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Introduction
The importance of project management in ensuring successful completion of software projects cannot be understated. Project management facilitates proper planning, organisation and control of the project activities. Successful project management allows achieving the set objectives in a given period of time, within the allocated budget and resources by satisfying the needs of the stakeholders [1].
In this report, we will present our efforts in planning and managing the creation of a mobile application called StudyWell which helps university students manage their time better and improve their wellbeing. The mobile app aims at helping its users avoid missing deadlines, become more productive and healthy by using such features as assignment planning, reminders, focus timer and mood tracking.
The report will consist of three tasks. In the first task we will talk about project planning and design. The second task will be dedicated to enterprise and innovation. Finally, the third task will cover our reflections on the project and the possible impact of the proposed solution.













Task 1 - Project Management
Q1 Project Management & Planning
StudyWell is a mobile application aimed at helping university students manage their academic commitments and enhance their wellbeing. Numerous students struggle with balancing attendance at lectures, completion of assignments, writing of exams, part-time job and personal matters. Such problems frequently lead to bad time-management, stress and failure to meet deadlines.
 
The suggested solution is creation of a mobile application which would unite functionality of an educational planner and wellbeing tracker in one application. The user would be able to plan his/her study tasks, manage deadlines of assignments, get reminders, use a Pomodoro timer for focus and log his/her mood every day. It is expected that combination of such features would not only help users be more productive but also foster healthy study habits.
 
Project scope consists of project planning, requirements analysis, interface design, prototyping, usability testing and evaluation. The project deliverables include requirements specification, wireframes of the application, functional prototype and project documentation. Some features including integration with learning systems of universities, artificial intelligence services and possibility of online payments are out of the scope of the project due to the significant extension of the development time. Defining project scope helps avoid scope creep and ensures successful project completion [1].

Technologies, Resources and Project Schedule
The application will be designed through Figma and coded through Flutter programming using Dart language. Firebase Authentication and Cloud Firestore will offer secure user management and cloud data storage respectively, whereas GitHub will manage versioning, and Trello will manage the planning of the project.
 
The time duration for completion of this project is 12-weeks schedule, beginning with project planning and requirement gathering, interface designing, prototyping and testing and documentation.

[image: ]Figure 1. Proposed project schedule for StudyWell.

Project Constraints
Some of the main constraints to the project include the availability of little time for development, lack of funds, having one developer as well as the necessity to safeguard personal information belonging to the users. The prototype will thus adhere to recognized data protection and accessibility guidelines in order to remain secure, user-friendly and feasible.
Development Method
The agile Scrum framework shall be used for the development process, since it is conducive to iterative software development and consistent user feedback. The development process shall be divided into short sprints, thus enabling feature implementation and refinement during the development process. The above strategy is meant to lower the risk involved in the project and help make changes based on user needs [4].

[image: ]Figure 2. Agile Scrum development methodology.

Q2- Project Design
Design is a key aspect of software development since it converts requirements into design in order to implement programming. Design makes it easy to identify errors during development and increases usability [5]. The StudyWell project has come up with two artifacts for design; the first one being the Requirements Specification while the other is the Application Wireframes.
Design Artefact 1 – Requirements Specification
Requirements specification specifies what application should be capable of doing and the quality criteria that it should fulfill. The functional requirements represent services offered by the application, whereas the non-functional requirements specify performance, usability and security criteria.
The core functional requirements include user registration/login, assignment creation, notifications on deadlines, a timer for focusing in Pomodoro style, mood monitoring and personal dashboard with information about future academic tasks. The non-functional requirements include security in authentication, efficient performance of the system, privacy of the data, reliability and usability of the application [3].

[image: ]Figure 3. Functional and non-functional requirements for the StudyWell application.

Design Artefact 2 - Mobile Application Wireframes
The wireframes have been created for the purpose of showing how the layout and navigation of the app is going to be before starting its development process. The wireframes that have been developed are as follows: Login Screen, Dashboard, Assignment Planner, Focus Timer, and Wellbeing Tracker.
Dashboard is an overview of approaching deadlines, students’ progress, and easy access to all features of the app. With Assignment Planner, students can add their assignments, deadlines, and priorities. Focus Timer will allow students to have productive studying sessions according to the Pomodoro method. Finally, Wellbeing Tracker will help students track their moods through the day.
By developing wireframes at the stage of the app design, it will help to identify all potential usability issues and prevent additional costs during the redesigning process [6].

[image: ]Figure 4. Proposed wireframes for the StudyWell mobile application.
The design artefacts provide a clear blueprint for development and ensure that the final prototype remains consistent with the project objectives and user requirements.

Task 2 – Enterprise
Q1. PEST and SWOT Analysis with /legal and Ethinical Considerations
Prior to starting any technological business venture, it is essential to analyse not only the external environment but also the internal strengths and weaknesses of the organization. There are two widely applied instruments for strategy planning, known as PEST analysis and SWOT analysis, which assist in defining opportunities and threats [7].
PEST Analysis
As far as Political Environment is concerned, it is very supportive due to the fact that the UK government promotes innovations in digital technologies and investments in edtech. Nevertheless, businesses have to follow certain legal requirements while collecting and processing the data of users of their applications, including the UK General Data Protection Regulation (UK GDPR) [8].
Economic Environment provides some opportunities for the business since more and more people have smartphones and there is an opportunity to develop digital education. At the same time, inflation and growing costs can influence the business's sustainability in the long term. 
Social environment is highly supportive of the project since university students use mobile applications for organising their schedule. Furthermore, there is growing concern about mental health problems of the young generation [8].
Technological environment gives an opportunity for providing reliable and cost-effective solutions using cloud computing, artificial intelligence and cross-platform mobile development. Such technologies as Flutter and Firebase can be helpful.

[image: ]      Figure 5. PEST analysis for the StudyWell start-up.
SWOT Analysis
Strengths of the business venture include:
StudyWell integrates academic and wellness support in one app, making it easy-to-use software targeted at university students. The cross-platform development will allow the app to work across platforms – both Android and iOS.
Weaknesses are lack of finances, poor branding and reliance on cloud computing technology in the initial phase of business development.
Opportunities are partnerships with universities, student unions and educational establishments. Awareness about mental well-being and e-learning will provide a lot of opportunities for future business development.
Potential threats are competition from existing productivity applications, including Microsoft To Do, Google Calendar and Notion. Changes in technology and data protection requirements will also demand continuous improvement of the software system.
[image: ]Figure 6. SWOT analysis for the StudyWell start-up.


Legal and Ethical Considerations
StudyWell shall use the personal details like name, e-mail addresses, study schedule, and wellbeing information. Thus, StudyWell needs to abide by the UK GDPR in its handling of personal data, which involves processing it legally, fairly, and securely [9].
On ethical grounds, the app must maintain the privacy of the users, give truthful notifications, and ensure inclusive design that is accessible to all types of users. The well-being information must never be disclosed to any third party unless explicitly permitted by the user.

Q2. Tech Start-up, Business Strategy and Funding 
Proposed Start-up
[image: ]Figure 7. Proposed StudyWell Technologies Ltd logo.

This is because such companies allow limited liability as well as provide room for future investment and growth of business operations. It is one of the most popular types of legal entities for technology startups in the United Kingdom [10].
Business Strategy
StudyWell is going to use a Freemium Business Model. The basic application will have no cost attached and students will be able to access its core functions like assignment planning, reminders and study timers. The premium subscription will offer extended features like progress reporting, personalized analytics, cloud backup and wellbeing.
Marketing efforts will consist of mainly digital marketing tools, which include social media promotion, partnerships with universities, student representatives and online marketing.
The application will keep evolving due to software updates, customer feedback and agile development approach.
Funding Initiatives
The initial development process will be financed by personal funds and free software tools. Some other sources for funding the business growth may include:
· Innovate Uk grants.
· Enterprise competitions at universities.
· Angel investors.
· Seed funding.
· Crowdfunding platforms such as Kickstarter.
· Technology accelerator programmes.
Diversifying the sources of financing will decrease the financial risks and support the further product development and company growth [11].

Task 3 – Project Reflection
Participating in the development of the StudyWell project provides an excellent opportunity to develop technical and professional competences as well as implement project management techniques into creating software solutions.
As one can see throughout this project, to create a successful application, one needs not only knowledge but also the ability to plan, communicate, conduct research and evaluate results constantly. Otherwise, project objectives cannot be accomplished effectively [12].
Among other skills that can be improved in this project, one may mention the improvement of technical knowledge. When developing the project, one can learn how to work with Flutter and Firebase. This knowledge will be useful when creating cross-platform applications and will be important to find a job after graduating [13]. Moreover, when designing and implementing the project, one will also be able to improve knowledge about user interface (UI) and user experience (UX). Creating wireframes, prototypes and application layout that is accessible and easy to use, one can obtain this skill [13].
In addition to technical knowledge, this project has developed some professional and transferable skills. Planning the project has improved one's organizational and time management competences since one needs to divide complex task into smaller ones. Studying academic literature has improved critical thinking and information evaluation skills, while documenting the project has improved academic writing and communication skills. Furthermore, using Agile Scrum methodology, one can see how important teamwork, improvement and positive response to user feedback are in the software development lifecycle [14].
Besides, the application can make a positive contribution to society. Students face academic pressure, stress and difficulties in achieving a proper balance between studying and life. By helping students to keep track of assignments, to organize their studying process and control their level of concentration as well as to monitor their well-being, one can contribute to students' better performance and mental health [15]. This, in turn, can be connected to increased student retention.
If the application is implemented commercially, it can also benefit universities because it will contribute to student engagement and will encourage students to learn independently. Universities can recommend this application to new students when conducting induction programmes and student support services. In further versions of the application, universities could implement integration with universities' virtual learning environments as well as personalized study recommendations while ensuring compliance with the data protection law.
Although there are many opportunities in developing this project, some risks and challenges can prevent one from succeeding. First, it may be a limitation of development time due to the completion of the project according to the academic schedule. In this case, one should carefully plan the project and set reasonable milestones and prioritize them. Another challenge that may occur is the continuous change in mobile technologies, which require developers to learn constantly and ensure compatibility of software on different platforms.
Security may represent a considerable risk. Since the application stores personal information and data regarding one's well-being, one should consider measures to protect confidential data. For example, secure authentication and communication as well as the implementation of GDPR will decrease privacy risks [16].
Another challenge for the project is competition in the market of educational technologies because many productivity applications have been created. To compete, StudyWell should combine academic organization and well-being support and constantly improve the user experience on the basis of students' feedback. Conducting usability tests and software maintenance can help with this issue.
Overall, this project demonstrates how project management, software engineering and innovation can be used to create a practical solution to a real-life educational problem. This project provides valuable experience of knowledge, technical skills and professional competence for the future career in computing industry.






Conclusion
In conclusion, this report has illustrated how project management and enterprise principles may be successfully used in the development of a mobile application – StudyWell – that will help university students improve their time management and wellbeing.
The project planning phase provided an opportunity to identify the scope of the project, suitable technologies, appropriate development approach and design artefacts which lay a solid basis for the implementation of the project.
An analysis of the enterprise revealed the prospects of StudyWell in terms of its business capabilities and its possibilities to become a technology start-up. In addition, the project reflection helped realize how beneficial the development of this application will be in terms of gaining technical and professional experience.
All in all, the development of the application is quite realistic and achievable since it involves software development and innovation along with project management principles.
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