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[bookmark: _Toc179473802]Introduction
The project is centred on MindWell, a mobile mental health application that aims at providing users with digital mental health. Features in this application will include mood tracking tools, which are self-help features, as well as consultations with mental health workers via Telemedia. It is to ensure that the user receives a comfortable and individualised mental health service through his/her mobile device and turns people’s attention to mental health. The fact is that, with the growth of mental health concerns in the background of the COVID-19 pandemic, mental health matters; thus, the demand for increasing the efficiency of mental health interventions and the necessity of their availability and scalability increases. 
Mobile applications are an appropriate method of delivering mental health services since it is affordable and easily accessible (Garrido et al., 2019). As physical face-to-face therapies for mental disorders are costly and out of geographic reach for the majority of patients, starting to promote technology-based solutions to serve their needs (Cheng et al., 2020). Self-appraised control and supervision are most effective in stress, anxiety, and depression patients since they can immediately receive help from the application under stress (Torous et al., 2021). This project has placed itself strategically in the trend of mobile health solutions. With the help of project management frameworks, the creation of MindWell will help create an app that will be effective for users, time-efficient, and safe. 
[bookmark: _Toc179473803]Aim, Objectives, and Scope of the Project
Aim:
To develop and launch a mobile application, MindWell, providing mental health resources, stress management tools, and a connection to mental health professionals.
Objectives:
The objectives of the study are mentioned below.
· To design an intuitive user interface that caters to both iOS and Android users.
· To integrate secure data storage and encryption for user privacy.
· To implement features such as mood tracking, self-help exercises, and an AI-based chatbot for mental health advice.
· To ensure integration with telemedicine services for real-time support.
· To launch the app within a six-month timeframe.


Scope:
According to the planning and execution of Project MindWell, this project entails the design of key components of a mood tracker, chatbot, and integrated telemedicine. There will also be a user interface (UI) and user experience (UX) design integration so that user experience will not be an issue. Furthermore, testing and debugging will be done to check the ideal way the app will run. After the launch, there will be a plan and promotion campaign that will work towards increasing the engagement of users. 
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[bookmark: _Toc179473805]Primary Deliverables
The result of the MindWell project is a native mobile application with a complete set of implemented functionality for both iPhone and Android. The “app” must offer features like a mood tracker, AI-based telecounseling chatbot, and integration with telemedicine so that users can have their mental health needs met in real time (Torous et al., 2018). There is another important deliverable, which is the deployment of a safe cloud-based database, which will store user data. This system shall use high standards to ensure the privacy of its users and be in line with the data protection laws (Sharma and Bashir, 2020). On the part of the user, manuals that will guide him/her in the interaction with the app will be provided. These manuals will be informative on how the application works to guarantee the user's proper use of its interfaces. 
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Apart from the two main deliverables, the project will generate a marketing strategy that will be used to popularise the app in particular. This plan will present measures for creating social media promotions and other effective internet advertising methods to encourage the download and usage of the apps (Ahmed et al., 2019). In addition, test reports shall then be developed, which include feedback from beta users on internal testers. These reports will indicate any problems experienced during testing and how they were addressed to make the app suit the quality needed before its release (Okonta, 2021).
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Since the MindWell application development aims at achieving specific goals, the following are the five significant activities that have been followed:


Identification of research and requirements
The first step to the implementation of the website is market research through questionnaires and focus groups. These methods enable the specification of the set of features necessary for the targeted audience, including the mood board, a chatbot with a psychologist, and integration with telemedicine (Whittaker et al., 2019). Prospective clients’s suggestions will allow the app to help them deal with mental health issues in real-life situations. 
App Design (UI/UX)
As soon as the requirements of users are defined, the next phase is to move to the design stage of the development process. In this phase, the use of wireframes and the prototype are done to plan the UI and UX. It must also be clear and navigable to ensure that US veterans get the information they want without a struggle while at the same time spiced with a good layout that will make them linger on the site (Lee and Raghu, 2020). Engagement is important in both business and health applications; hence, the usability and simplicity of apps’ interfaces contribute significantly to user retention through sessions daily for mental health applications (Torous et al., 2018).
App Development
Application development involves the real coding of the application and covers everything from the layout or faces of the application to the inner workings of the application. The front end, which is also called client-side development, is about coding the designs that were developed in the UI/UX step, and the back end, which is also called server-side development, handles data handling. This stage also involves the incorporation of the AI-driven chatbot through which users get real-time session mental health counselling and the incorporation of cloud storage technology so that user’s data is secured to the cloud (Sharma and Bashir, 2020). 
Quality assurance and Testing Indicators
The test is an important phase that ensures the application meets the intended purpose or not after deployment, known as Quality Assurance (QA). Beta testing is carried out to gain feedback only from a certain few end-users to determine if the application has some areas that are structurally flawed or contain bugs that only a few users can detect (Mohr et al., 2021). This process ensures the app functions smoothly on two platforms—iOS and Android—and this is a crucial factor as users expect the same experience on all platforms they use. Security testing is also done to ascertain that the application adheres to standard security measures necessary for collecting and protecting users’ delicate mental health information. Some challenges that might occur once the application is out are fixed before getting to app stores for approval.

Marketing and Pre-launch
The last one is the preparation for the launch of the app. The marketing plan to support the launch of MindWell is to create content for social media accounts, approach social influencers, and optimise the app for the stores. These activities assist not only in creating awareness of the app among the audience but also in creating demand for the same whenever the app is developed. Moreover, preparation before the actual launch would be app store optimisation and the creation of user onboarding content and screens that will guide the new users on what to do when they first interact with the app (Ahmed et al., 2019). 
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Besides the above main activities, the project also has several minor ones that are important in its completion. For example, in the research phase, sub-activities may include a thorough analysis of user needs and a competitor analysis. Subactivities in the design phase include making wireframes and carrying out usability tests on the UE. Development sub-activities include front-end development, back-end API connectivity, and chatbot incorporation. Here, testing is classified into usability testing, security testing, and app store submission. Lastly, the channels in marketing are content creation for social media platforms, App Store search optimisation, and reaching out to influencers.
[bookmark: _Toc179473810]The Work Breakdown Structure (WBS)
The WBS is a graphic decomposition of a project activity into sub-activities where each high-level activity is decomposed into lower-level sub-activities. This way of structuring the project enforces project management and allows for better allocation of resources to projects and their tasks, making sure that each one will be done in the given timeframe (Schwalbe, 2019). This is good for the identification of progress issues as well as the completeness of all the project elements and timing of the same.

Figure 1: Work Breakdown Structure
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	Milestone
	Tasks
	Deliverable
	Timeline

	M1
	User research, surveys, focus groups, competitive analysis
	User needs report, competitor analysis, requirements
	4 weeks

	M2
	Create wireframes, user flow, and prototypes
	Finalised wireframes, user flow diagrams, and prototypes
	4 weeks

	M3
	Front-end and back-end development, chatbot, cloud storage
	A beta version of the app (iOS and Android)
	8 weeks

	M4
	Usability testing, bug fixing, security testing
	QA report, resolved bugs, security compliance
	6 weeks

	M5
	Marketing campaigns, app store optimisation, influencer outreach
	Social media content, optimised app store listings, pre-launch materials
	4 weeks


Table 1: Milestones of Project Minewell
The MindWell project provides key indicators to demonstrate goals and progress and monitor schedules. User research and requirements collection should be completed by the end of M1, the first month of an adaptive project plan. In this crucial stage, users decide what they want to match the app's features. Mobile application success depends on this first stage, according to studies (Truong et al., 2021).
At the end of Month 2, the UI/UX design will be the second milestone. The application is straightforward to use and encourages long-term use at this stage, which boosts app download and usage (Kollmann et al., 2020). This entails testing the design or prototype and making changes based on feedback from users.
Third, build the app's beta version before Month 4. That stage will include the mood tracker, AI chatbot, and telemedicine. The beta version is essential for testing the application in real life and getting feedback before launch (Chokshi et al., 2019).
M4—testing and problem fixing—will be ready by Month 5. To avoid beta testing, many issues, including app performance on multiple platforms, may be found and fixed before the product is published. 
The Gantt chart ends with M5 when the app is released and used by Month 6. After all testing and updates, the MindWell app will be for iOS and Android. The marketing team will promote the app with different promotions (Torous et al., 2018).
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Figure 2: Gantt Chart
The location of the project’s timeline and critical schedules are presented using the Gantt chart. That is why there are intersections between phases, keeping an efficient process at the stages of the design and development in mind. For instance, while the UI/UX design is ongoing, backend development can happen concurrently, so no time is wasted. Testing periods too will occur concurrently with the development phase to enable testing and feedback in equal measure (Schwalbe, 2019).
[bookmark: _Toc179473814]Resource Management
[bookmark: _Toc179473815]Personnel Resources
Technical resources management is another way that the targeted goal of the MindWell project can be achieved successfully. It is also necessary to state that more than one type of personnel resource will be needed to cover all the necessary stages of the development, design, testing, and marketing of the product. The project manager sitting at the heart of the project is bound with the responsibilities of supervising each segment of the project, responsible for its time and financial aspects, and reporting to the concerned authorities. The Project Manager also recognises risks and response plans, thereby making sure that any arising problems are dealt with immediately (Turner and Müller, 2017).
The UI/UX designers will be concerned with the layout of the product, a primary objective being to minimise ‘friction’ by designing intuitive interfaces. Its role is significant, as the experience users have with the interface plays a decisive role in the performance of the developed mobile applications (Gonzalez et al., 2018). At the same time, the app developers (iOS and Android) will have a dual responsibility for the front-end and back-end development of the mobile application. (Baresi and Paolini, 2020).
Having a specialised Quality Assurance (QA) team will be crucial to performing tests to find issues and glitches and ascertain the app’s performance on various handsets and operating systems. They will need to prioritise functional testing, security testing, and usability testing to ensure the final product is fit for use in the market necessities of mHealth applications (Koltun et al., 2021). Lastly, the marketing team will also be tasked with creating and implementing the marketing and advertising initiatives before an app is released to the market, and after it has been launched.
[bookmark: _Toc179473816]Material Resources
However, there are great deals of materials that are needed for the personnel too, apart from the personnel itself. The current project will require specialised infrastructure and application software in the form of high-end laptops for developers and UX designers, cloud servers for user data, UI designing tools, and development IDEs for both iOS and Android platforms. Testing tools, including security and usability testing software, will also need to be ordered to guarantee the functionality and security of this application (Aparicio et al., 2021).
The fourth crucial material resource includes the amount of money spent on commercials, which will affect both online and social media presence to generate interest and increase the number of users. _ Also, the app store fees need to be included to get the application delivered to the app store, such as Apple App Store or Google Play. The amount will also be provided the beta testing where users will be given incentives to feed back into the system; this way the team can easily note the problems facing the site before the actual rollout of the project (Schwalbe, 2019).
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Implementing the MindWell project within a six-month frame is possible due to the effective utilisation of solid project management approaches, including agile development and working planning. By integrating the WBS, efficient task definition is possible to decide which effort belongs to the particular phase from the design phase to the deployment phase. Security measures and specific promotions, which would be worked out and put into practice as a part of the app’s risk management program, will also contribute significantly to the app’s success after its launch. In conclusion, the engagement of structured project planning tools such as work breakdown structure and proper risk management helps in delivering projects in the right period and, at the same time, also boosts the chances of the app being most useful in mental health care.
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MindWell


1. Research and Requirement Gathering


1.1 User Needs Analysis


1.2 Competitive Analysis


2. App Design (UI/UX)


2.1 Wireframes and User Flow


2.2 Prototyping


3. App Development


3.1 Front-end Development


3.2 Back-end Development


4. Quality Assurance (QA) and Testing


4.1 Usability Testing


4.2 Security Testing


4.3 App Store Submission


5. Marketing and Pre-launch


5.1 Social Media Content Creation


5.2 App Store Optimisation (ASO)


5.3 Influencer Outreach
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