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                                                   Introduction

The purpose of this project is to design a mobile fitness app that helps people stay active and look after their health in a simple and convenient way. A lot of people struggle to stay consistent with working out, and fitness apps have become super popular because they allow users to train whenever they want and at their own pace. The idea behind this app is to give users personalised workout plans, nutrition suggestions, progress tracking, and reminders, all in one place. This app will be made for both IOS and android so it can reach as many users as possible.


The target audience for this app is adults aged 18-40 who wants a straightforward tool to help them improve their fitness or support a healthier routine. The project will involve different team members such as designers, app developers, a fitness consultant, and a project manager who will keep everything organised.


This project plan explains how the whole thing will be carried out from the start to the final launch. It covers the aim of the project, the goals, what is included in the project scope, the expected outputs, the breakdown of tasks, the resources needed, and the planned timeline. Laying everything out clearly makes it easier for the team to follow the plan and deliver a polished, high-quality app that meets the needs of users.

In recent years, fitness apps have become one of the most common tools people use to manage their health. A lot of people prefer working out at home or following guided routines rather than going to the gym, especially when they have busy schedules. Mobile fitness apps make it easier for users to track their progress and stay motivated because everything is available on their phone at any time. The target age group of 18-40 was chosen because people in this range are usually the most active on their phones and more likely to use digital tools to support their lifestyle. This shows that the app has a strong chance of being useful, relevant, and appealing to the audience it is meant for. 
                      









                                         Aim, Objectives and Scope.

Aim
The main aim of this project is to build an easy-to-use mobile fitness app that helps people stay active by offering personalised exercise and nutrition features.

Objectives
1. Create a clean and simple user interface that works smoothly on both Android and IOS.

2. Develop key app features such as workout plans, nutrition tracking, and goal setting tools.

3. Test the app properly to make sure everything works well and it is user friendly.

4. Release the unalterable version of the app within a 6-month period.

5. Prepare use guides and technical documentation to support the app it launches.


Scope
The scope includes everything needed to plan, design, build, test and launch the fitness app. This means creating the layout, coding the front and the back end, setting up the database, developing the fitness content, and releasing the app on both platforms. Things like long term updates, customer support, or big marketing campaigns are not included in this project, as they would happen after launch.





                                                   Project outputs

Deliverables 
· A working mobile fitness app available on both major stores.


· Completed designs, wireframes, and screen layouts. 


· The apps backend system and user database. 


· A library of workout routines, exercise descriptions, and nutrition information.

· A finished user manual and technical documentation.


Direct results
Once the project is complete, the main results will be the release of a functional fitness app that people can downland and use daily. The app will give users personalised routines and tools to help them stay consistent with their fitness goals. Another outcome is that the team will have a structured base that can be the improved in future updates. Data gathered after the launch, such as user activity and feedback will help guide upgrades or new features.








                                                Project activities

1. Initiation. During this stage, the project manager finds who is involved, outlined the project goals, and sets the general direction. This is where the team makes sure everyone understands what the project is and what the final product should be.


2. Planning and designing. The look and structure of the app are created. The designer draws up sketches, wireframes, and app screens. The layout of the database and the data flow is also planned. Once the designs are done, the team reviews them and confirm everything before moving into development.


3. Development. This is where the app is built. Developers work on the front end (what users see) and the back end (how the app works behind the scenes) and they put together the workout screens, tracking, features, login system, and connect everything in the data base. The fitness consultant also helps add workouts and nutrition content. Throughout the development process, communication between team members is extremely important. The developers, designer, and fitness consultant all need to stay updated so they can make sure the features match the original vision of the app. If communication is poor, features might be built incorrectly, which can waste time and cause delays. Another important part of development is version control, which means saving different versions of the app so changes can be tracked safely. This helps the team avoid mistakes and makes troubleshooting easier later. Overall, the development stage is the longest part of the project because it involves turning all that planning and ideas into a real product that users can interact with. 


4. Testing. The app is tested to make sure it works properly. This includes checking for bugs, testing how fast it runs, and asking people to try it out and give feedback. Any issues found are fixed in this stage. Testing is also important because it gives a realistic idea of how users will experience the app. Sometimes features that look good during development may not function smoothly when real people try them. This stage helps the team catch problems early and make improvements before the app is released to the public.


5. Deployment. Once everything is ready, the app is given to the google play and the apple app store. The team uploads documentation and prepare the definitive version for release.





Work breakdown structure

The work breakdown structure helps break the whole project into small, clear parts so the team understands what needs to be done and in what order. It basically makes the project easier to manage, because each section is broken down into steps instead of trying to handle everything at once. Without a WBS, the project could easily become confusing or disorganised, so this structure makes it easier to track progress and make sure each task is completed properly. 

1. Initiation
1.1 Identify stakeholders
1.2 Confirm project goals
1.3 Write the project charter
1.4 Prepare the early timeline and deliverables
2. Planning and designing 
2.1 Sketch basic layout ideas
2.3 Create detailed wireframes
2.2 Finalise screen designs and colour theme 
2.4 Plan how the database will store user data 
2.5 Review and approve all designs before coding
3. Development
3.1 Front end development 
· Build the home dashboard 
· Create login and registration system
· Build the API connections
· Link the app screens to the database 
3.2 Back-end development
· Set up the database
· Create login and registration system 
· Build the API connections
· Link the app screens to the database
3.3 Content development
· Write workout routines
· Add exercise photos or icons 
· Add food suggestions and nutrition information

4. Testing
4.1 Test each feature to make sure it works properly 
4.2 Check the app’s speed and performance 
4.3 Fix any bugs or errors that show up 
4.4 Ask a small group of people to try the app and give feedback

5.Deployment 
5.1 Prepare the conclusive version of the app 
5.2 Upload the app to the Google Play Store 
5.3 Upload the app to the Apple App Store 
5.4 Add descriptions and screenshots 
5.5 Official launch and handover 

Milestones
• Design approval 
• Alpha version 
• Beta version 
• Final launch




                                                    Resources 


Personnel 
The team needs a project manager to coordinate everything and keep the project on schedule. A UI/UX designer will handle the visual designer will handle the visual layout of the app. The front-end developer will build the screen users interact with, and the back-end developer will create the systems that run behind the scenes, such as the data and the login features. A fitness consultant will create the workouts and nutrition content. A tester (QA) will try the app and report any problems. 

Tools and Materials 
To design the app, tools like Adobe XD or Figma will be used. Developers will need Android studio and Xcode to build the app for both platforms. A cloud service like Firebase or AWS is needed to store user data safely. Physical devices like smartphones and tablets are needed to test the app properly. Finally, communication tools such as as Slack or Trello help the team stay organised and keep track of the tasks. 





                                      Timeline


The whole project is planned to take around 17 weeks from start to finish. The estimated timeline is:


·  Weeks 1-2: Project initiation and early planning
·  Weeks 3-6: Creating all designs and wireframes 
·  Weeks 7-14: Developing the app (front-end, back-end, and content)
·  Weeks 15-16: Testing the app and fixing any issues 
·  Week 17: Final upload to the app stores and launch


This timeline gives each stage enough time to be completed properly without rushing. It also allows for testing and improvements before the final release. This timeline helps the team stay organised and ensures that every part of the project is complete in the right order. 




                                     Conclusion 

This project plan explains how the mobile fitness app will be created from the early planning stages to the final launch. By setting clear aims, objectives, and a realistic timeline, the team has a structured guide to follow. The plan also outlines the main tasks, the people involved, and the resources needed to deliver a successful app. When the project is completed, the app will help users stay consistent with their fitness goals by offering personalised workouts, nutrition tools, and progress tracking. Overall, this project aims to create simple, accessible, and motivating tool that supports a healthier lifestyle. 
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