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[bookmark: _Toc61803187]Introduction and Ideation
For my project, I decided to create an educational tool for young children, mainly aged between 4 and 6. The game needs to be fun and attention-grabbing. This is a crucial need because,  if the child loses interest or is not focused on the app, they will not use it or learn from it. The app will also have to easy and safe to use as the primary users will be children. I have decided to focus on math’s however, there is the ability to expand in the future for other subjects.
[bookmark: _Toc61803188]Planning and Design
The first objective I set was to find out what the level of education is for children between ages 4 and 6, this is needed as without knowing the child's education level, I would not be able to set out appropriate questions for them to answer or solve. Making a game which is above the child's education level will cause them to struggle and make them more likely to discontinue using the app; if its too easy then they will get bored as the app is not really challenging enough, this also will not help them learn and defeats the point of the app. To overcome this I have been looking at different teaching institutions  such as WJEC and Pearson; these have the curriculum which most children in Wales use, so it is reliant to the user.
With this project there have been some unexpected limitations which I have had to adjust and work with. The main one is based on the COVID-19 Pandemic which has caused all my university to go online, this has meant that I don't have access to the usual equipment and help which I would of gotten had the university been open. The lack of university equipment and harder access to resources has meant that I have been stuck using my personal laptop for research and working. The harder access to the library means that I can no longer go around checking for books which could help with the project. Other limitations include finance which could get me better software to produce better applications, and having to have to create my project around my work commitments and other assignments. 
This project has the ability to improve and get better over time, this would be done by updating the application for new problems for the user to solve to expanding to being a better education tool for other subjects such as IT Science and English or other languages.
[bookmark: _Toc61803189]Development and Testing
For my project I decided to use Visual Studio for coding and Unity for the animating, these applications are both very useful and have a lot of different features that can help create great applications. They both are very good at teaching new skills and are used by both beginners and experts, they allow you to create something simple to something very complex. They have taught me how to create my application from scratch, these apps also make editing and improving my project easy. 
The most important feature of the project in my opinion, is the accessibility for the largest range of users, this tries to allow everyone to have access to it regardless on ability. Its nearly impossible to accommodate for everyone however, making the app as user friendly and accessible as possible is something that's important to me. I will make the app colour blind friendly and will try to accommodate for as many limitations that someone may have.
[bookmark: _Toc61803190]Reflection and Professional development
From this project I have learnt some new skills, the main one is learning the programming language C#, knowing a range of different languages is always helpful in a career in computing. These languages have the advantage to make a CV stand out when applying for jobs and, have th advance to help you understand similar languages to the ones you already know. 
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