provided me with an opportunity rather than a challenge or setback. Without it, I would not 
have learned the importance of self-awareness, time management and, most importantly, 
seeking support when the pressure builds. This was an opportunity to develop emotional 
resilience, and doing so I improved on my ability to prioritise tasks, communicate with 
managers and improve life both in and out of work.
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Section 2: Success and wellbeing

Common regrets: 

I wish I found my passion sooner.

I wish I made spirituality more of a priority.

... I hadn’t worked so much/hard.

I wish I took more risks.

I wish I quit my job and found my passion.

I wish I pursued my dreams.
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To succeed it to think about death, the possible regrets, reframe your perspective 
and understand you have nothing to lose by trying.

Network

I think wellbeing is an important part of achievement. Achieve amazing achievements will 
impact your wellbeing but it is important to manage this.

Bill Gates: successful in terms of career and in quantity and quality of achievements. It is 
important to understand that there is a trade-off to achieving a life like Bill Gates. His 
wellbeing likely suffered in striving for those goals. This is one of the costs of being Bill 
Gates, or someone who strives to accomplish the extraordinary. It is equally important to find 
a balance between wellbeing and success.

Section 3: Success from failure

Reflect
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Every successful person I know personally has not been lucky rather they have had to work 
toward their success.

Network
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My brother: a quantity surveyor.

Their ability to be in the right network at the right time.1)

Yes, by his place of work.2)

No, arguably fame would hinder his ability to get a job.3)

I choose someone close to me in my network who was successful.4)

He is working the status quo of someone who works in industry. He works as 
expected like the average quantity surveyor which does not lead to fame.

5)

Unit 4 Topic 4

Section 1: Applying learning from your project 
Introduction
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Reflect

Ambition.

Hindsight bias is the tendency to view past events as more predictable than they 
actually were which can lead the person to overestimate their prior foresight. This 
makes the person think they understand concepts more deeply than they do.
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Apply the Feynman technique to future business ideas.
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Yes, I do.

Accept Payments

Section 2: Develop an approach to showcase the outputs of 
your project

Reflect

This would be possible to reflect in my work. Using little amounts of detail to make 
data more concise improves the readability of the mind map.
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Shortening work is essential when showcasing work. Only present parts that 
standout.

Creating an abstract
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Building a mind map at this stage can help make an abstract of work.

Apply
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See appendix one for mind map.

Section 3: Implement an approach to showcase your project
This can be done using posters.

Posters

Notes:

Less is more.

Use PowerPoint.

Network

Poster:
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