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PAPER

E-Spot – A Social Media and Collaboration Framework 
for Students in Albania

ABSTRACT
We know the world is heading towards the virtual side, and we must adapt to it, especially in 
academic fields. In this paper we propose to develop a social media application for students 
in Albania as a modern and responsive solution that combines cutting-edge technologies to 
create a user-friendly interface for students to engage in real-time conversations with each 
other, store and manage large amounts of data, and collaborate on various academic-related 
topics. After extensive research and market study, we have identified the shortcomings of cur-
rent e-learning applications to create the best suitable and enhanced application to solve the 
problems we are facing today. Our goal is to create a suitable and enhanced environment for 
e-learning, responding to the needs of academic community and providing a quality of teach-
ing experience virtually. We have designed a user interface that is suitable and easy to use for 
users of all computer literacy levels. The interface will enable intuitive and easy navigation 
and use of the application, which will help to create a close collaborative environment and 
support among e-learning participants. Data security and privacy will be a special priority, by 
implementing strong security protocols to protect students’ and lecturers’ personal data and 
information. This will provide a secure and reliable environment for all users of our e-learning  
application.

KEYWORDS
social media app, educational technology, student engagement, knowledge sharing, academic 
networking

1	 INTRODUCTION

Numerous elements of our life, including education, have changed due to social 
media use [1]. Students have more options to improve their educational experience 
now that they can communicate and work together in real time. However, the 
present social media platforms usually lack features that are designed with Albanian 
students’ requirements and preferences in mind.
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The widespread use of social media platforms has raised the demand for innova-
tive solutions that can enhance student collaboration communication and informa-
tion sharing as outlined in [2]. Social media has the feature of including some kind 
of online interpersonal interaction. Since then, there have been significant develop-
ments, and there is now a profusion of social networking sites designed for local, 
specialized, or global use [3].

Researchers have investigated the advantages and difficulties of using social media 
platforms in educational context [4]. They have emphasized the benefits of social 
media platforms for enabling real-time communication, collaborative learning, and 
individualized learning experiences [5] [6]. Social media can facilitate peer-to-peer 
feedback and improve the quality of student work in online courses [7]. Additionally, 
it can be an effective tool for supporting collaborative learning among secondary 
school students, particularly in the areas of content knowledge, critical thinking and 
problem-solving [8]. However, issues with privacy, diversion, and improper usage of 
social media in educational settings have also been discussed [9–10].

Several apps, such as Microsoft Teams, Google Classroom, Edu4School, and 
Github, have been successful in connecting students with their peers and lecturers 
globally. These apps have enabled students to collaborate on projects, share notes 
and resources, and communicate with their teachers easily. However, these apps are 
not exclusive to specific regions or countries. Albanian students need access to these 
platforms, which can hinder their ability to connect with their peers and lecturers.

To fill this demand, we propose “E-Spot”, a social networking and teamwork appli-
cation made for Albanian students. The prevalence of smartphones and internet use 
among Albanians has significantly increased [11]. The digital revolution has created 
new opportunities for students to connect, exchange ideas, and collaborate on aca-
demic projects. E-Spot can leverage these benefits to create a platform that supports and 
enhances student learning in the Albanian context. E-Spot aims to bridge this gap by 
providing a dedicated platform that combines social media functionalities with collab-
oration tools, creating a comprehensive ecosystem for student interaction. This appli-
cation offers many features, including personal profiles, group discussions, document 
sharing, event organization and real-time messaging. By integrating these features into 
a single platform, E-Spot intends to enhance students’ academic experience, foster col-
laboration, and facilitate knowledge sharing in Albania’s educational landscape.

To ensure the effectiveness and relevance of E-Spot, extensive research and 
development efforts have been invested in understanding the specific requirements 
and preferences of Albanian students. Focus groups, surveys, and interviews were 
conducted to gather insights on their social media usage patterns, collaboration 
needs, and expectations from such an application. The findings of this preliminary 
research have informed the design and implementation of E-Spot, making it a tai-
lored solution for the student community in Albania.

The paper is organized as follows. Section 2 presents an overview of using social 
media in academia. A comparison of different e-Learning apps is presented in 
Section 3. While in Section 4 are presented the results of a survey we conducted. Our 
proposed solution is described in Section 5 and the results are presented in Section 6.

2	 OVERVIEW

Since the outbreak of the Covid-19 pandemic, the education sector has under-
gone a significant transformation, particularly in how students communicate and 
interact. Implementing social distancing and quarantine measures has resulted in 
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the closure of schools, universities, and other educational institutions, leading to a 
rise in online learning and virtual communication.

Authors in their paper [2] have conducted a literature review to gain an in-depth 
understanding of the pedagogical role of social media in higher education institu-
tions (HEI’s) during the COVID-19 pandemic. Their findings indicate that: (1) social 
media would provide innovative solution in transition to a fully online learning; 
(2) the pedagogical process lacks effective methods which utilize social media in 
online learning; (3) most of the studies take in consideration only student perspec-
tive; (4) the mostly used method for collecting data was questionnaire.

From our literature review, the following statistical analysis aims to examine the 
impact of e-learning apps on university students, focusing on key aspects such as 
academic performance, engagement, and satisfaction. The data presented in this 
analysis is based on various studies conducted between 2010 and 2023. We have 
classified our findings based on different criteria, such as:

a)	 Adaption and Usage of E-Learning Apps. Approximately 87% of university stu-
dents reported using e-learning apps as part of their educational experience [12]. 
The number of students utilizing e-learning apps has increased by 47% over the 
past decade [13]. The authors in their paper [14] have compared the learners’ time 
spend on a computer daily before COVID-19 pandemic and after the pandemic. 
They claimed that prior to the COVID-19 outbreak, around 48% of students spent 
less than three hours per day using computers, while 28% spent less than five 
hours. The COVID-19 pandemic, on the other hand, has had a significant impact on 
how long learners spend working at a computer, with 23.7% of learners spending 
six hours, 20.4% spending eight hours, and 18.5% spending ten hours per day [14].

b)	 Student Engagement. E-learning apps significantly enhance student engage-
ment in the learning process [15]. A survey of university students revealed 
that 78% reported feeling more engaged in their coursework using e-learning 
apps [16]. According to a survey the authors took in [16] to explore students’ and 
teachers’ interest in e-learning and mobile learning, they argue that the field of 
mobile learning is expanding. Thus, virtual reality, IoT architecture and smart 
learning have great potential for mobile learning. According to the findings 
obtained in [17], students who actively participate in discussions and collabora-
tive activities facilitated by e-learning apps are 37% more likely to contribute to 
class discussions and groups participation.

c)	 Satisfaction and Learning Experience. 92% of students using e-learning 
apps reported increased satisfaction with their learning experience [18]. Authors 
in [18] have analyzed the impacts of teaching and learning the course content 
through a preferential approach to measure performance of digital communi-
cation between teachers and learners. According to their findings, learners pre-
ferred the asynchronous technique with the social media network WhatsApp 
during open and distance learning. E-learning apps provide students with a more 
personalized and adaptive learning experience, catering to their individual needs 
and preferences [19]. Students using e-learning apps are 30% more likely to feel 
motivated and inspired to learn. The study results [20] showed that students 
were satisfied with their mobile learning experience. The level of satisfaction 
indicates how mobile devices can help students learn computer programming. 
The paper [21] used descriptive analysis to explain some key features such as 
validity, applicability, and effectiveness of online courses. Their test results show 
that the online and distance courses for ICT have 88.5% average material and 
media validation and 71% practicality.
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d)	 Challenges and Concerns. While e-learning apps offer numerous benefits, 
42% of students express concerns regarding the lack of direct interaction with 
instructors [22]. Some students reported difficulties in managing their time effec-
tively and staying disciplined when utilizing e-learning apps. In their paper [23] 
authors have investigated student’s experiences and problems with online teach-
ing mentioning self-learning, financial, internet, and the need for technical assis-
tance. Technical issues and connectivity problems have been cited as challenges 
faced by 26% of students using e-learning apps [24].

However, with the shift towards virtual learning, students are missing out on 
the personal and social interactions that are an integral part of traditional learning 
environments. Some of the problems and challenges we face in online learning are:

1.	 Students are required to use multiple apps to study. This can be confus-
ing and overwhelming, especially for students who are not well-versed in using 
technology for learning. The use of multiple apps can lead to students feeling 
scattered and disorganized, which can impact their ability to concentrate and 
absorb the material effectively.

2.	 Issue of bad internet connection. Access to reliable internet connection is not 
always possible in Albania, which has made it difficult for students to attend 
online classes and complete their assignments on time. This problem is partic-
ularly acute for students living in rural areas or those who come from families 
with low incomes.

3.	 The difficulty of explaining concepts to each other properly online. 
In-person interaction allows students to engage with one other, clarify doubts 
and learn from each other’s perspectives. With online learning, these interactions 
are limited, and it is more challenging for students to receive the help they need.

4.	 Poor Social communication with other students. The lack of social interaction 
can be isolating and have a negative impact on mental health. Students thrive in an 
environment where they can collaborate, discuss ideas and interact with their peers. 
Online learning has made it difficult for students to have these valuable interactions.

5.	 The lack of an application in Albanian language. Developing an application 
in our native language would make it easier for students to interconnect with 
each other and to increase their learning performance.

As a result, there is a growing need for an application that can facilitate commu-
nication between students, allowing them to share their experiences and offer each 
other support. The application we have proposed would not only help to bridge the 
communication gap between students but also foster a sense of community and 
belonging. It could provide students with a platform to discuss academic challenges, 
share study materials, and collaborate on group projects, among other things. 
Moreover, such an application could serve as a valuable resource for students who 
are struggling with mental health issues. As the pandemic has led to increased stress 
and anxiety levels among students, having access to a support network where they 
can discuss their concerns and receive emotional support could be beneficial.

3	 COMPARISON OF E-LEARNING PLATFORMS

Market research plays a crucial role in the development and success of any 
application. It provides valuable insights into the target users, their preferences, 
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and needs, allowing developers to adapt the application accordingly. By conduct-
ing a comprehensive market research study, important details about the demo-
graphics of potential users, their specific requirements, emerging trends, and 
technological preferences can be uncovered. One of the primary objectives of 
market research is to identify both direct and indirect competition. By analysing 
similar applications already available in the market, developers can assess their 
strengths and weaknesses. This analysis helps in creating a competitive advan-
tage for the application under development. Additionally, identifying areas that 
competitors may have overlooked presents opportunities to introduce new and 
improved solutions that attract users’ attention and set the application apart from 
the competition.

Customer involvement in the product development process can lead to higher 
levels of satisfaction and product success [25]. The authors in their study [25] also 
highlighted the importance of market research in understanding customer needs 
and preferences. Another study [26] found that the use of conjoint analysis in 
market research can help companies understand how different product features 
and attributes contribute to overall customer preferences and purchase decisions. 
These studies highlight the importance of market research in product development 
and decision making, as well as the benefits of understanding customer needs and 
preferences.

The advancement of social media and collaboration apps has transformed the 
landscape of e-learning, particularly for students. These innovative platforms pro-
vide interactive and collaborative environments that not only enhance student 
engagement but also foster a sense of community, leading to improved learning out-
comes. In this article, we will explore several popular social media and collaboration 
apps targeted specifically for students in the context of e-learning.

Unfortunately, there are currently no formal and complete applications devel-
oped specifically for students in Albania. The lack of local applications for distance 
learning has led students to rely on popular global platforms such as Microsoft 
Teams or Google Classroom during the pandemic. However, these platforms are 
not the ideal solution for students in Albania due to differences in regional needs, 
cultural differences and changes in technology development. Furthermore, the lack 
of communication between students due to these global platforms is proven. Some 
students have used non-academic apps like WhatsApp to communicate with their 
peers and ask for help in understanding lessons or preparing for exams, but this is 
not an ideal solution. These platforms do not provide the full academic experience 
that is necessary for effective collaboration between students.

It is important that educational institutions, policy makers and developers in 
Albania recognize the need for localized e-learning applications that address the 
specific demands and challenges faced by Albanian students. By creating platforms 
that are tailored to the country’s cultural and technological context, students can 
benefit from a more effective and engaging learning experience, while also promot-
ing better communication and collaboration.

To help potential users make informed decisions, we have prepared a detailed 
comparison chart that highlights the various features and capabilities of our revolu-
tionary E-Spot app, as well as those of the most popular and widely used platforms 
in the market today. These platforms include Microsoft Teams, Google Classroom, 
Slack, Padlet, Edmodo, each of which has its own unique strengths and weaknesses 
that can be evaluated and compared side-by-side for optimal decision making. 
In Table 1, we made a simple comparison between E-Spot and the apps that we 
mentioned above.
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Table 1. Compare between E-Spot and other apps

Teams Classroom Edmodo Slack Padlet E-Spot

To do list

Posting

Chatting

Voice messages

Comments

Groups

Internships posts

Offers Albanian language  
interface

Interface for people with 
disabilities (deafness or blind)

Additionally, we will refer to relevant studies that highlight the positive impact of 
these apps on student performance and engagement.

–	 Edmodo: Facilitating Interactive Learning Communities
	   Edmodo is a highly regarded social learning platform designed to enable stu-

dents and teachers to interact, share resources, and collaborate within a secure 
and controlled environment. With features such as discussions, file sharing, 
quizzes, and assignments, Edmodo empowers students to actively engage with 
their coursework. As stated in [27], the authors demonstrated that students who 
used Edmodo reported higher levels of engagement and connectedness to their 
courses compared to those who did not. This underscores the positive influence 
of Edmodo in fostering an interactive learning community.

–	 Google Classroom: Streamlining Assignment Management and Collaboration
	   Google Classroom has gained widespread popularity as a comprehensive 

online learning platform that allows teachers to create, distribute, and manage 
assignments while providing seamless communication channels for students. 
By integrating with other Google apps, such as Google Drive and Google Docs, 
Google Classroom streamlines collaboration and file sharing among students. 
Studies conducted in [28] revealed that the use of Google Classroom significantly 
improved students’ test scores and promoted active learning. The platform’s intu-
itive interface and robust features make it an effective tool for enhancing student 
collaboration and simplifying assignment management.

–	 Slack: Empowering Communication and Peer Support
	   Initially designed for professional use, Slack has emerged as a valuable com-

munication and collaboration app for students and educators alike. It offers var-
ious channels and direct messaging options, enabling group discussions, project 
coordination, and peer support. Incorporating Slack into online courses has been 
shown to increase student interaction, collaboration, and overall satisfaction 
with the learning experience [29]. By leveraging the features provided by Slack, 
students can easily connect with peers, share ideas, and engage in meaningful 
discussions, fostering a collaborative learning environment.
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–	 Microsoft Teams: Building Virtual Classrooms for Enhanced Interaction
	   Microsoft Teams is a comprehensive collaboration platform that encompasses 

chat, video conferencing, file sharing, and task management features. It provides 
an immersive virtual classroom setting where students and teachers can commu-
nicate, collaborate, and organize their coursework efficiently. Research studies 
have highlighted the positive impact of Microsoft Teams on student engagement 
and communication. Authors in their paper [30] reported that students who used 
Microsoft Teams perceived higher levels of interaction, social presence, and satis-
faction with their online learning experience. Microsoft Teams offers a seamless 
integration of various communication tools, enabling effective collaboration and 
facilitating meaningful interactions between students and educators.

–	 Padlet: Stimulating Collaboration and Creativity
	   Padlet is a dynamic digital canvas that allows students and teachers to commu-

nicate by visually sharing ideas, multimedia information, and resources. It facil-
itates real-time collaboration, brainstorming, and feedback collection. Studies 
have demonstrated the positive impact of Padlet on student engagement and crit-
ical thinking skills [31]. By leveraging the features provided by Padlet, students 
can actively participate in discussions, showcase their creativity, and collaborate 
effectively with their peers.

With E-Spot application, the solution we propose, we intend to achieve the fol-
lowing objectives:

1.	 Enhance Communication and Interaction. Improve communication chan-
nels and interaction features within the e-learning application to facilitate seam-
less collaboration and engagement among students and teachers. This includes 
advanced options for group discussions, live chat, and suitable platforms for 
group work, fostering a close collaborative environment.

2.	 User-Friendly Interface. Design a user interface that is intuitive and easy to 
use, catering to users of all computer literacy levels. Enable simple navigation 
and straightforward functionality to ensure a seamless and enjoyable experience 
for all users of the application.

3.	 Data Security and Privacy. Implement robust security protocols to protect the 
personal data and information of students and teachers. Prioritize data security 
and privacy to ensure a secure and reliable environment for all users. This will 
instil confidence and trust in the application.

4.	 Consolidate Features. Address the problem of using multiple apps for study-
ing by integrating various functionalities into a single comprehensive e-learning 
application. Consolidate resources, study materials, communication tools, and 
collaborative features in one platform, reducing confusion and enhancing orga-
nization for students.

5.	 Foster Social Engagement and Support. Create a sense of community and 
belonging within the e-learning application by facilitating social engagement 
among students. Provide a platform for students to discuss academic challenges, 
share study materials, collaborate on projects, and offer support to one another. 
This will help bridge the communication gap and address the isolation experi-
enced in online learning, promoting a supportive and inclusive environment.

6.	 User friendly app for students with disabilities. Our intention is to create an 
e-learning app which deaf or blind students can use easily by.

7.	 Two language app. E-Spot will be developed in two languages Albanian 
and English.
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By achieving these objectives, E-Spot aims to provide a suitable, secure, and 
improved environment for virtual education. It seeks to enhance the teaching expe-
rience by responding to the needs of the academic community and leveraging the 
latest technological developments, ultimately creating a seamless and effective plat-
form for e-learning.

4	 SURVEY

Surveying students allowed us to gain valuable insights into the specific chal-
lenges they face and develop effective solutions to tackle them. Our survey included 
questions such as the frequency of contact with university colleagues, the need for a 
mentor, preferences for studying individually or in groups, and the platforms used 
during the COVID-19 shutdown.

We have conducted an online survey with 139 responders from different private 
and public universities in Albania. Our analysis of the survey results revealed sev-
eral important findings:

First, 72% of the students contacted their colleagues more than four times a day, 
particularly during exam periods. Second, 66% of the students felt that they needed 
a mentor to support them during their university studies. Third, 80% of the students 
shared their notes and explanations with their colleagues. Fourth, 100% of the stu-
dents preferred to study in groups, indicating a need for collaborative learning envi-
ronments. Fifth, all the students believed they could perform better if they received 
help from their university peers.

We also found that 33% of the students have contacts with other students from 
other universities in the same major, suggesting the importance of expanding their 
professional network. Additionally, during the online study period, 30% of the stu-
dents found social isolation to be a significant difficulty, while 40% found commu-
nication with other students or teachers to be challenging. Another 30% reported 
difficulty using the online platform. The students primarily used Microsoft Teams 
and WhatsApp Messenger for their online studies during the COVID-19 shutdown.

These insights provided a better understanding of the challenges faced by stu-
dents and helped us develop effective solutions to address them.

5	 E-SPOT – OUR PROPOSED SOLUTION

5.1	 System design

We did our best to guarantee that the user flow ensures smooth and easy access 
to all sections within the app, providing a seamless experience for opening and nav-
igating between different sections. We have put in a lot of effort to make sure that 
users can seamlessly open and navigate between different sections, without any 
interruptions or confusion. When designing the user flow, we focused on creating a 
clear and intuitive path for users to follow, so they can easily find what they are look-
ing for and complete tasks with minimal effort. We also considered user feedback 
and conducted extensive user testing to identify pain points and areas for improve-
ment, which allowed us to refine the flow and optimize the overall user experience. 
In addition to the user flow, we have also incorporated other design elements to 
enhance usability and accessibility. For example, we have used a consistent color 
scheme and typography throughout the app to make it easy for users to recognize 
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different sections and navigate between them. We have also made sure to use clear 
and concise language in all our text content, to ensure that users can easily under-
stand and interact with the app.

Overall, we are confident that our design approach and user flow, as shown in 
Figure 1, will provide a seamless and enjoyable experience for all users of our appli-
cation. We are committed to continuously improving and refining our design to 
ensure that our users have the best possible experience when using our app.

Fig. 1. User flow for E-Spot mobile application

5.2	 Implementation

E-Spot is a social media application that aims to connect people with similar 
interests and passions. The app has been developed using two powerful technolo-
gies, React Native and Firebase, to provide a seamless and intuitive user experience.

React Native is a robust framework that allows developers to create cross-platform 
mobile apps with JavaScript and the React.js library. With its efficient code sharing, 
component-based architecture, hot reloading, and access to native features, React 
Native offers a fast and flexible development experience for creating high-quality 
mobile apps for both iOS and Android platforms.

In addition to React Native, developers often utilize the Expo framework when 
building mobile applications. Expo is an open-source platform and a set of tools 
built on top of React native, aiming to simplify and streamline the development pro-
cess even further. Expo provides a comprehensive development environment and 
a suite of services that allow developers to create React Native apps with ease. One 
of the key benefits of Expo is its ability to eliminate the need for complex setup 
and configuration. With Expo, developers can get started quickly by utilizing a pre-
configured development environment that includes everything they need to build, 
test, and deploy their apps. By utilizing the Expo framework, developers can take 
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advantage of these features to expedite the development process and focus more on 
building the core features of their apps, rather than dealing with complex setup and 
configuration tasks.

We also used Firebase to implement our application, E-Spot. Firebase is a widely 
used mobile and web development platform provided by Google. It offers a suite 
of cloud-based services and tools that developers can seamlessly integrate into 
their React Native applications. Firebase provides a wide range of features, making 
it a popular choice for backend infrastructure and app development. Integrating 
Firebase into React Native apps is straightforward. Firebase offers a JavaScript SDK 
that is compatible with React Native projects. Developers can install the Firebase 
JavaScript SDK using npm or yarn and then follow the Firebase documentation to 
configure the required services, set up authentication methods, and access Firebase’s 
powerful features within their React Native code. In summary, Firebase provides a 
comprehensive suite of cloud-based services that can enhance React Native apps by 
offering features such as real-time data synchronization, user authentication, cloud 
storage, push notifications, analytics, and more. By integrating Firebase into React 
Native projects, developers can leverage a robust backend infrastructure and focus 
on building engaging and scalable mobile applications.

5.3	 User interface

The branding of our app is the way you present your product to your target 
audience. It includes the app’s name, logo, color scheme, messaging, and overall 
aesthetic. The branding of our app is crucial because it helps to stand out from the 
competitors and creates a memorable and recognizable identity. A strong brand 
could increase customer loyalty and trust, leading to more downloads and user 
engagement. It also helps to establish creditability and authority in your industry, 
making it easier to attract investors and partners. Ultimately, a well-crafted brand-
ing strategy can make all the difference in the success of your app. As shown in 
Figure 2, the logo of the app is inspired from the letter S and graduate cape, which 
refers to students.

Fig. 2. Logo explanation and the color palette

For instance, a good UI for mobile app should prioritize touch interactions and 
use of gestures. The design should make it easy for users to navigate the app using 
their fingers without having to rely on a mouse or a keyboard. Additionally, the UI 
should be designed with the small screen sizes of mobile devices in mind using 
appropriate font sizes, spacing, and elements sizes. Moreover, a good mobile UI 
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should be optimized for the specific operating system (OS) on which it will run. 
Different mobile operating systems, such as iOS and Android, have their own design 
languages and UI conventions. A well-designed UI for a mobile app should adhere 
to these conventions and provide a consistent experience across different devices.

In addition, a good mobile UI should be designed with the app’s purpose and 
target audience in mind. For instance, if the app is designed for young children, the 
UI should be bright and colorful with large, easy-to-tap buttons. On the other hand, 
if the app is designed for professionals, the UI should be more streamlined and min-
imalist, with a focus on functionality and efficiency.

For education apps specifically, a good UI should consider the age range of the 
intended users and their educational level. For instance, a study [32] found that edu-
cational apps for preschoolers should have simple and interactive interfaces with 
age-appropriated designs to enhance learning outcomes. On the other hand, for 
higher education students, a study [33] suggested that a well-designed UI should 
prioritize easy navigation and organization of course materials to support learning 
efficiency.

Fig. 3. UI design of the application

Overall, designing a good UI for a mobile app involves considering the unique 
characteristics and constraints of mobile devices and operating systems, as well as 
the app’s purpose and target audience. By following these principles, you can create 
a UI that provides a seamless and enjoyable experience for your users. As shown in 
Figure 3, the screens from the mobile application reflect these principles and pro-
vide an example of a well-designed UI for a mobile app.

6	 CONCLUSION

The proposed app aims to solve several problems faced by students, particularly 
in the context of online learning. One of the main challenges of online learning is 
the lack of personal and social interactions that are an integral part of traditional 
learning environments. This app provides a platform for students to communicate, 
collaborate on academic-related topics, and learn from each other, thus bridging 
the communication gap between students and fostering a sense of community and 
belonging. Another significant problem that the app solves is the issue of using mul-
tiple apps to study. The app provides an all-in-one solution for students, making it 
easier to organize and manage their academic-related data. With the app’s search 
function, integrated chat feature, and organized groups, students can connect and 
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learn from each other without using multiple apps. Furthermore, we propose add-
ing extra features, such as developing in Albanian language and implementing an 
interface to be used easily by people with disabilities.

The app provides a platform for students to discuss academic challenges, share 
study materials, and collaborate on group projects. It is crucial as students in Albania 
have expressed concerns about the difficulty of adequately explaining concepts 
to each other online. The app enables students to engage with each other, clarify 
doubts and learn from each other’s perspectives. In addition, the app also addresses 
the problem of students needing help to stay motivated and focused while learning 
online. With the app’s built-in tools such as goal setting, progress tracking, and study 
reminders, students can set achievable targets, track their progress, and stay moti-
vated. These features encourage students to take responsibility for their learning 
and stay on track to achieve their academic goals.

Overall, the proposed app provides a holistic solution to the challenges faced 
by students in Albania, particularly in the context of online learning. It promotes 
communication and collaboration among students, helps to improve access to edu-
cational resources, and fosters a sense of community and belonging, ultimately con-
tributing to improved learning outcomes and student well-being.

Finally, the app addresses the issue of poor social communication between stu-
dents, which can be isolating and harmful to mental health. By providing a plat-
form for students to collaborate, discuss ideas and interact with their peers, the 
app fosters a sense of community and belonging, which can positively impact men-
tal health.
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