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Project 
initiation & 
Planning 
After identifying our goals and aims 
for the project, my partner and I 
created a task checklist with priorities 
(high, medium, low) to organise and 
structure the necessary tasks required 
to achieve those objectives. 

The prioritised task checklist clarified 
goals, facilitated resource allocation to 
critical tasks, enabled progress 
monitoring and team collaboration, 
ultimately boosting the chances of 
timely project completion within 
scope.
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Early
User
research  



Interview from postgraduate: Romain



User persona 1
This persona represents students who are new to the university. 
They are unfamiliar with the campus and its resources. 

Some key characteristics and needs of this persona could include:

● Feeling overwhelmed or lost in a new environment

● Seeking information about available facilities and 
resources

● Looking for ways to get involved and explore 
extracurricular opportunities

● Needing guidance on navigating the campus and finding 
relevant spaces



User persona 2
This persona represents students who are already enrolled and 
actively pursuing their studies at the university. 

Characteristics of this persona could include:

● Familiarity with the campus and basic resources

● Seeking more specialised or advanced facilities for 
projects or research

● Looking for collaborative spaces or maker spaces for 
group work or prototyping

● Needing up-to-date information on equipment availability 
and access requirements



User persona 3
This persona represents students who have
completed their undergraduate or graduate studies and may be 
pursuing further academic or professional pursuits within the 
university context.

Their needs and motivations could include:

● Seeking resources for continuing education, research or 
professional development

● Looking for opportunities to collaborate with faculty or 
industry

● Requiring access to specialised facilities or equipment for 
advanced projects or research

● Seeking networking opportunities or career resources within 
the university community
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Design Phase
During the design phase of our project we made it 
a priority to ensure the app's visual elements and 
user experience aligned cohesively with the 
university's established brand guidelines. Adhering 
to the brand guidelines allowed us to create an 
design that felt seamlessly integrated with the 
university's digital presence and reinforced the 
institution's identity. 

A key feature we incorporated into the homepage 
design was a map of the university campus. The 
map gives students a sense of where different 
innovation resources are positioned relative to 
their current location and other campus 
buildings/landmarks. 

*This was later removed from the developed app*
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Collecting data 1
We used Excel spreadsheets to input data we collected on each space, such as the name, location, 
description, and amenities offered. The spreadsheets allowed us to systematically organise and store 
the information for later review and analysis.



Collecting data 2
We then migrated the relevant data from 
Excel into Supabase, an open-source 
database. Supabase is directly 
integrated with FlutterFlow, a platform 
for building mobile and web 
applications. By moving our data into 
Supabase, we could seamlessly connect 
it to the FlutterFlow app we were 
developing, enabling us to display and 
interact with the innovation spaces 
information within our custom 
application.



Moving from figma to flutter flow 1
Converting designs from Figma to a development 
platform like Flutter Flow can be tricky at times. 
Some design elements or layouts may not have 
matches in Flutters framework and the 
customisation options in Flutter Flow might be 
limited. Mobile platforms have their design 
standards and user interface conventions that 
may not perfectly align with web or app designs. 
Implementing animations, interactions and 
responsive design requirements for screen sizes 
can add to the complexity. If you are new, to using 
Flutter or Flutter Flow there is also a learning 
curve to navigate.

Homepage:
*Figma on the left*
*FlutterFlow on the right*



Moving from figma to flutter flow 2
To tackle these challenges you might have to 
streamline or modify designs to align closely with 
Flutters features and the typical patterns of 
platforms. Delving into Flutter methods such, as 
crafting custom widgets handling animations or 
incorporating libraries can empower you to execute 
more intricate UI designs. Engaging with the 
communities of Flutter and Flutter Flow for 
solutions. Collaborating with developers can help 
bridge the divide between your vision and the 
actualised application. Ultimately some 
compromises between design choices and technical 
limitations are often unavoidable, in order to create 
an efficient mobile app based on your designs.

Option Menu/New homepage:
*Figma on the left*
*FlutterFlow on the right*



Development phase 1



Development phase 2



Development phase 3


