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The Bridger Project aims to design and develop a mobile application that facilitates real-world socialising among young people, with the goal of reducing social isolation and supporting positive mental health outcomes. The project seeks to create innovative ways for young people to initiate social connections, both with friends and new acquaintances. It is well documented that young people today experience higher levels of social isolation than previous generations, influenced by factors such as government-imposed social restrictions during the COVID-19 pandemic and the widespread use of social media, which can reduce meaningful face-to-face interaction. [1] Bridger addresses this by developing a system that encourages real-world social activities, fostering connections that support mental wellness and personal growth. 
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Project Scope & Proposed Solution 
The scope of Bridger Project includes the design, development, and testing of a mobile application to help young people initiate and engage in social activities. Key features of the app include:
· Event creation and invitation system for friends and acquaintances
· AI-based suggestions for activities based on interests and availability
· Integration with maps and local venues to provide options for meetups
· Progress tracking for social engagement
The project will deliver a working prototype within the development timeline, with potential for future scaling and feature expansion. 
Technologies & Resources
Technologies:
· Mobile app development framework: Flutter or React Native
· Backend: Firebase or Node.js with MongoDB
· AI recommendation system: Python with TensorFlow/PyTorch
· UI/UX design: Figma or Adobe XD
Resources:
· Development pc and mobile testing devices
· Software licenses for design and development tools
· Cloud services for hosting backend and testing features
· Research materials on socialising behaviours and mental health [2]
Project Timeline & Schedule
The project is planned over 12 weeks and divided into four phases:
1. Planning & Research (Week 1-2): Requirement gathering, user surveys and wireframe sketches
2. Design & Prototyping (Week 3-5): UI/UX Design, interactive prototypes and initial usability testing
3. Development (Week 6-10): Frontend and backend coding, integration of AI modules and database setup
4. Testing & Refinement (Week 11-12): User testing, bug fixes and final adjustments. [3]
Gantt Chart
	Task
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	Week 3-5
	Week 6-10
	Week 11-12
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	Design & Prototyping
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	Development
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	Testing & Refinement
	
	
	
	██████



Constraints
· Limited development time (12 weeks) may restrict feature complexity
· Budget constraints for software licenses, AI tools and cloud services
· Skill gaps will require additional learning in software languages and AI integration.
Development Methodology
An Agile methodology is most suitable. Key practices:
· Two-week sprints for incremental progress and review
· Sprint review sessions to evaluate features and gather feedback
· Continuous integration for debugging and testing
· Agile allows adaptation to evolving requirements or user feedback
[4]
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Requirements Specification
· Users must create accounts and set preferences for activities
· App will suggest activities based on user profile, location and availability
· Users can RSVP, track participation and provide feedback
· Data privacy and security will comply with GDPR standards [5]
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Enterprise
Snapchat is a multimedia messaging app developed by Snap Inc., primarily targeting teens and young adults. Since its launch in 2011, Snapchat has grown into a platform known for ephemeral content, augmented reality filters and AI-driven recommendations. Its unique approach to social interaction has created both opportunities and challenges. 
A PEST analysis highlights external factors affecting Snapchat:
· Political: Compliance with GDPR and COPPA is crucial for legal operations across regions. Governments expect social platforms to moderate harmful content
· Economic: Advertising revenue is Snapchat’s primary income. Economic downturns can reduce ad spending, affecting profits. Competition with TikTok and Instagram increases pressure to innovate
· Social: Gen Z and millennials are Snapchat’s main user base. Trends like ephemeral messaging, AR filters and social storytelling enhance engagement, though mental health concerns such as anxiety and bullying are rising.
· Technological: Snapchat uses AR and AI for filters, lenses and recommendations.
SWOT Analysis:
· Strengths: Strong brand recognition, high user engagement and innovative AR features.
· Weaknesses: Limited appeal to older demographics and heavy reliance on advertising revenue
· Opportunities: Expansion into E-commerce, premium subscriptions.
· Threats: Data privacy regulations, content moderation challenges, cyberbullying and competition from other apps. 

Bridger Project
Name & Logo: Bridger – Def: A method of connecting people or ideas together. 
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Business Type: Private Limited Company (Ltd) – offers limited liability and potential for investment
Business Strategy:
· Value Proposition: A new way of facilitating real-world social connections for young people.
· Market Strategy: Focused marketing to Gen Z through Social media and TV advertising
· Revenue Streams: in-app subscriptions for premium features, event based advertising partnerships, branded experiences. 
Funding Initiatives:
· Accelerators: Innovation Accelerator Programme
· Seed Funding & Grants: Mental Health Charities
· Crowdfunding: Platforms like Kickstarter to raise early-stage funds
· Partnerships: Collaborations with local businesses to sponsor activities or feature in-app promotions.
· Angel Investors
The PEST & SWOT analysis of Snapchat highlights how tech companies must navigate legal, ethical, and market challenges while innovating continuously. Translating these insights to a start-up like Bridger allows strategic planning for competitive advantage, revenue generation, and social impact. Bridger’s focus on mental health and social engagement, combined with careful legal compliance and ethical considerations, positions the start-up for sustainable growth.
[bookmark: _Toc206419668]Reflection
The Bridger Project presents an exciting opportunity to develop a mobile application that encourages young people to engage in real-world social activities, fostering connections and supporting mental health. This project not only aligns with my academic and professional interests in software development but also offers a platform to develop new skills, create social impact, and address challenges in a structured and ethical way.

Skill Development
Through this project, I intend to develop a range of technical and professional skills. On the technical side, I will enhance my mobile app development skills using frameworks like Flutter or React Native, deepening my understanding of frontend and backend integration. Implementing an AI-based recommendation system will allow me to strengthen my knowledge of Python, TensorFlow, and machine learning algorithms to provide personalized activity suggestions. I also plan to expand my UI/UX design skills using tools like Figma or Adobe XD, ensuring the app is both intuitive and engaging.
Beyond technical abilities, the project provides opportunities to refine project management, teamwork, and problem-solving skills. Applying Agile methodology, I will plan iterative development cycles, conduct user testing, and adapt to evolving requirements. This approach promotes effective time management, task prioritization, and responsiveness to feedback—skills highly valuable in professional environments. 
Positive Societal Impact
The Bridger app has significant potential to positively impact society. Mental health challenges, particularly social isolation, are increasingly prevalent among young people [6]. By creating a platform that encourages safe, real-world social interactions, the app can reduce feelings of loneliness, promote wellbeing, and support personal development.
Moreover, the project has the potential to foster a sense of community and inclusivity. By connecting users with shared interests and enabling them to discover local events and activities, the app promotes social cohesion and encourages participation in community life. Partnerships with schools, youth organisations, and mental health charities could further amplify its social impact, ensuring the app is both safe and beneficial to young users.
Risks and Challenges
Several risks and challenges may arise during the development and implementation of Bridger. One major concern is data privacy and security, as the app will handle personal information, including user location and preferences. To mitigate this, I will ensure compliance with GDPR standards, implement secure data storage, and provide transparent privacy policies [7].
Another potential challenge is user engagement and retention. If users do not find value in the app or encounter usability issues, adoption could be low. Conducting thorough user testing and iterative design improvements will help address these issues, alongside gamification strategies and personalized activity suggestions to maintain interest.
Technical challenges may include integration of AI recommendation systems and backend reliability. To reduce risk, I will adopt best practices in software development, maintain modular and testable code, and use cloud services for scalable hosting and database management. Additionally, careful project planning and realistic timelines will help ensure timely delivery.
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In conclusion, the Bridger Project is not only a valuable learning opportunity but also a chance to create meaningful social impact. Through this project, I aim to develop a blend of technical, professional, and interpersonal skills while contributing positively to young people’s wellbeing. By proactively identifying risks, prioritising data privacy, and designing engaging, user-centred features, the project can achieve both educational and societal benefits. Overall, Bridger embodies a synthesis of innovation, ethical responsibility, and practical problem-solving, demonstrating the potential for technology to address real-world social challenges.
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