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[bookmark: _Toc229309578]Introduction
This reflective journal evaluates my experience working on the SideKick project, a gamified medication reminder application developed for the Emerging Trends module. The aim of the project was to design a healthcare-focused solution to improve medication adherence through behavioural design, reminders, and gamification. This reflection outlines my contribution, teamwork experience, evaluation of the solution, and key risks and limitations identified.

[bookmark: _Toc229309579]My Contribution to the Project
I played a key role in both research and presentation development. This included analysing the healthcare and medication management sector, identifying gaps in existing applications, and helping shape the SideKick concept and naming.
I contributed to presentation development across all stages, including slide design, structuring content, and improving clarity and visual consistency. I also researched NHS integration possibilities such as NHS Drug Tariff data, FHIR APIs, and the Electronic Prescription Service, ensuring the project aligned with realistic healthcare systems. All sources were referenced in IEEE format throughout and added to each presentation.
In addition, I supported sections on API integration, NHS-linked workflows, ethical considerations, GDPR compliance, and evaluation. I also helped refine scripts and ensure the presentation flowed cohesively. I contributed to group coordination by clarifying tasks and supporting communication where needed.
Overall, I contributed strongly to both the academic quality and presentation structure of the project.

[bookmark: _Toc229309580]Teamwork and Collaboration
Working in a group of six provided both positive collaboration and some challenges. Communication was primarily managed through WhatsApp, calls, and weekly meetings, which helped maintain progress and task allocation.
The team followed a loosely agile approach, dividing work based on strengths. A key strength was collaborative working, with members building on each other’s ideas and supporting shared outcomes rather than working competitively. Another strength of the project was that team members were able to work effectively to their individual strengths and skill sets, contributing to a more efficient workflow and ensuring the final output was produced to a high standard.
However, workload imbalance was a recurring issue, with some members contributing more consistently than others. This occasionally increased pressure on active contributors, particularly near deadlines.
Despite this, the group maintained a professional working environment. Tasks were redistributed when necessary, and additional support was provided to ensure completion of key work such as questionnaires, slide structure, and scripts. Over time, this approach improved participation and confidence across the team.
This experience highlighted the importance of communication, adaptability, and managing group dynamics effectively, particularly in preventing imbalance from affecting project quality.

[bookmark: _Toc229309581]Team Member Evaluation
[bookmark: _Toc229309582]Sharise (5/5) 
Sharise contributed strongly to design and wireframes, producing consistent high-quality work and effectively incorporating feedback.
[bookmark: _Toc229309583]Ryan (5/5) 
Ryan provided leadership, structure, task allocation, and ensured deadlines and missing elements were addressed.
[bookmark: _Toc229309584]Max (5/5) 
Max contributed heavily to technical development, including frontend/backend work and prototype delivery, and remained engaged throughout all stages.
[bookmark: _Toc229309585]Jamie (4/5) 
Jamie contributed reliably to user stories and ERD work, producing quality output despite reduced availability due to personal commitments.
[bookmark: _Toc229309586]Jacob (3/5) 
Jacob contributed inconsistently, with limited engagement in earlier stages, though he remained respectful and improved participation in later stages with a lot of one-to-one support and encouragement from the rest of the team.

[bookmark: _Toc229309587]Evaluation of the Solution
SideKick was an innovative concept addressing medication non-adherence through gamification and behavioural design. Key strengths included user engagement features such as points, progression systems, and avatar customisation, as well as a simple and accessible interface compared to existing medication apps.
The proposal for NHS integration also improved realism and scalability. However, one limitation included reliance on self-reported adherence, meaning users could falsely confirm medication intake. As well as full future NHS integration requiring regulatory approval, secure systems, and significant technical development.
Lastly, long-term testing would be required to assess whether gamification meaningfully improves adherence behaviour over time.

[bookmark: _Toc229309588]Risk Factors Encountered 
	Risk Factor
	Potential Impact
	Mitigation / Response

	Uneven workload distribution within the team
	Increased pressure on some members and potential delays near deadlines
	Tasks were redistributed where necessary and regular communication ensured progress was maintained.

	Time management and scheduling issues
	Reduced efficiency in meetings and slower feedback cycles
	Work was coordinated through messaging and weekly meetings, with tasks allocated flexibly around availability.

	Presentation confidence and anxiety
	Reduced confidence during delivery and communication of ideas
	Team members supported each other through preparation, scripting, and rehearsal prior to presentations.

	Technical reliability of prototype
	Bugs or issues during demonstration could reduce perceived quality of the system
	The prototype was tested in advance where possible, and backup explanations were prepared if issues occurred.

	Handling sensitive health data
	Risk of GDPR non-compliance or data privacy concerns
	The system was designed to store data locally on the user’s device rather than external cloud storage.

	Gamification misuse (false adherence reporting)
	Users may falsely confirm medication to gain rewards
	Gamification was designed to encourage engagement rather than high-stakes rewards, reducing incentive for misuse.

	Suitability of gamification for all users
	May be less effective for users with mental health or cognitive difficulties
	Further user testing and accessibility evaluation would be required in future development.

	Dependence on NHS integration
	Regulatory and technical barriers could delay or prevent integration
	NHS integration was treated as a future enhancement rather than core functionality.



[bookmark: _Toc229309589]Conclusion
The SideKick project provided valuable experience in designing a healthcare-focused digital solution. It improved my understanding of system design, ethical considerations, and NHS integration pathways, while also strengthening my teamwork and communication skills. Although the solution has limitations, particularly around self-reporting and long-term gamification effectiveness, the project demonstrated the potential of behavioural design in supporting medication adherence. Overall, it highlighted the importance of collaboration, adaptability, and critical evaluation in developing digital health solutions.
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