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1. Summary 
This  project  aims to create  an immersive  mobile 
application that uses 360 video, location data and 
spatial  audio, which will  be used as a tool to en-
courage and facilitate individuals to take up walk-
ing in scenic areas. It seeks to solve issues of ac-

cessibility or motivation surrounding walking as a 
physical activity. This was chosen primarily due to 
both my love for walking, and my personal practice 
in the context of immersive media and technolo-
gies. The application will allow users to find scenic 
areas of interest within close proximity to them on 
a map, each of which will have a 360 video(s) asso-
ciated with it as a way of encouraging exploration 
of these areas in person. Users can choose to walk 
these routes using the 360 videos as guidance, or if 
accessibility issues are present, use the 360 videos 
as  an  immersive  and  virtual  alternative.  Users  at 
each  location  are  recommended  further  scenic 
walks based on other users/visitors walking history. 
Following  this,  users  can  share  their  walks  with 
other users across the platform (and linking to so-
cial  media)  and  can  generate  a  list  of  walks  and 
areas of interest to explore. A web application will 
be built utilising modern mapping technologies and 
accessible, browser-based 360 video and VR capab-
ilities to create a responsive,  engaging and enjoy-
able  experience  that  attracts  audiences  ranging 
from  inexperienced  yet  explorative  users,  to 
seasoned walkers, hikers and ramblers who would 
be willing to add this application to their existing 
exploration toolkit. The initial phase of the project 
is  intended  to  be  complete  in  3-4  months  with 
hand-picked  locations  (estimation  of  three),  with 
an aim to progressively add more.

2. Aims 

2.1 A description of the project 
and its aims

I aim to create a  mobile application that will  be 
used as a tool to encourage and facilitate individu-
als to take up walking in scenic areas. The app will 
have a three-stage approach and can be used be-
fore,  during and after the walk.  The app will  use 
360 videography and spatial audio as a way of show-
casing areas of specific scenic walking routes to the 
user on their mobile device. The user can use these 
visuals, along with other sourced information such 
as the route, estimated time to complete, difficulty, 
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etc. to decide on which walk they would wish to 
complete. During the walk, the app will use loca-
tion data and geofencing to notify the user of areas 
of interest for them to explore, again bringing up 
the  360  video  to  assist  them in  discovering  the 
area.  When  they  reach  geofenced  locations,  the 
app will also display 360 videos of other areas in the 
UK that  users  who  have  previously  been  to  the 
same location have also visited. This is only view-
able once in the geofenced area and remains on the 
user’s device once they leave. This creates a shared 
exploring  experience  and  builds  up  a  connection 
between people and places.

The secondary aim for this  app is  to allow users 
who have difficulty completing the full walk to still 
discover areas of interest on their walk, despite not 
being able to fully access them. This could also be 
beneficial for areas that are inaccessible to the gen-
eral public.

After the walk, the user can share their walk to so-
cial media platforms of their choice, with a link to 
the walk on a webpage with the 360 video content. 
Users  can  continue  viewing  other  users’  walking 
destinations that they have gathered and can plan 
their next walk.

2.2 Audience

I have identified three target audience groups who 
would benefit from the creation of the project.

The first group would be those who are influenced 
by modern app trends. Whilst the activity of walk-
ing may be the primary focus of the app, encour-
aging active walkers who have their own routines 
and mediums is not my primary focus. Individuals 
who would rarely voluntarily choose to go walking 
are my initial focus.

My secondary audience is those who have a limita-
tion(s)  to  why they  cannot  walk,  or  cannot  walk 
with ease. They may want to walk, but struggle to 
do so. This app will allow them to complete half of 
a walk whilst still being able to explore areas of in-
terest, or act as a replacement - a ‘virtual escape’ - 
to walking.

My third and final audience is current walkers who 
are open to new ideas and experiences to add to 

their  current  walking routine.  They may want  to 
discover  new walks,  or  encourage  others  around 
them to walk with them, and may use this project 
as a tool to do so.

2.3 Why I have chosen this topic

I have chosen to undertake this project primarily 
due to my love of walking. Whether it be walking 
with the family whilst on holiday, with friends in 
the local area, or walking around the block to re-
lieve the stresses of everyday life: walking is one of 
the  few  free  activities  that  I  believe  everyone 
should have the ability to do.

My personal practice in the context of immersive 
media and technologies is a constant journey - I am 
learning new ways of telling a story in ways that are 
increasingly  interactive  and  tactile.  The  use  of  a 
camera  has  always,  and  will  likely  always  be,  my 
preferred way of telling a story - I am just learning 
new platforms in which to place my footage. The 
use of 360 video, though, is an area in which I do 
have  technical  experience,  but  lack narrative  and 
purpose-driven  content.  I  was  watching  a  show 
back in February on BBC One called ‘Chris Pack-
ham: The Walk That Made Me’. It featured Chris 
walking one of  his  favourite walks in the Hamp-
shire  countryside,  reminiscing  on  his  childhood 
memories.  This  was  filmed using a  handheld 360 
camera,  but in this case,  was not interactive,  but 
the 360 field of view was used as an editing tech-
nique to allow the shot to be framed afterwards in 
post-production.  Whilst  I  am interested in  more 
interactive approaches to 360 filmmaking (allowing 
the audience to control the field of view), this pro-
gramme made me realise the strength of this type 
of  filmmaking  -  the  production  cost  is  minimal, 
there is almost no structure, yet the scenery tells 
the story.  This  is  something that  I  would like to 
replicate.

Finally, it is important to observe how people are 
consuming media,  and in the ever-rising world of 
apps, using the smartphone as a medium is an area 
that is yet to be fully explored by myself. Even aug-
mented reality (AR) apps such as Pokémon GO en-
courage walking, and whilst an obvious example, it is 
impossible to ignore the fact that this medium is 
accessible, enjoyable and effective.
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2.4 My experience in relation to 
undertaking this project

I will be producing a web-application as a basis for 
this  project.  I  have  developed  content  for  large 
screens,  for  the web and for  the blending of  the 
real and digital worlds (mixed reality), yet my exper-
ience in mobile-based development has been lim-
ited. This is not to say I am not capable of facilitat-
ing an app-based narrative though -  I  have com-
pleted a Unity demonstration on making a simple 
augmented reality app, yet this was purely a tech-
nical  exercise.  At  the  time  of  writing,  I  am cur-
rently learning Unity daily as part of another pro-
ject and becoming familiar with the software and 
its uses, and even though Unity will likely not be 
the development platform I choose to use, learning 
the fundamentals of building an application will be 
beneficial. I do already have experience coding in 
HTML,  CSS  and  some  JavaScript  (including  the 
creation of mobile-friendly webpages). These three 
fundamental  programming  and  markup  languages 
will be the core of back-end and front-end develop-
ment. With prior experience, I am confident that 
further  education  and  research  into  the  required 
platforms and resources will allow me to complete 
the  project  within  the  specified  timescale.  Asset 
creation, animation, graphic design and user inter-
face/user experience design are all elements I have 
explored in my creative journey so far and of which 
I am capable. My cinematography and camera tech-
nical skills are proficient having completed a degree 
in Media Production, and my knowledge on the op-
eration of 360 cameras and spatial audio recorders 
is progressing.

3. Background/
Literature 

3.1 Similarities between existing 
products/models

There is very little evidence of an existing product 
that directly compares to the one I aim to create. A 
Google search of ‘location-based AR’, on the other 
hand, links to dozens of the AR exploration apps 
we  are  familiar  with,  yet  a  search  for  ‘location-
based VR’ brings up locations that facilitate VR - 
such as indoor skydiving centres, racing simulations 
and internet cafes. These are examples of VR in a 
location, but much like going to the cinema to see a 
film is not anything to do with location, these ven-
ues in reality are immersive cinema experiences:

‘Location-based virtual reality (LBVR) is 
a place of business where VR devices are 

deployed, allowing users to experience VR 
by physically interacting with the 

environment in a way they cannot, in their 
own home. 

’(Mordor Intelligence, 2022)1

A product  that  was  conceptualised,  but  not  de-
veloped was ‘Sight Surfers’,  which used 360 video 
that would be gathered by its users and displayed 
content  within  the  application  on  a  map.  Users 
could  explore  ‘in  other  user’s  shoes’  (Noronha, 
Álvares and Chambel, 2012)2. However, this did not 

1 Mordor Intelligence. 2022. Global Location-based Virtual Reality 

(VR) Market | 2022 - 27 | Industry Share, Size, Growth - Mordor 

Intelligence. online Available at: <https://mordorintelligence.com/

industry-reports/location-based-virtual-reality-vr-market> Accessed 7 
March 2022.

2 Noronha, G., Álvares, C. and Chambel, T., 2012. Sharing and 

navigating 360° videos and maps in sigh surfers. Proceeding of 

the 16th International Academic MindTrek Conference on - 

MindTrek  '12,  [online]  Available  at:  <https://doi.org/
10.1145/2393132.2393189>.
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use real-time location tracking/geofencing as a me-
dium for displaying content.

Google Street View/Google Maps is another applic-
ation that somewhat relates to my area of research, 
yet does not currently utilise 360 video as a way of 
visualising  locations,  it  uses  photos  rather  than 
‘continuous  shots  from a  walker’s  perspective.  If 
one wishes to see moving views along a route, they 
must  interactively  manipulate  the  view  through 
frame-by-frame  jumping  animations,  which  is  a 
cumbersome task.’ (Sugimoto, Okubo and Aizawa, 
2020)3  Furthermore,  audio  is  not  present  in 
Google’s model, which, despite not being a consid-
erable  factor  when  targeting  new audiences  to  a 
location, is still a considerable factor in our sense of 
precedence.

This project seeks to address the identified gap in 
this area, allowing users to have increased presence 
at locations they wish to explore with real-time and 
location-based recommendations and content.

3.2 Audience


3.2.1 Use of VR and 360 video apps 
for tourism 

Audiences are already using VR and 360 video as a 
way of viewing tourist destinations and areas that 
they  wish  to  explore.  Guttentag  (2010)  suggests 
that  VR and 360 video can be  used to  plan  and 
manage destinations, in the sense of allowing de-
velopers and authorities to use it for the ‘formula-
tion of tourism policy and in the planning process’ 
as this ‘permits the creation of realistic, navigable 
VEs (virtual  environments)  that  tourism planners 
can  analyse  when  considering  possible  develop-
ments’.4

3 Sugimoto, N., Okubo, T. and Aizawa, K., 2020. Urban Movie 

Map for Walkers: Route View Synthesis using 360° Videos. Pro-

ceedings  of  the  2020  International  Conference  on  Multimedia  Re-

trieval,  [online]  Available  at:  <https://dl.acm.org/doi/pdf/
10.1145/3372278.3390707>.

4 Guttentag, D., 2010. Virtual reality: Applications and implica-
tions for tourism. Tourism Management, 31(5), pp.637-651.

Presence in a 360 VR environment proves to be ef-
fective  particularly  when  the  environment  is  not 
accessible in any other way, whether it be ‘too re-
mote, too expensive, too inhospitable, too danger-
ous,  too fragile,  or  simply  no longer  exist’  (ibid). 
Some people may feel disadvantaged by not being 
physically present in an environment; ‘for instance, 
how is VR able accurately to simulate the smell of 
ocean  spray  and  the  splash  of  seawater  on  one’s 
face as one participates in virtual surfing?’ (Cheong, 
1995 cited in Guttentag, 2010). However, my audi-
ences will either be using 360 as a way to plan their 
destinations (they will feel more physical sensation 
such as water spray when they arrive), or if provid-
ing a virtual experience is more viable, or in some 
cases the only way of accessing an environment (dis-
abled users, etc.), users might accept a virtual envir-
onment as a suitable replacement.

3.2.2 Use of location-based apps 

I would not consider my proposed model a com-
petitor  with  apps  that  use  narrative  devices  and 
‘gamification’  in  their  location-based  services. 
Every AR and geofenced game such as  Pokémon 
GO and its counterparts facilitate audiences’ exist-
ing interests  in the game and story to encourage 
continued use. My proposed application is purely a 
location-based app that encourages the exploration 
of  a  location,  alongside  the  recommendation  of 
new  locations.  Chen,  Hsiao  and  Li  (2020)5  ex-
pressed how hedonic,  utilitarian  and gratification 
factors can be used to influence the intensity for 
continued use of sports and leisure-related mobile 
apps.  It  was  concluded that  key  factors  affecting 
user satisfactions are sense of  ‘belonging,  percep-
tion  of  usefulness,  enjoyment  and  social  interac-
tion’ (ibid). Evidence of self-improvement and abil-
ities to set and meet goals are also said to provide 
pleasure and enjoyment.  This  research led to de-
cisions surrounding the overall aims of the applica-
tion  and  which  target  audiences  should  be  spe-
cified. Finally, system quality of these applications 
is said to have an impact on satisfaction, with is-
sues surrounding menu and map access, speed, reli-

5 Chen, C., Hsiao, K. and Li, W., 2020. Exploring the determin-

ants of usage continuance willingness for location-based apps: 

A case study of bicycle-based exercise apps. Journal of Retailing 

and Consumer Services,  [online] 55, p.102097. Available at: <ht-
tps://doi.org/10.1016/j.jretconser.2020.102097>.
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ability and battery usage. This prompted further re-
search into how these applications should be inter-
faced.

3.2.3 Accessibility 

(Montagud,  Orero  and  Matamala  (2020)6  discuss 
accessibility within the cultural sector in relation to 
immersive technologies such as virtual reality. They 
argue that accessibility is often implemented into 
products after technologies have matured, as well 
as the need to fulfil legal requirements. VR, which 
is comparably not yet a mainstream service, is more 
challenging  when dealing  with  accessibility  needs 
because of the sensory considerations, in addition 
to ‘capabilities, technological skills and usability as-
pects’ (ibid, p. 891). An example of an end-to-end 
platform was  showcased  to  integrate  accessibility 
features  into  virtual  reality  content.  Conclusions 
drawn from this include the following:

'considering accessibility since the early 
development of novel technologies 

contributes to more effective solutions and 
to a wider and earlier adoption, without 

handicaps for any citizen. Likewise, 
accessibility in media services must address 

the needs not only of users with specific 
sensorial disabilities, such as hearing or 

vision impairments, but also of users with 
cognitive or learning difficulties, 

newcomers, people with low literacy and 
the aged’

As outlined, my target audience includes individu-
als with accessibility needs. I must consider these 
accessibility  needs  within  the  design  and  imple-
mentation of my product to meet the requirements 
of these individuals. Similar to how Cheong (1995, 
cited in Guttentag, 2010)  questioned how we can 

6 Montagud, M., Orero, P. and Matamala, A., 2020. Culture 4 all: 

accessibility-enabled  cultural  experiences  through  immersive 

VR360  content.  Personal  and  Ubiquitous  Computing,  [online] 

24(6),  pp.887-905.  Available  at:  <https://www.proquest.com/

scholarly-journals/culture-4-all-accessibility-enabled-cultural/
docview/2473378429/se-2?accountid=12118>.

simulate the smell of ocean spray and the splash of 
seawater on one’s face in virtual reality for an or-
dinary user who not is not physically present in the 
location; how can users’ who have disability needs 
get an experience as similar as possible to someone 
who is physically present in a location?

3.3 Delivery Platform


3.3.1 Interfacing 

When using a VR headset or an AR device such as 
a phone or goggles, the browsing experience to ac-
cess content is ‘served via a two-dimensional (2D) 
paradigm’ (Anglaret, 2017)7.  A controller, touch or 
gaze (and sometimes virtual keyboards) are used in 
AR and VR to simulate a conventional mobile or 
desktop interface.

Geolocalised content, whereby content ‘relevant to 
the real or virtual location associated with the VR 
or AR environment the user is exploring’ (ibid) can 
be used as an alternative in VR. For example, a vir-
tual map or globe that a user can stand on to have 
content presented to them in a 3D surround view. 
For the purpose of a mobile application, having a 
2D paradigm for basic navigation purposes may be 
appropriate,  but  I  must  consider  making  this  as 
natural and immersive as possible (using geofenced 
areas to make content automatically appear, for ex-
ample).

3.3.2 Technologies 

The initial factor that would determine production 
is whether I would build a native mobile applica-
tion (one that ran on iOS or Android), or a web ap-
plication.  Advancements  in  web  technology  are 
bridging this gap with OpenGL advancements al-
lowing for greater control over 2D and 3D visuals. 
One of the main factors to consider is that mobile 
applications rely on constant internet access. How-
ever,  Sagara  Technology  Lab  (2019)8  highlighted 

7 Anglaret, T., 2017. Geo-Located Content in Virtual and Augmented 

Reality. Technical Disclosure Commons. (Available at: https://
www.tdcommons.org/dpubsseries/716)

8 Sagara Technology Idea Lab. 2019. Mobile Apps vs Web  -  Apps: 

Which is the Better Option? [online] Available at: <https://sagarat-
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that if  an app needs internet access to provide a 
satisfactory  user  experience  anyway,  a  web  app 
might be the preferred development choice.

4. Goals and Ob-
jectives 
As specified, the aim of this project is to create a 
mobile application that will be used as a tool to en-
courage and facilitate individuals to take up walk-
ing in scenic areas. I have identified key goals for 
this  project,  alongside  measurable  objectives  that 
will lead to the completion of these goals and spe-
cified aims.

Each goal corresponds to its numbered objective

4.1 Goals

1. Develop  a  mobile  application  that  a  user  can 

download/view  in  a  web  browser  to  view  360 
video content and listen to spatial audio content 
of scenic areas throughout the UK that are ac-
cessible by walking.

2. The app will use location-based data (GPS, etc.) 
which corresponds to specified content that the 
user can interact with whilst on the move.

3. Users who would otherwise not be able to access 
certain locations will  be able to get  a  sense of 
presence in the location, completing the parts of 
the walk they are able to do, whilst accepting the 
virtual world as a substitute for the remainder.

4. Each individual location will serve as a directory 
to  locations  that  other  users  have  visited after 
visiting the current location, creating an anony-
mous network of walkers based on location pref-
erence.

5. The  app  is  built  with  scalability  in  mind  and 
could potentially become one of the market lead-

echnology.medium.com/mobile-apps-vs-web-apps-which-is-
the-better-option-868106c88730>.

ers in physical activity, location-based adventure 
and virtual reality apps.

4.2 Objectives

1. Capture  360  video  content  in  pre-determined 

scenic  locations  that  are  accessible  via  walking 
routes. Some of these locations may be captured 
twice to get a variation in seasons, weather, how 
busy  the  location  is,  or  any  other  factors  that 
may change in that location (such as short-term 
events,  etc.)  Relevant spatial  audio will  also be 
recorded in each location. This will be embedded 
into a platform that can be accessed via a mobile 
device.

2. Location-based data will be captured and stored 
in methods that will allow it to act as a trigger 
for playback of media content when the stored 
location data matches the users current position.

3. Demonstrate  and  implement  immersive  media 
playback  methods  that  can  be  activated  on  a 
user’s device and will be accessible for all target 
audience members

4. Construct a database, likely SQLite, that enables 
the capture of users entering a geofenced loca-
tion.

5. Build a platform that allows the developer to eas-
ily and frequently add new locations to the arte-
fact and accept new users with minimal distribu-
tion.

5. Scope of work 

5.1 Deliverables

A functioning mobile web application will be pro-
duced, with a minimum of three locations/routes/
areas of interest that will provide the basis for the 
app. The project will be delivered in two methods, 
each with various options and flexibility.

1. A link will be made available to view/download 
the application on a web browser. This is depen-
dent  on  the  ability  to  account  for  hosting  re-
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quirements  and  access  within  the  timescale  of 
the assessed project. Alternatively, a file will be 
provided  that  will  allow  the  project  to  be  ac-
cessed locally in a web browser on a computer (in 
mobile-view), or by transfer to a mobile device (I 
can  assist  with  this  if  needed).  If  none  of  the 
above  methods  are  suitable,  or  if  a  backup  is 
needed, I will manually upload the app to a spare 
Android phone/tablet and physically deliver this 
device for the assessed project.

2. Due to the nature of the location-based content 
within the app, a video and photo demonstration 
will be provided. This may be in the form of an 
edited video or a live website.  Live demonstra-
tions can also be arranged.

5.2 Work to be undertaken 
(high-level)

• Capture 360 video and spatial audio content
• Capture GPS data from specified locations
• Design and implement a user interface (UI) and 

user experience (UX)
• Build and code the systems that will  act as the 

backend for the product
• Build database systems that will allow the storage 

of user information (likely just a unique, identifi-
able key) and information surrounding each loca-
tion)

• Implement all of the above into a complete pack-
age

5.3 Physical resources

• Portable,  high  quality  360  camera(s):  This 

will  be used to capture the entirety of  the 360 
video content and needs to be portable enough to 
carry for long distances.  The camera will  defin-
itely include the Insta360 One R/Insta360 One 
X2, and might include the Insta360 Pro which, 
despite being less portable, may provide a better 
visual experience for the end-user.

•  Spacial/ambisonic audio recorder and mi-
crophone: This will be used to capture relevant 
spatial  sound in the chosen locations.  This  will 
likely consist of a Zoom H3-VR field recorder.

• GPS receiver: It may be beneficial to obtain a 
dedicated  GPS  receiver  to  document  accurate 

GPS data for the locations. A free phone app may 
also suffice, but this needs to be accounted for.

• Location/travel:  This  will  be  done  by  car  or 
train, and besides the cost associated with this, 
necessary physical time will need to be spent at 
each location, along with the resources I need to 
capture media content.

6. Risks 

6.1a Difficulty in capturing location-
based content 

If I personally had difficulties in accessing a loca-
tion for  any reason to  capture  necessary  content 
that required me to be physically  present at  said 
location.

6.1b Mitigation 

Access all location as early in the process as pos-
sible, so any issues that do occur can be resolved as 
strategised  with  appropriate  alternative  (i.e.  the 
purchase of content from a third party or arranging 
appropriate replacement content).

6.2a Limitations to required know-
ledge 

Areas of this project will require specific technical, 
coding and operational knowledge. If there were a 
point in the process that I could not complete an 
aspect of the product as a consequence of not be-
ing able to obtain the correct skills.

6.2b Mitigation 

Primarily,  all  appropriate  resources  and  materials 
will be accessed early in development to obtain re-
quired skills and knowledge. Any gaps will be recti-
fied by either obtaining further access to teaching 
resources and learning materials, or the outsourcing 
of specific components, with appropriate acknow-
ledgment agreed with assessors.
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6.3a Audience disinterest 

Audience involvement may be required in aspects 
of testing and development to build a database of 
users who would use the app to gain recommenda-
tions of where to walk. The risk would be if I did 
not have enough participants willing to test this ap-
plication.

6.3b Mitigation 

Primarily,  testing  will  be  conducted  through  sur-
rounding communities, friends, classmates and col-
leagues, the majority of which match my audience 
criteria.  If  accessibility  to  these  candidates  be-
comes  an  issue,  or  the  information  provided  by 
them is incomplete or not worthy to further build-
ing the project, I will create a sample database of 
users for systems testing, and where possible, indi-
vidually carry out location-based testing.

6.4a Intensity of the project within the 
specified time 

The project aims, goals and objectives are designed 
to be intense and continuous over the duration of 
the project period, due to the excessive amount of 
research, development time and capturing of con-
tent.  A risk may be present  if  any issues  are  en-
countered that limits ability to complete aspects of 
the project.

6.4b Mitigation 

The project will be carefully time-managed to en-
sure all  aspects of the project have access to the 
correct resources, time and budget to be completed 
within the specified period. As a precaution, areas 
of the project that can be adapted, changed or re-
moved completely will be identified if the aims of 
the  project  are  expected  to  be  significantly  im-
pacted by issues in development.

7. Timetable/Mile-
stones 
The timetable for the project allows two opportun-
ities to capture 360 video and spatial audio content 
at  some of  the  locations,  both  at  a  considerable 
time apart. This will allow me to capture location 
data at different times of the year (mid-spring and 
late summer), different weather, etc. This will allow 
the  user  to  switch  between  these  times  of  year 
within the app when viewing content.

 

 

7.1 Research of locations to 
capture content

Implications of hitting this milestone: Having 
identified locations to capture content, I can begin 
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planning the logistics to physically capture the con-
tent  itself  and  prepare  equipment,  arrange  travel 
and the  dates  in  which I  will  complete  the  next 
stages of the project

Implications of missing this milestone: Access 
to locations may become unavailable or the time to 
plan them will need to be reconsidered. The cap-
turing of content will be held back or the time to 
do so may be limited. This may have to be accoun-
ted for elsewhere within the project timescale if ne-
cessary, but may impact on the time to implement 
the content itself.

7.2 Capturing 360 video con-
tent, spatial audio and relevant 
location data

Implications of hitting this milestone: Success 
of capturing the required content will allow me to 
begin designing the interface of the project and im-
plementing the captured content into the interface.

Implications of missing this milestone: Miss-
ing this  will  not impact on the start  of  the next 
milestone (interface UI/UX design) but may impact 
on the quality and standards of this milestone, due 
to having insufficient content to place within the 
UI  when  designing.  This  may  also  have  impact 
when setting up the web files further down the line, 
although temporary stock assets could be used as a 
substitute.

7.3 Interface UI/UX design

Implications of hitting this milestone: Once I 
have an understanding of the design assets required 
for the project, I can begin setting up the web pro-
ject files.  I  will  have an understanding of the re-
quired libraries, packages and assets needed, in ad-
dition to sizing of the canvas in which content will 
be placed.

Implications of missing this milestone: Gen-
eral elements of the next stage will be able to start, 
but will be limited by the non-completion of design 
assets and knowledge surrounding specific libraries 
needed.

7.4 Project Setup

Implications of  hitting this milestone:  Once 
the initial setup of the project is complete, content 
and assets can be added in the next stage of the 
process.  I will  have an understanding of how the 
navigation structure of the site will function.

Implications  of  missing  this  milestone:  The 
fundamentals  of  the infrastructure of  the project 
will not be set up, so certain aspects that are inten-
ded  to  be  implemented  after  this  stage  may  not 
function correctly/have incompatibilities until this 
stage is complete.

7.5 Adding content to project 
files and building the navigation 
structure

Implications of hitting this milestone:  Com-
pletion of this step will allow me to have the core 
fundamentals available to me to begin linking con-
tent  together  and  programming  paths  between 
areas of the application.

Implications of missing this milestone: Non-
completion may not have a significant impact on 
the next stage, as long as I account for any missing 
assets  and  create  temporary  assets  to  begin 
backend  development  with.  It  would  be  best  to 
have as much content as possible as foresight will 
be needed in this stage so that the project can suc-
ceed in its goals and aims of being functional and 
scalable. 

7.6 Heavy coding and program-
ming requirements

Implications of hitting this milestone: Initial 
testing stages can begin whilst this progress is be-
ing  undertaken and,  once  this  stage  is  complete, 
the UI/UX can be implemented further errors and 
‘bugs’ can be rectified.

Implications of  missing this  milestone:  Due 
to this being the final stage before initial testing, 
no other requirements will  be pushed back other 
than the testing itself. The project completion is a 
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fixed deadline so the implication of this stage being 
incomplete at the specified date means testing may 
be rushed, resulting in faults in the product.

7.7 Interface UI/UX and naviga-
tion testing

Implications of  hitting this milestone:  Once 
this stage is  complete and all  evident issues have 
been rectified individually, I intend to have a feed-
back cycle including some end-users.

Implications  of  missing  this  milestone: 
Whilst  this  stage  can  technically  continue  until 
project completion, missing this milestone will im-
pact  on  the  ability  to  user-test  the  product  and 
therefore further issues might remain unresolved.

7.8 Final app testing

Implications  of  hitting  this  milestone:  The 
completion of the milestone will enable me to con-
fidently submit the project for assessment, know-
ing that all major issues are resolved and, due to the 
user-testing  and  feedback  cycle,  an  evaluation  of 
the successes of this project can be drawn. Consid-
erations of the presentation of the project can be 
discussed and arranged.

Implications of  missing this  milestone:  Due 
to  the  previous  testing  stage,  if  minor  issues  are 
present  in  the  project,  the  project  completion 
could still  be  successful  (for  assessment)  and fur-
ther testing and improvement can continue. If ma-
jor issues are present, the non-completion of this 
stage before the due date may result in a non-func-
tioning product before release and extensions may 
need to be agreed.

7.9 Project completion

Implications of hitting this milestone: Hitting 
this milestone will allow me to arrange the present-
ation of the product and evaluate its successes.

Implications  of  missing  this  milestone:  The 
non-completion of this milestone is ultimately the 
partial non-completion of the project, and alternat-

ives to complete the project will  need to be con-
sidered.

8.Budget 

 
Budget with associated expenses and associated costs

9. Evaluation 
The  successes  of  this  project  will  be  evaluated 
based on the completion of the specified objectives 
that  were  highlighted  in  previous  sections,  and 
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whether these resulted in the success of the defined 
goals. For each objective and goal, a series of test-
ing will be completed, including, but not limited to:

• Beta testing: The product will be tested rigor-
ously defined by the criteria of the goals to evalu-
ate  the  successes  and  weaknesses.  This  will  be 
completed by myself and will aim to identify can-
didates  by  whom  the  application  can  also  be 
tested,  those with both similar expertise in the 
development processes of the app, and also those 
who form the target audience criteria

• User feedback: During the testing stages of the 
product, user feedback will be gathered at regular 
intervals. The success of the app after each feed-
back interaction will be determined.

The overall  successes will  ultimately be measured 
by  the  response  from  the  target  audience  and 
whether the defined aims have been met and reson-
ate with the audience. A personal reflection will be 
completed at  this  point  to  evaluate  the  response 
and to identify further areas of improvement.


