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Introduction
It is established that creativity and innovation are key elements in the contemporary society as well as in the context of creating value in the digital landscapes. Creativity is the process of coming up with novel, and valuable ideas, whereas innovation is the process of converting these ideas into practical actions that add values to individuals and society. These concepts are especially essential in the realm of online communities that they can provide a new form of communication, cooperation, and interaction. The growth in the use of online platforms underscores the importance of creating new solutions that can be used in response to changing user demands and to improve socialisation (Oppert et al., 2023).
Creativity and Innovation Concepts
Creativity is a concept very familiar and familiar since it aids individuals to create new ideas and solutions to problems. Innovation entails the practise of such ideas in order to produce results. The connexion between innovation and creativity is essential, since creativity does not create value in itself (Citraro et al. 2022).
An important concept of this process is design thinking. It incorporates customer centred processes like empathy, ideation, prototyping and testing. This will allow the solutions to be tried and improved which leads to the products matching up to the expectations of the users. It has been demonstrated that creativity within a team-based environment facilitates the innovation since it enables the gathering of various perspectives and ideas to find solutions to problems (Biskjaer et al., 2021).
Innovation in Society
Digital communication and community engagement has greatly changed with the invention of innovation. With the help of online platforms, people are able to get in touch, exchange data and cooperate irrespective of geographical borders. This has resulted in the formation of digital ecosystems wherein the consumers are involved in value creation. Online collaboration and user-generated content are just a few examples of how innovation can create value in digital communities (Glaveanu et al., 2014).
Nevertheless, even with these improvements, numerous available platforms are not particular to offer guided student participation or scholarly teamwork. This provides a loophole where users can have disjointed communication and lack of full interaction. Thus, it is necessary to come up with new solutions specific to particular groups of users, like students, to make them more engaged and allow them to have meaningful digital experiences.
Personal Interest and Course Relevance
The selected project is quite similar to the personal interest in digital communication and web-based systems, including the aims of the Computing programme. The creation of the student-centred platform is a chance to put into practise the theoretical knowledge in practise. Moreover, this project will improve the acquisition of such important skills as problem-solving, creativity, and system design that are crucial in the future technologies sphere.
The Changemakers module lays stress on the need to develop solutions that drive value to society. The project integrates these principles as it aimed to make student communities more communicative and collaborative and shows how creativity may be used to solve real-life problems (Whewell et al., 2022).
Project Ideas Considered
Some of the project ideas that were first pursued were a student collaboration platform, a news engagement system, a digital storiestelling hub, and a digital association platform. All these concepts are aimed at enhancing interaction and communication in online space.
The student collaboration tool is designed to facilitate academic interaction whereas the information sharing system, the news engagement, is oriented on information sharing. The narrative centre promotes creative arts and the internet association network helps facilitate grouping activities. Every idea has a potential, but the ideas are diverse in both their complexity, feasibility, and relevancy to the target audience.
Final Project Idea and Justification
The last chosen project is the designing and development of a web platform of student community to engage, communicate and interact digitally. The reason behind the selection of this idea was that it directly tackles the fact that the current digital platforms have gap limitations which most times do not support student needs.
The platform will help to combine communication, collaboration, and engagement to one system and offer a user-centred approach that is also structured. This is in line with the principles of value creation since it will contribute to the higher user experience and meaningful interaction in digital communities (Dell’Era et al., 2015).
Moreover, the project is highly relevant in terms of its practical use and can be expanded into the new stage of development in the future, which is why it can be observed further in the future academic research. The project with its creativity, innovation, and implementation of technical solutions can create a value through digital solutions.
Task 2: Aim, Objectives & Research Area
Introduction
The proposed project is concerned with designing and developing a student community web platform hence this task outlines the aim, objectives, research philosophy and search strategies to be used in the project. The project will attempt to understand how creativity and innovation could be used to improve communication, engagement, and collaboration in digital student communities. With the new digital settings, the trend towards user interaction and co-creation where individuals participate in the common platform has become a source of value creation (Glaveanu et al., 2014). As such, the creation of a platform underpinning meaningful engagement is in line with the technological evolution and value creation principles.
Aim
To create and develop a user-oriented web platform student community that will improve communication, engagement, and collaboration through the implementation of innovative and creative digital solutions.
Objectives
· To find out the communication problems and the requirements of the users in a student community. 
· To research on available online platforms and test their weaknesses. 
· To conceptualise a user-centred community platform. 
· To create a prototype based on the proper web technologies. 
· The way the platform has effectively facilitated better user engagement and interaction. 
Objectives Justification
The objectives are designed in such a way that they are logical and systematic in the problem-solving process that includes identification of the user needs and then proceeds with design, development and evaluation. This echoes the doctrine of value creation and creativity, in which it is necessary to know the needs of the users in order to come up with significant solutions. Studies point out that value can be generated by means of interaction and engagement on the digital platform, and the design should be user-centric (Piyathasan et al., 2018).
Also, gaps and limitations can be identified by analysing the existing systems and used to create a better solution. This allows making sure that the proposed platform is innovative and also applicable and relevant in real-life scenarios. With evaluation as an ultimate goal, the project will be certain that the success of the solution is quantified, which contributes to the ongoing enhancement and development.
Research Philosophy
The research philosophy used in this project is pragmatist one and this is a research philosophy that dwells on practical solutions and application. Pragmatism will be especially apt to this project since it enables the adoption of various research methods to solve complex problems. Instead of concentrating on theoretical approaches, pragmatism stresses on results and the efficiency of solutions.
The data, in the framework of this project, will involve both qualitative and quantitative data to gain the insight on the user needs and analyze the platform. This type of mixed method will help to have a better idea of the issue and increase the accuracy of the results. Such projects that are driven by creativity may presuppose flexibility in the approach that would bring together different ideas and perspectives, and pragmatism should be selected (Oppert et al., 2023).
The Search Tools and Databases are used to locate information in databases and different literature sources by applying keywords.<|human|>The Search Tools and Databases also enable one to locate information in databases and other literature sources by use of keywords.
In order to facilitate the research process, various academic search tools and databases will be utilized. These are Google scholar, IEEE Xplore, ScienceDirect and university library catalogue. Such sources avail good quality academic journals, conference papers, and books, such that the study is founded upon trustworthy and applicable materials.
In a number of databases, the research scope is expanded and chances of bias are minimized. Academic sources will be relevant especially since they involve validated and peer-reviewed information, which enhances the strength of the project.
Search Strategy
The identified strategy will also entail search of specific keywords and Boolean operators in order to find the appropriate literature. Such keywords as digital community platform, student engagement, creativity and value creation, user-centred design are employed to find the relevant studies. The application of the Boolean operators AND, NOT and the others is used to narrow down search results and increase accuracy.
The sources are also up-to-date and useful because of the filters applied during filtering, e.g., the source of publication date and relevance. This systematic way of searching would also make the research focused, efficient and in line with the project objectives. The project has a solid evidence base that is necessary to create innovative and valuable solutions by using effective search strategies (Dell’Era et al., 2015).









Task 3: Research Strategies

Introduction
This part presents the research plans that will be employed to facilitate the construction of the proposed student community web platform. The research strategies must be appropriate in order to make sure that the data collected is accurate, reliable and significant. Research is important in creativity and value creation projects which aim to know and gain insights on what the user needs and initiate innovative solutions. The project will use structured research techniques to make findings that justify the design decisions in addition to value creation in the digital communities.
Validity, Reliability, Generalisability and Ethics
Validity is the degree to which the research measures what it is supposed to measure. Validity will also be achieved in this project by ensuring that the methods used to collect data are directly related to the objectives of the research. To elucidate, the survey questions will be specifically created on user interaction, their communicational difficulties, and the ease of using the platforms to guarantee the collection of pertinent data. It matters in projects that value is created through creativity since it is necessary to get insight into how users are experiencing them (Oppert et al., 2023).
Reliability is the measure of the consistency of the research outcomes with time. In order to be reliable, the data collection process will be subjected to all participants with standardised questions and utilising similar data collection methods. This can be replicated and one is more confident of the findings.
Generalisability means to what degree the findings can be generalised to a broader group of people. Generalisability could also be curtailed in this project because a particular group of people is targeted including students in a certain institution. Nevertheless, the results can also be useful in what relates to the same educational setting, especially concerning online interactions and communication.
There are certain ethical considerations in a research involving a participant. In this project, informed consent will be made by all participants who will be made aware of the research objective. The involvement will be voluntary and the respondents will be left at liberty to withdraw, any time. Also, privacy and confidentiality will be safeguarded by anonymising all data and ensuring their security. Research ethics are especially significant when dealing with digital spaces where the user data is at stake (Schaber et al., 2021).
Data Collection Methods
The proposed project will take a mixed-method approach, i.e. it will combine quantitative and qualitative methods of data collection to offer a deep insight of the needs of the users.
Online surveys will be administered as a quantitative data collection technique since numerical data can be obtained with a higher number of participants using this technique. The use of survey is effective and allows determining the tendencies and lines of user behaviour, including their favourite features and the number of usages on the platform.
The qualitative data will be gathered via open-ended questions and short interviews. Such techniques will help to get more information about the user experience, perceptions, and issues. Whereas the survey offers breadth, qualitative methods offer depth where one can offer a more detailed perspective of the users needs.
Both approaches together improve the quality of the entire research because they provide a balance between the analysis of statistics and the point of view of the user. Studies point to the fact that the creation of value in digital platforms can be caused through interaction and engagement with users and thus it is required to learn about both measurable behaviours and subjective experiences (Glaveanu et al., 2014).
Pilot Study
The efficiency of the data collection methods would be tested by use of pilot study before implementation is done fully. A small sample of study participants will be given the pilot questionnaire in order to determine any problem in the question clarity, structure, or importance.
The pilot study will assist in the development of the questionnaire to make it simple to comprehend and reflect the aims of the research. This action enhances the validity and reliability as there may be errors in the data collection.
Data Analysis
To address the research question, the results of the data will be analysed through quantitative methods, as well as, through qualitative methods. The statistical techniques to be applied to quantitative data will be frequency counts and averages and described in charts or graphs. This enables trends and patterns in the behaviour of the users to be detected.
Thematic analysis will be applied to analyse qualitative data as responses will be identified by shared themes. This assists in determining the common problems, user requirements and possible platform upgrades.
The synergistic nature of the two forms of analysis would enable the project to create a more holistic picture of the user preferences and behaviour. This helps in decision making and boosts the possibility of value creation with the help of the suggested platform (Dell’Era et al., 2015).
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Appendix A: Pilot Questionnaire
Section A: General Usage
1. How often do you use digital platforms for communication?
· Daily 
· Weekly 
· Monthly 
· Rarely 

2. Which platforms do you currently use? (Select all that apply)
· WhatsApp 
· Microsoft Teams 
· Discord 
· Email 
· Other (please specify): _________ 

Section B: User Experience
3. What challenges do you face when using current communication platforms?
(Open-ended question)


4. How satisfied are you with existing platforms for student communication?
· Very satisfied 
· Satisfied 
· Neutral 
· Dissatisfied 
· Very dissatisfied 
Section C: Platform Features
5. Which features would you find most useful in a student community platform?
(Select all that apply)
· Messaging 
· Group discussions 
· Event notifications 
· File sharing 
· Academic collaboration tools 
· Other: 
6. How important is it for a platform to support academic collaboration?
· Very important 
· Important 
· Neutral 
· Not important 

Section D: Improvement and Feedback
7. What improvements would you like to see in a new student platform?
(Open-ended question)

8. Would you be willing to use a new student community platform?
· Yes 
· No 
· Maybe 
Section E: Participation
9. Would you be willing to participate in further testing or interviews?
· Yes 
· No 
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