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PROBLEM

Lack of an easily accessible learning tool
for the students to practice grammar in an interactive way. 

The current process does not allow professors to track 

the students’ progress and gain insights, 

which will help them to better plan lessons based on the 

needs of the students.



SOLUTION

To develop an application that will suggest categories 
for students based on in-game diagnostic tests. 

The application will make grammar practices interactive, 

through the challenge element, where students can 

play against each other. 



SOLUTION

Professors will be able to see the performance of 

their sections and the progress of each student
from their administrator portal.



MARKET RESEARCH

Application Accessibility Features Interactive Price

Desktop
iOS

Recommend videos and 
examples based on what 
users have learnt

Self-practice $8 

iOS Only have nine mini-games 
to aid user learn English 
words

Self-practice 
and game (with 
computer only)

$4.99

Desktop
Android

Spaced Repetition Software 
(SRS) that help users to 
review words

Self-practice $5.99

iOS
Android

Personalised training 
program to improve speaking 
abilities and memory.

Self-Practice Free



VALUE PROPOSITION

Professors can use

questions that cater to

the needs of the

students choosing the

categories that SMU

students tend to be

weaker in.

We have all gone through

PWR, and personally 

believe that this application

will help the students to

learn grammar in a 

non-conventional yet

effective way. This project

also allow us to contribute

back to the school.

Provide an avenue for

professors to gain insights

on the topics/areas that

the students are weaker

at, through the analysis 

of the student’s 

performance.

Customizable1 2 3Personal Insights
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PERSONA – IVAN

Ivan is a 20-year old SMU Year 1 student. He is a diligent student who works hard, 

and does his best to learn and achieve academically.  He is taking the Programme in 

Writing and Reasoning (PWR) module, whereby he has to take a grammar quiz 
before recess week. With only 4 weeks to practice for this quiz, Ivan is determined to 

practice and improve his grammar.  

Being a tech-savvy person, Ivan finds it tedious to download and print individual 

grammar practice worksheets, and carry it around. He is also worried as he may not 

have time to consult his professor after completing the worksheets. He wishes that 

his preparation for this quiz will be a less manual and time-consuming process.



SCENARIO 1

Professor Sumathi starts her PWR class. In view of the upcoming grammar 
quiz, she introduces the Power Grammar application to the students.

She instructs the students to login to the application using their 
SMU ID, and a default password.

Ivan logged in to the application using his laptop. He was prompted 
to change his password.

Professor Sumathi encourages the students to update their profile 
pictures. Ivan views his profile, and changes his display picture.

Professor Sumathi tells the students to close the application as she wants 
to continue with her lesson. Therefore, Ivan logs out of the application.
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SCENARIO 2

Ivan is home, and wishes to use the Power Grammar application that 
Prof Sumathi introduced in class today.

Ivan logs into the application to view the available categories to practice.

There are 6 categories for Ivan to choose from. He decides to attempt 
the self-practice for Punctuation, as that was his weakest grammar topics.

Ivan attempts the self-practice round for the Punctuation category, 
and receives instant feedback after each question.

Ivan completes the round, and receives his score of the round. 
He decided to view his self-practice progress.
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APPLICATION DEMO



AS-IS PROCESS



TO-BE PROCESS



ARCHITECTURE & TOOLS
TECHNOLOGICAL 

TOOLS

Integrated 
Development 
Environment

Version Control 
System

Data Visualization

Datab
ase

Application Hosting

Serve
r

Front End

Back End



PROJECT SCOPE



PROJECT SCHEDULE



RISK MANAGEMENT

Risk Consequence Likelihood Impact Mitigation Strategy
Possible
increase of scale 
and scope, 
which will 
require changes 
in development.

The post-FYP 
maintenance team 
will have to edit 
the codes, to make 
the application 
accommodate the 
changes required.

High Medium Develop codes that are 
dynamic from the 
beginning. This will make 
our application easily 
scalable.



RISK MANAGEMENT

Risk Consequence Likelihood Impact Mitigation Strategy
Post-live 
support of 
application not 
determined. 

Post-FYP, the 
clients may not 
be equipped to 
continue using 
the application, 
and to build on it.

Low High Raised the issue to the 
client. Clients are currently 
in touch with IITS, to discuss 
post-FYP support of the 
application. 



RISK MANAGEMENT

Risk Consequence Likelihood Impact Mitigation Strategy
Misalignment 
between team 
and clients on 
project 
progress, and 
potential 
requirement 
changes.

Drastic changes 
proposed by client 
due to lack of 
information flow 
on project 
progress, from the 
team to the 
clients.

Medium Medium Arrange regular meetings 
with the clients, to update 
them on the progress and 
to get regular feedback. 
This helps us to ensure that 
we are on the right track, in 
line with the client’s needs.



X-FACTOR – MID TERM

Garner 80 students 
to use the Power Grammar 

application to practice 
grammar.

At least 
64 out of the 80 

students to find the application 
more useful than the 

conventional hardcopy 
assignments.



X-FACTOR – FINALS

Achieve 160 students 
to use the Power Grammar 

application.

Gain an average 
satisfaction rating of at least 

4 out of 5 
from the students that used 

the application. 



LEARNING OUTCOMES

Weijing

I wish to challenge myself, and strengthen my coding skills 
and logical thinking. I want to be able to deliver an application 
with a well thought logical flow and structure. My main aim is 

to set the foundations of this application right such that the 
clients will be able to continue using this application in the 

long run. I also hope that this experience will be a fruitful one, 
learning from one another and supporting one another.

Taking up FYP is a learning platform to hone my project 
management skills, allowing me to gain experience in 
handling real-world projects. Together with my team, 
I hope that we would learn the importance of translating 
business needs into deliverables that would meet the 
client’s expectations.



LEARNING OUTCOMES

Despite the steep learning curve, it did not prevent me 
from wanting to explore and learn more about the coding 
world. I would like to further enhance my coding skills so 
that I can complete and deliver an application which would 
serve my client's needs in the future. I hope that this 
journey would be a memorable and fun one for everyone.

I hope that through this FYP, our team will be able to 
deliver a project that meets the expectation of our client 

and students who will be using our application. Though it is 
our first time undertaking such project, I hope our project 

will also be sustainable to benefit future students.



LEARNING OUTCOMES

I hope to better my skills in front end design - UI/UX and 
ensure that users' experience are efficient and smooth as 
possible once our application goes live.

I had always been fascinated by the User Interface of mobile 
and web applications which sparked my interest to learn 

them. I hope that through FYP, I will be able to expand my 
knowledge on front-end development, provide an ideal user 

experience and learn new technologies from my teammates.



THANK YOU


