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[bookmark: _Toc216958848]Introduction:
I will cover it in an overview form, evaluating my reflections and point of view regarding the project we have carried out as a group for Emerging Trends from a personal point of view.
to present a creative and innovative entrepreneurship proposal offering a solution based and being involved by emerging technologies,  to a clear problem in society and be presented in the Hackathon 2026.
The purpose of this report is to critically reflect on my contribution to the team, assess the effectiveness of our collaboration, and evaluate the technical limitations and risk factors associated with the proposed solution. The reflection also considers the skills and knowledge I developed throughout the project and their relevance to professional practice.
“Team members also elaborate on the contextual factors that, from their perspective, shaped the experience. This can include negative issues creating discomfort or positive issues eliciting contentedness, and this cognitive dissonance often triggers reflection processes” [1] (Andreas Hartmann, Joanne Vinke-de Kruijf, Ruben van Weesep, 2023)

[bookmark: _Toc216958849]My role and individual contribution:
My primary role within the team was to lead the UX and application design for Community Clean Council project. As the main person responsible for the visual aspect, and especially important because it's the tool the user will interact with, it's ultimately where the community will be in contact with our project and the main face of our application to the world. I established clear UX design goals, including fast and frictionless reporting, visible feedback for user actions, outdoor-friendly usability, and sustained community engagement. These goals guided all design decisions and ensured the solution remained user-centred throughout development. I also defined key design principles, such as simplicity, consistency, and immediate feedback, ensuring that each screen focused on a single primary action and reduced cognitive load for users on the move. A core contribution was the design of the four-step litter reporting flow, which allows users to submit a complete report in under 30 seconds through minimal interaction steps.
My responsibilities as UX/ Mobile design lead included: 
· Leading the UX and interaction design
· Defining UX design goals and principles
· Designing core user journeys and flows
· Translating user needs into interface structure
· Collaborating with team members
 My role and impact into the team work environment, “Communication between UX designers and developers is very important because each group will have different priorities, goals, and processes,” [2] (Gabriela Jurca, Theodore D. Hellmann, and Frank Maurer, 2014)
As mentioned in this report, roles can be flexible to adapt to the demands and needs of each project. In our case, we knew that our main objective wasn't the visual or marketing aspects, but the product itself: to convey pure usability and ensure the user completes their objective and sees results. As a more socially and community-oriented application, our focus was 100% on our product having real utility and that the user felt it. Therefore, the main part of my work and collaboration wasn't with marketing or graphic design, but rather working directly with Marina Munteano, responsible for Backend and Cloud, to optimize the development of each function, and with Mariana Lupu for the implementation of AI as an emerging trend.
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Team Member Ratings:
1. Alexandru Carp (team Leader): Product & Research Lead. 4/5.
Alexandru provided the main idea of the project, he correctly conveyed the main idea of ​​the project and its purpose. He was able to specify and clarify some details of the initial approach in order to create a more specific roadmap plan.
2. Marina Munteanu – Backend & Cloud Lead: 5/5
Marina stepped forward, demonstrating initiative in planning the development of the presentation and its structure.
3. Mariana Lupu – AI & QA Lead: 4/5
Proper execution of responsibilities, adapting correctly to the needs of the project, although could have participated more in project ideation and brainstorming.
4. Samanthi – Community Engagement & Marketing Lead: 4/5
Right execution of their responsibilities
5. Carlos Perdomo – UX/Design (Self-evaluation): 4/5
Good communication and commitment to the rest of the team and to the project. Regarding the final result of my role, as we decided in our first team meetings and based on research of the problems raised by users in similar products, our priority was to provide a product that offered real solutions directly and effectively. Therefore, I believe that the result achieved in my part of the project is satisfactory, meeting the main needs of the team and the points required in our internal briefing.
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In general terms, the team members have been able to take the lead and execute each part of the project with sound judgment and responsibility for each role, highlighting positively the good, fluid, and very constructive communication among the members for a satisfactory development of the final product focused on the needs of the project in all its aspects. All the leaders in the different roles have respected and complied with the roadmap set in the initial phases of the project and timelines.
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In today's visually driven, trending world, where people mostly expect to obtain a material benefit, This project's main concept is a community-based and fully functional purpose, where the strengths and greatest impact lie in users being able to see real changes and effectiveness in the environment and community within a middle period of time, meaning that it will be self-sustaining financially to help the environment and that neither party will be the manager from a financial or business point of view. Therefore, this project will not have a very strong visual or marketing component, focusing solely on the functional aspect, running the risk of not engaging the younger audience or becoming a trend.
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The future lies in creating a strong personal brand for the product. “Effective visual branding helps customers perceive a brand as trustworthy and professional, which increases engagement and loyalty”[3]. (Haynes, 2024)  Directly related to the previous point, the future improvement development plan contemplates (provided that the main expected objectives are met, covering the functional part of the project) covering more of the visual part by investing and adding more value to the visual and marketing aspects, with social media campaigns to involve the younger population.
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