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Introduction

This report presents a clear plan for a mobile app that combines learning guitar with training methods inspired by fitness apps. Instead of using traditional practice routines, the app introduces a workout-style approach, using sets, reps, and increasing difficulty to help users improve their guitar skills. One example is the “Summer Shred” programme, a 9-week course designed to build techniques associated with shred guitar playing (alternate picking, sweep picking, hybrid picking) etc.

The app, named “Toned” is being developed with React Native and takes inspiration from successful fitness platforms, for example Morisa Ltd (a functional fitness app designed by fitness YouTuber MattDoesFitness). 

Not only is Toned a technical solution but it’s also designed to help learners stay motivated, practise regularly, and see real progress, drawing inspiration from the most popular learning applications and platforms such as Duolingo. By bringing together music education and digital wellness trends, the app offers a fresh and engaging way to learn guitar.

Task 1: Project Management

Q1. Project Management & Planning: (392 words)
Combining two of my personal biggest passions, music and fitness, this project proposes the development of a mobile application called Toned, which combines learning the guitar with the structure of fitness training apps. 
The aim of the application is to improve learner consistency and skill regardless of the user’s skill level, beginner or advanced using Gamification elements and familiar fitness metaphors will allow the app to cover a large and varied audience. J.Majuri [2].  
Research from C.Steel [1] proved that language students who studied at home using mobile apps retained more information that those taught in a full classroom.  
Proposed Solution
· A clean, fitness-inspired UI
· Guitar "workout" plans (e.g. warmups, speed drills, technique reps)
· Audio-visual demos
· Progress tracking (BPM speed, streaks, completed sets)
· Optional community features


Why React Native? 
The evidence from W. Danielsson [12] supports my decision to use React Native (RN) with the Expo framework for developing the Toned app. The study showed that RN helps speed up development while still delivering apps that feel like native ones. Although RN apps use slightly more CPU and GPU memory compared to traditional Android apps, the overall power consumption is lower. 
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Figure 1. Power consumption difference between Android and React Native apps [12]
Research from Lippolis et al. [3] has shown that integrating both visual and audio cues in music practice has been proven to enhance cognitive abilities and subsequently improve learning outcomes. 
· 

Technologies and Resources
The app’s frontend will be developed using React Native (RN) with standard JavaScript. 
An article from S. Rao [4] compares React Native with Android Native apps and confirms that RN is a strong choice for Toned. Firebase backend has shown its effectiveness in real-time apps like the student attendance system by Chaw Su Lwin [13]. 

Design assets and wireframes will be created using the Figma Starter Plan, applying the FEAD Method introduced by T. Huang [14], which improved UI/UX quality. User flows and system diagrams will be mapped using draw.io. Version control will be managed through Git, and GitHub is ideal for Toned development, supported by student-based studies and its ability to enhance learning and bug detection [17]. 

Basic unit test coverage will be maintained during pipeline deployments for early bug detection and better code quality.

Timeline & Schedule
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Gantt Chart
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Development Method

· Agile methodology (weekly sprints & Kanban)
· Sprints, refinement and planning
· Self-assessments 

Moniruzzaman [5] documents that Agile methodologies are particularly effective in modern app development.


Q2. Project Design: (208 words) 

Design Artefact 1: Entity Relationship Diagram (ERD)

This ERD models the data structure for Toned. I have included the main entities, their attributes, and the relationships.
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1. User – Stores app user account details such as name, email, password, join-date, experience level, and preferred music genre.

2. Workout – Represents a set of exercises aimed at a target skill or technique (e.g. Legato or Picking) with an associated difficulty level.

3. Exercise – Individual training activities linked to a workout, with video resources and instructions.

4. Lesson – Instructional content with a skill focus, difficulty level, and content URL (for premium users).

5. Lesson Progress – Tracks user progress through both exercises and premium lessons.

6. Analytics – Summarised performance metrics for a user.




Design Artefact 2: Concept Map 
Typical user flow:
· Account creation → skill assessment
· Programme selection
· Daily workout progression
· Progress tracking dashboard
I have designed a concept map for Toned, that outlines MVP features as well as additional options for future iterations. The map follows the user journey after log-in. 
The landing page (‘user interface’), will allow users to resume a previously unfinished workout, or continue their current plan, or choose standalone workouts. From there on, they can access interactive tools, track progression stats, and engage with a community page for social interaction.  

Guitar Gym Application Concept Map
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Task 2: Enterprise & Innovation (658 words)
T2-Enterprise

Q1 (432 words)
To assess the enterprise landscape of Toned, I can analyse the Morsia app - a fitness training platform created by fitness influencer MattDoesFitness. The app features workout plans, progress tracking, and motivational content, much like the proposed Toned app aims to do for guitar learners.

PEST ANALYSIS (Toned App)
	Factor
	Key Considerations

	Political
	UK-based data transfers must comply with new rules post Brexit, with the Information Commissioner’s Office stating that “organisations must 'ensure that the recipient country provides an adequate level of protection or implement appropriate safeguards” [6]

	Economic
	Subscription fatigue is a growing concern. L. Jaeger [7] reports a 14% global decline in streaming subscriptions, suggesting that premium features and paid app models may also be at risk.

	Social
	Research by S. Ibrahim [8] suggests a post-pandemic uprise in self-improvement and creative hobbies, especially among Gen Z. There is a growing demand for remote learning solutions that have driven the success of modern teaching apps.

	Technological
	Advances in AI could allow for completely personalised lesson plans or real time feedback.  









SWOT Analysis (Toned App)

	Strengths
	Weaknesses

	Unique guitar/fitness theme - no major competitor yet
	New to mobile development + solo project - initial progress will be slow. 

	Builds on proven fitness app structure
	Requires advanced development concepts and high-quality video, audio and UI integration. 

	High engagement via gamification elements (learning streaks, experience and ranking, progress charts and public leaderboards).
	While combining music and fitness may seem straightforward in theory, but it poses challenges in UX design, particularly around avoiding complicated workflows.

	Opportunities
	Threats

	Potential collaboration opportunities with guitar manufacturers or music retails such as Sweetwater. 
	Faces user abandonment or neglect should another established music learning app like (Yousician, Fender play) improve their model. 

	There is a growing market for hybrid wellness and learning apps.
	Copyright issues raise a challenge for music apps. Rick Beato, a music educator and YouTuber, highlights the strict nature of YouTube’s Content ID system, noting how one of his videos was demonetised after receiving a strike for analysing a popular song [9].

	There is a potential for the app to grow and expand into other instruments to cover a larger target audience. 
	Risk of poor app store reviews if early versions lack polish or clarity from future Agile iterative development. 




Legal & Ethical Considerations
· GDPR Compliance: Personal data (email, progress stats, etc.) must be securely stored and clearly consented to.
· Copyright & Licensing: Use only royalty-free licks/exercises or original content to avoid infringement.
· Age Restrictions: Clear age guidance and appropriate parental controls if targeting younger users.
· In-App Purchases: Must avoid unethical tactics like paywalls that limit access to basic learning.
· User Safety: Clear warnings and guidance should be made transparent for users when playing for prolonged hours at a time. Muscle fatigue etc. 


Q2 (226 words)

Startup Name & Logo

The name of the app has been decided as Toned as a double entendre referencing ‘guitar tone’ along with fitness goal of being ‘toned’, which aligns with the app’s dual-focus. 
· Logo Idea: A guitar pick that contains an electric guitar (non-branded) and a dumbbell or a muscle emoji in some creative combination.
Business Type
The business will be a Private Limited Company (Ltd) in the UK which is suitable for tech start-ups, offering liability protection and flexibility. It will also be registered with companies’ house, with potential for future investment. 
Business Strategy

In its first iterations, the app will launch without monetisation. Over time, I plan to adopt a freemium model, supported by studies such as C. Z. Liu [10], which show that freemium applications increase user retention and conversion in both streaming platforms and mobile apps. Premium offerings could include one-to-one coaching, exclusive content, and eventually a subscription service providing personalised, calendar-based plans. While the app targets a wide demographic (10–70 years old), the core audience is expected to be 16–35-year-olds at an intermediate guitar level.

Development of the MVP will be solo to minimise costs, with potential support from a university enterprise grant. Additional funding could be raised through community crowdfunding (e.g., Kickstarter) to validate market interest, or through pitches to local tech investors and music industry professionals.

Task 3: Project reflection (591 words)

How you intend to use this opportunity to develop new skills?
As an SDET, I predominantly write automation tests and testing frameworks for API and UI products. This opportunity will allow me to shift my focus into full-stack development, something which I have never experienced before. I am enthusiastic to learn more about mobile architecture, understanding how apps are structured with navigation and state management via APIs. 

React Native and Expo framework is completely new to me, and I have limited experience of using JavaScript so I will go through an online course via Udemy to give me enough foundational knowledge to use React effectively. I will develop my graphics design skills as I aim to use Photoshop in conjunction with Canva to design an intuitive interface. I will apply my testing expertise to new mobile environments, to help gain an understanding of writings tests with tools like Jest and Detox.  

How could your project/new skills have a positive impact on and contribute to society?

As Toned is community focused and designed on encouraging guitarists to sharpen their skillset, successful consumption of the app should support cognitive health and reduce stress. Research from M.Battista [15] demonstrates how playing an instrument can reduce stress, anxiety and depression while enhancing emotional well-being, 

I strive to make music education more accessible. The business model for Toned as referenced above aims to provide a global, time-convenient and low-cost solution to for learning the guitar. Ben Eller (guitarist of Mastodon) in his video “THIS is the BEST Way To Practice Guitar!” [16], explains that meaningful progress on the guitar can be achieved with as little as 30 minutes of structured daily practice. 

The gamified approach to the workouts will be well structured and brief which supports neuro-diverse learners. 


Risks and Challenges

	Challenge
	Solution

	Audio Detection Accuracy (virtual tuner) – Users may get frustrated if audio detection is poor with the tuner. 
	Upskill in using audio libraries like Web Audio API or third-party SDKs for tuning.

	Cross-device Testing – I need the ability to test how the application behaves on all iOS native platforms such different iPhone models and iPads etc. 
	Utilise emulators and research browser-stack (leading cloud-based platform designed to make cross-platform testing simple for developers).  

	Content Volume & Quality – I will need a large volume of quality content to pilot the app which may be difficult and expensive to produce. For professionally shot videos, I would require a pro standard camera, studio lighting, and a noiseless environment.
	Apply for university grant to accommodate filming costs. Record content in batch on a day with natural good lighting for my home studio, use home equipment.  




Conclusion

By the end of this project, I will have had the opportunity to develop a wide range of technical and professional skills. From designing and building a full-stack mobile application to managing my own development process using Agile principles, this project will challenge me to apply what I’ve learned both at university and in my current role at the DVLA. 
By the end of the project, I expect to develop more front-end development experience which will benefit my current role as a SDET at the DVLA. I also intend to gain experience of the commercial and creative aspects of launching a digital product and integrating with the app store. This is something I’ve always wanted to do and so having the opportunity to get stuck in makes me extremely motivated to give my best efforts. 
As a closing note, Toned App will likely serve as both a learning experience and the groundwork for something bigger in the future tech industry. The skills I will acquire from this project are all transferrable and will contribute to me being a better and more well-rounded software engineer. 
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Days

Tasks Start Date Needed Completion
Frontend & Backend Setup (Firebase, auth, DB, Navigation, React

components) 01/01/2026 14 15/01/2026
Core Screens: Login/Signup, root page, workout pages, workouts 15/01/2026 14 29/01/2026
Progress Tracking System (log user progress, pull/push from backend or

s3) 29/01/2026 7 05/02/2026
User Profile & Settings 05/02/2026 7 12/02/2026
Testing & Debugging (Unit/Integration and Functional testing, bug reports,

cucumber framework with Ruby) 12/02/2026 21 05/03/2026
UI Polish (add interactive elements, icons and general eye candy) 05/03/2026 14 19/03/2026
Private Beta Release 19/03/2026 14 02/04/2026
Final Deployment (App store prep, legal review and go-live!) 02/04/2026 7 09/04/2026




image5.png
Toned App Development Lifecycle
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Frontend & Backend Setup (Firebase, auth, DB, Navigation, React components) _
Core Screens: Login/Signup, root page, workout pages, workouts _
Progress Tracking System (log user progress, pull/push from backend or S3) -
User Profile & Settings -
Testing & Debugging (Unit/Integration and Functional testing, bug reports, cucumber framework with Ruby) _

Ul Polish (add interactive elements, icons and general eye candy) _

Private Beta Release _

Final Deployment (App store prep, legal review and go-live!) -
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