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Abstract 

Quick Edu Live is a groundbreaking educational technology designed to both simplify and 

enhance the teaching and learning processes. In doing so, I aim to solve the numerous existing 

challenges, such as the overload of administrative tasks associated with creating and grading 

quizzes and assignments for educators and a significant delay in feedback provision, as well as 

inefficient, time-consuming class management and insecure maintenance of student 

information. Quick Edu Live addresses these by delegating all administrative tasks to the 

intelligent platform, providing timely detailed automated feedback for students and ensuring 

the safe storage of data. I utilize AI Gemini-1.5-Flash API and Tesseract.js Al for creating 

questionnaires and assignments and for automatic grading with AI Paper Checker. These 

devises provide a big volume of consistent, relevant assignments and instant feedback which 

greatly increases learning efficiency. I provide teachers with easy and quick class and user 

management due to our learning and teaching management system, while students use 

classroom code to participate in the course. Node JS, React JS, MongoDB and Firebase 

constitute a light, fast modern tech stack that makes our platform responsive and compatible 

with different browsers. Moreover, I provide comprehensive training for teachers in the newly 

introduced technologies, roll out the platform for all users simultaneously and created measures 

for its timely scaling. Finally, being developed via the agile approach, Quick Edu Live is a 

result of our user feedback, which makes it a perfect utility for all users.  
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Chapter 1: Introduction 
Quick Edu Live is an education platform built on artificial technology that is used to determine 

the efficiency of teaching and learning as well as creating a dynamic classroom and interactive 

session for users. The system is designed to accommodate two users: Teachers and Students. 

These user types are assigned to give certain capabilities and roles that affect how education is 

seen and increase the efficiency of its processes using the platform. Teachers on Quick Edu 

Live can create an amazing class and manage a class. They have the ability to create a new 

class, delete class and get unique class code, which is given to students to enroll in their classes. 

This enables only the students with correct class code to enter the teacher’s class. Instructors 

can also display text properly as an announcement. The system has designed two specific 

tools/classrooms for proper activity in the class.  

The first one is AI quiz generator, a tool that can automatically create a quiz, where it picks a 

predefined set of options to create a quiz like subject, date, time, quiz number, duration, total 

mark, total question, difficulty and topic. The quiz uses the Gemini-1.5-Flash API to improve 

its efficiency. It also has an auto grading system, in which immediately after submission of the 

quiz, there have a quiz print out option for better offline class.  

The second is AI assignment generator made by the same API as the first one for quick 

assignment. Note they are not yet auto graded, not only that, but the AI Paper Checker is not 

free for use as it cost $10.99 or 500 BDT through SSLZCommerce for just the teachers only. 

It also converts student question and test script into an image, based on the test script, it sends 

the possible right answer. Teachers in Quick Edu Live can also grade the students. 

The system is populated by students who enter classes using the code given to them by their 

teachers. Once a student is enrolled, they will be able to see an announcement, comment on 

them, quiz them on the assignment. It is important to take into account the students are aware 

of the submission of the quiz as seen from the instructor. Both parties can access Quick Edu 

Live website for update. They can also report any issues or give general feedback, but this will 

depend up the event. It can only login via email, password and Google by firebase. It has a 

Responsive Technology for every device with browser. The technology used on the website 

are JavaScript, React JS, Node JS and MongoDB. Only SSLZCommerce that can use the API 

features.  



 

2 
©Daffodil International University 

Chapter 2: Initial Study 
2.1 Project Proposal 

The main concept of the Project idea is to change the way people learn. While the whole world 

makes advances in science and technology’s improvements, it is quite surprising that the 

educational system has not shown significant changes for more than 50 years. The project aims 

to implement cutting-edge technologies that will revolutionize the perception of the current 

system. The Quick Edu Live project aims to bring new Artificial Intelligence practices into 

everyday classroom life. It is evident that AI technologies can significantly increase the 

effectiveness of student learning. However, it is time to bring them to another level. It is 

planned to develop an educational platform based on modern AI technologies, suggesting the 

constant interaction between the teacher and students. First and foremost, the idea is to 

automate all the ongoing processes in education. Thus, effective learning implies not only 

classes in schools or universities. It is also necessary to take time preparing assignments, 

generating and checking quizzes and assignments and eventually, tracking students’ grades and 

performance. However, the usage of AI tools might free the teacher from the continuous routine 

tasks and reprehend them for something more interesting and useful for students: contact, 

developing more unique courses, talking to them. 

The main features will include standard AI Classroom, AI Quiz Generator, AI Assignment 

Generator. Obviously, every aspect of the learning process should be improved. The latter is 

designed to check papers upon different criteria and generate grades for each student based on 

the paper. Moreover, the project will be based on a reliable Firebase Authentication system. 

The platform will also be developed using React JS due to a broad variety of features and 

capabilities. Since the platform is intended to be used by all students and teachers, it will be 

created as responsive, equally nice on tablets and smartphones. In general, the platform’s stack 

will include JavaScript, React JS, Node JS and MongoDB.  

In conclusion, to make significant changes in the current system and help to borrow distance 

between the surge of technologies’ progress. In addition, to increase the students’ interest level, 

constant feedback is necessary and the only way is to use a responsive AI tool that will 

automate all the mentioned routine processes. Such usage will soon make the whole 

educational system more developed and the relationship between the teacher and students will 

change, making the latter more effective in their studying processes. 
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2.2 Background of the Project 

Nowadays, the educational sector is changing significantly due to technology. In addition, the 

rapid shift towards online learning has highlighted how poorly set up the traditional system 

was. Under normal circumstances, the usual classroom settings forced the vocational and 

higher school teachers to do a lot of administrative work, such as creating quizzes, assignments 

and grading them. Moreover, the feedback usually comes late, which influences the learning 

process quite notably. During the COVID-19 pandemic, the situation with remote learning 

required from many schools and universities to come up with practical tools for online 

education, which created a new demand and demographic. The fact that this market expanded 

so quickly shows that there were vital features missing in the existing tools. One of the evident 

issues was the lack of interaction. The other problem that had been already existing in 

traditional settings was that teachers had to perform significant amounts of non-teaching work. 

In response to this, the idea for the Quick Edu Live platform emerged. The primary goal of the 

project is to create a highly efficient online education platform that would help teachers to 

spend more time teaching and connecting with their students by employing AI technologies. 

The AI Quiz Generator, AI Assignment Generator and AI Paper Checker together reduce 

weekly tasks of each teacher to twenty minutes. In addition to outstanding efficiency, the 

product provides an absolute positive user experience. It has responsive design so that it 

operates seamlessly everywhere. The platform has secure authentication to enable the users to 

sign in safely on any device, no matter their technical literacy level. From a more technical 

side, the selection of new technologies such as JavaScript, React JS, Node JS and MongoDB 

guarantees that the final product is reliable and most importantly, easy to scale when a growing 

number of users appear. The main concern is to provide instant feedback to every student. The 

current-methods do not ensure high levels of motivation and there is a risk that from now on, 

even when the feedback finally becomes available, the students will not accept it positively, 

analyzing their scores from the point of view of their previous experience. However, when 

one’s accomplishments are given the evaluation not long after the completion of a particular 

task, people tend to be much more positive and might use this information to continue 

improving and do better next time. 

2.3 Problem Area 

Several hurdles to effective teaching and learning processes exist in the current educational 

landscape. An administrative burden on teachers is one of the first and foremost issues. In 

traditional educational systems, teachers consume a good portion of their time creating quizzes, 
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assignments, grading exams and maintaining data records. However, they are also tasked with 

some administrative duties which draws focus away from their primary function as educators 

and engagers of students. A second very serious concern: The delayed feedback back to 

students. Typically, these high-stakes assessments are completed under conventional systems 

in which it can take days or even weeks for students to receive any feedback. This delay has an 

effect on the learning process, as feedback is needed so you understand what mistakes you are 

making and can get better sooner. It can also reduce student motivation and engagement with 

the subject, as quick feedback leads to greater interest in a topic. 

Initiated by the COVID-19 pandemic, moving to online transfer has simply compounded this 

problem. The majority of current online educational platforms only have passive and rigid 

structure, are not well interconnected to facilitate teachers-students interaction. The rapid 

change to remote learning has revealed the limitations of existing systems in delivering a 

frictionless and fun educational experience. Teachers have trouble providing online test content 

and more importantly with the management of these tests once completed; in addition to seeing 

testing scores is students' primary incentive for reading an article. 

What is more, the current systems often feature weak authentication and security protocols 

opening them up to privacy leaks even if meant for secured use. This market has never seen a 

greater urgency for their product - many educators have an immediate requirement to transition 

online and the move is being driven by necessity in most cases. 

Our objective is to solve these issues by employing sophisticated AI technologies, so I automate 

as many basic activities as possible and deliver instant feedback via Quick Edu Live. The 

platform is built to help reduce the admin load on teachers, boost student interactivity and drive 

better learning outcomes. The use of AI in Quick Edu Live is a complete package for meeting 

the existing barriers in the academic sector. It does this by engaging students with the learning 

process and giving them feedback, but most importantly, it is instantaneous. 

2.4 Possible Solution 

Quick Edu Live is a revolutionary tech platform that focuses on problematic aspects in the 

educational systems of nowadays. Powered by AI, it provides an unprecedented mixture of 

functionalities that simplify the mechanisms for educators and lighten their administrative 

loads as well as increase student engagement levels with improved efficacy in outcomes. Here 

are some of the unique solutions Quick Edu Live introduces to solve: 
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AI Quiz Generator: AI is rapidly transforming the way we create quizzes. Generates questions 

for a quiz automatically based on topic of the class and fixed parameters like Quiz Number, 

Date-Time, Duration (in minutes), Total Marks & Difficulty Level. The AI Quiz Generator 

gemini-1.5-Flash API It not only ensures consistency and accuracy but also has automatic 

grading function. Teachers receive real-time feedback with this approach which also helps in 

saving a lot of valuable time for students as well. 

AI Assignment Generator: Teachers can create assignments with instructions and the tool will 

ensure they stay on topic for a given class subject or difficulty level. Though assignments have 

to be graded, the assignment creation is heavily abbreviated with this AI Assignment 

Generator. 

Artificial Paper Checker: This is a premium feature for teachers where the images of question-

and-answer script will be converted into text using tesseract.js. The following AI Paper 

Checker takes your writing and compares the words with The Gemini-1. 5-Flash API to get the 

answer given a question. The tool grades the paper and gives responsive feedback to students, 

therefore cutting down on time educators spend with administration. 

User-friendly and Secure Platform: Quick Edu Live provides safe authorization by Firebase, 

supporting email verification (via Google Sign In), password change option. That makes it 

more secure, reliable and scalable using modern technologies such as JavaScript ReactJs 

Nodejs MongoDB to make the application responsive across devices and browsers available 

globally. 

The Quick Edu Live has a great turnaround time because it is not just an online platform but 

also the way to join an active learning community which results in increased student 

participation. Automatic grading with immediate results keeps students engaged and motivated 

by providing timely feedback. The platform also allows students to see announcements, 

provide comments on them and interact with friends fostering a collaborative learning 

environment as well. 

All in one Administration Tools: Quick Edu Live provides instructors with multiple tools that 

enable them to manage classes, monitor student enrollments and post announcements. Such 

tools are used to automate administrative work, thus facilitating faculty members in giving an 

increased focus on offering quality teaching experience and dealing with students. 
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Chapter 3: Literature Review 
3.1 Discussion on Problem Domain Based on Published Articles 

Since few decades, many researchers have studied about technology integration in education. 

This rapid evolution of AI affords instructors with new and dynamic ways to improve the 

learning process. While with the current educational landscape, several challenges continue to 

exist and are well documented and researched in academic literature. 

First, a cumbersome problem is placed upon the shoulders of teachers. Teachers reportedly use 

a substantial amount of their time doing non-teaching activities such as preparing quizzes, 

lessons and examinations (Skaalvik & Skaalvik, 2018) [1]. This can ultimately cause teacher 

burnout and reduce job satisfaction, both of which impact the way students are taught. As 

(Darling-Hammond, 2010) [2] reminded us, lightening teachers' administrative loads can mean 

more effective teachers and better learning for students. 

This points out that feedback is an important factor. Feedback at the right time is important to 

learning for two reasons: It tells students if they are on track and shows them what failed (Hattie 

& Timperley, 2007) [3]. But in legacy educational systems, feedback often has a delay of days 

or even weeks which undermines learning and reduces student engagement. Corrective 

feedback supporting the idea of immediate informational entailment has been recommended in 

several pieces of literature dating back to before works on automatization began (Shute, 2008) 

[4]. 

This already frail line is being broken even more with the advent of online learning in view to 

COVID-19. Most schools and universities were not ready to continue teaching with online 

educational tools, so it was a difficult period. Study also stated that the sudden shift to online 

learning was found to increase stress and anxiety among teachers as well as students (Besser, 

Zeigler-Hill & Flett, 2020) [5].  

3.2 Discussion on Problem Solutions Based on Published Articles 

The use of AI and other advanced technologies has also been proposed to provide some 

solutions with respect to the challenges in this arena. The literature reveals ideas and thoughts 

as to how these solutions may contribute toward an even more efficient higher educational 

processes. One potential remedy is the power of AI to automate administrative tasks. AI-

enabled tools can cut down the time it takes for teachers to create quizzes, assignments and 

grading significantly.  
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For example, AI models could create questions for a quiz based on specified parameters or 

grade quizzes without human intervention (Chen, Xie & Hwang, 2018) [6]. This automation 

saves time and also makes the assessment process more consistent as well as accurate.  

A second strategy is introducing real-time feedback mechanisms. With AI and machine 

learning algorithm, immediate feedbacks can be given to the students helping them understand 

their errors thereby improving a lot more. Studies show that timely feedback is associated with 

improved student learning performance and participation (Wang, 2019) [7]. Intelligent tutoring 

systems leveraging technologies like natural language processing (NLP) and computer vision 

are rapidly emerging to provide personalized feedback tailored for the individual students (Nye, 

2015) [8]. The move to online learning has also driven the creation of interactivity and 

edutainment oriented educational tools. 

3.3 Comparison of Leading Solutions 

AI Quiz Generators 

Best Features: Currently lacks automated grading, requiring manual evaluation by teachers. 

May face challenges in generating assignments for diverse subjects. 

Limitations: Question generation effectiveness heavily relies on the AI accuracy That 

dependence massively reduces versatility. 

AI Assignment Generators 

Best Features: Automates the process to streamline address assignment creation. 

Limitations: Missing Automated Grading - Teachers have to check answers manually. There 

may be difficulties in producing tasks for different topics. 

AI Paper Checkers 

Best Features: Grades Automatically grades images of answer-scrapes to text and creates the 

right response. Saves teachers of critical hours they might have spent marking papers. 

Limitations: Some of the handwriting was hard to read so I had poor results in image-to-text 

conversion. Only for question types that can be autoscored 

Interactive Online Learning Tools 

Best Features: Enables classroom and announcements. 
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Limitations: Depends on stable internet and tech infrastructure Learning curve: May struggle 

to keep thousands of online students engaged. 

3.4 Recommended Approach 

Based on the literature review, the recommended approach for Quick Edu Live is to integrate 

a combination of AI-powered tools and interactive online learning features.: 

AI-Powered Tools for Administrative Automation  

Use AI Quiz Generators and AI Assignment generators for automatic assessment-generation 

These tools help save time that is used in an administrative way by teachers and at the same 

time maintain consistency, relevance of quizzes as well maintaining originality while giving 

assignments. 

Real-Time Feedback Mechanisms 

Incorporate automatic grading features to provide instant feedback to students. This will 

enhance the learning process by helping students understand their mistakes and improve their 

performance in real time. 

Interactive and Engaging Online Learning Tools 

Develop virtual classrooms and discussion forums to support interaction between teachers and 

students. Adaptive learning platforms can be used to personalize the learning experience based 

on individual student needs. 
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Chapter 4: Methodology (DSDM) 
4.1 What to Use 

The Dynamic Systems Development Method (DSDM) will be used for Quick Edu Live 

development. DSDM is an agile project delivery framework that emphasizes on iterative 

development, user feedback and delivering working modules incrementally. Created to be 

scalable and flexible, it is well suited for very complex projects that need frequent changes in 

development or new features according to the user length. 

Core Components of DSDM 

Feasibility and Business Study: Concept validation and business discovery phase. 

Functional Model Iteration: Prototype development to test user requirements and system 

functionality. 

Design and Build Iteration: Build the system components incrementally based on feedback of 

users. 

Implementation: Final Product Deployment and transitioning the product to User Domain. 

Key Principles of DSDM 

Active User Involvement: Frequently involving users in the development process to make sure 

that their needs and feedback are implemented. 

Empowered Teams: Teams have the authority to decide working, open and responding 

development environment. 

Frequent Delivery of Products: Early Delivery of Valuable Functional Components with 

Frequent Updates to Improve the end product. 

Fitness for Business Purpose: Verifying the business requirements are satisfied and realize 

value from what developed. 

Iterative and Incremental Development: Developing the system in bite-sized parts for tweaking 

and refining on a regular basis 
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4.2 Why to Use 

Quick Edu Live chose DSDM for its additional flexibility, user-centered approach and iterative 

nature. All of these align well with project goals and the rapidly changing nature of educational 

technology development. 

Advantages of Using DSDM 

User-Centric Development: Active user participation provides a good understanding of what 

the users are expecting from the system and facilitates better acceptance rates. 

Risk Management: This enables the team to recognize and counter were links at an early stage 

of development by splitting projects into smaller pieces. 

Enhanced Collaboration: The cross-functional nature of DSDM encourages the collaboration 

between developers as users ensuring all perspectives are accommodated for. 

Quality Assurance: Testing and validation should be done at intervals throughout the 

development process to keep quality high and avoid big surprises in a final product. 

Application to Quick Edu Live 

User Involvement: Throughout the production process, teachers and students also will be 

integrated into development through testing of prototypes. 

Iterative Development: The platform will launch over iterations, with each iteration delivering 

capabilities such as the AI Quiz Generator and AI Assignment Generator. 

Frequent Delivery: It enables us to deliver working parts of the system from your core 

functionality, each part adding more functions and features as higher levels in terms scope. 

Risk Mitigation: Detection of possible problems like scalability, security threats etc. will occur 

at the beginning its iterations rather than on later stages and that serves mostly as risk mitigation 

practice. 

4.3 Sections of Methodology 

The DSDM methodology will be divided into several key sections to ensure a structured and 

comprehensive approach to the development of Quick Edu Live. 

Feasibility Study 

Objective: Evaluate if the idea is feasible, determine risks and create a business case. 
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Activities: Market analysis. stakeholder interviews, risk assessment & cost benefit analysis. 

Deliverables: Business case, list of project risks, revised initial Project Plan. 

Business Study 

Objective: Get to know the business objectives and requirements, define project scope. 

Activities: Stakeholder engagement workshops, defining requirements and mapping out 

processes. 

Deliverables: Business Requirement Document, Project Scope Statement. 

Functional Model Iteration 

Objective: Developed prototypes iteratively in response to feedback from users who used 

system features. 

Activities: Prototyping, user testing and feedback 

Deliverables: Prototypes, use case feedbacks and updated requirements. 

Design and Build Iteration 

Objective: Systems components are iteratively designed and developed to increase in 

functionality based on engineering prototypes with user feedback. 

Activities: System design, code, unit test case, integration testing. 

Deliverables: Components, Design Docs and Test Reports. 

Implementation 

Objective: launch the last product begin to introduce in user environment take care of any 

handoff that need to be done. 

Activities: Go-live, training the users and setting support. 

Deliverables: APIs are imported already in production, training collateral and support 

information. 

Post-Implementation Review 

Objective: Analyze the success of your project and determine any lessons learned for future 

projects. 
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Activities: Feedback gathering from the users, analysis based upon performance reviews and 

project retrospective. 

Deliverables: Lessons Learned Document, Post Implementation Review Report. 

4.4 Implementation Plans 

The implementation of Quick Edu Live will follow a structured plan based on the DSDM 

methodology. The plan will be divided into several phases, each corresponding to the sections 

of the methodology. 

Phase 1: Feasibility Study 

Timeline: 2 weeks 

Activities: Market research for an AI-based education platform and look how this idea works 

or the demand is! Conduct interviews with the major stakeholders i.e., teachers, students and 

school administrators to understand what they need and also want Conduct a risk assessment 

to recognize the probable pitfalls and prepare remediation measures.  

Deliverables: A feasibility report that discusses the viability of a project, risks identified and 

how to mitigate them. A more detailed overview of what is being undertaken, to include scope 

and timeline. 

Phase 2: Business Study 

Timeline: 3 weeks 

Activities: Facilitate workshops with both business and technology stakeholder across the 

project timeline to understand specific details on their requirements. Document current 

educational workflows and determine where I can optimize. Business Requirement Document 

(BRD)Project Scope Statement. 

Deliverables: Business requirements documentation of the desired features for Quick Edu Live. 

A detailed description of the project scope statement including what is and is not a part if the 

work to be delivered. 

Phase 3: Functional Model Iteration 

Timeline: 4 weeks 
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Activities: Develop initial prototypes of key components such as the AI Quiz Generator and 

AI Assignment Generator. Conduct user testing sessions to gather feedback on the prototypes. 

Refine the prototypes based on user feedback and update the requirements as necessary. 

Deliverables: Functional prototypes demonstrating the core features of Quick Edu Live. User 

feedback reports summarizing the insights gathered from testing sessions. Refined 

requirements document incorporating user feedback. 

Phase 4: Design and Build Iteration 

Timeline: 8 weeks 

Phase 5: Implementation 

Timeline: 2 weeks 

Activities: Develop design system components off of those finalized requirements and 

prototypes. Build components using React JS, Node JS and MongoDB technologies. Test each 

component to see if it is working as intended and can be combined without breaking. 

Deliverables: Created system components AI Quiz Generator, Assignment, Paper Checker. 

Architecture, design diagram of the system Reports of testing done on the units and during 

implementations. 

Activities: Deploy the final version of Quick Edu Live to the production environment. Conduct 

training sessions for teachers and students to ensure they understand how to use the platform. 

Set up support channels to assist users with any issues they may encounter. 

Deliverables: Deployed system accessible to all users. Training materials, including user guides 

and video tutorials. Support documentation detailing common issues and troubleshooting steps. 

Phase 6: Post-Implementation Review 

Timeline: 1 week 

Activities: Quick Edu Live Feedback from Users So that I can perform a performance 

monitoring and improvement exercise. 

Deliverables: Post-Implementation Review report on user feedback and system performance.  
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Chapter 5: Planning 
5.1 Project Plan 

Work Breakdown Structure (WBS) 

Work Plan for Quick Edu Live shall be a comprehensive work breakdown structure (WBS), so 

that all elements and deliveries are categorized, current and properly monitored. 

Task Name Duration (days) Start Date End Date 

Introduction 10 1 Jan 2024 10 Jan 2024 

Initial Study 7 11 Jan 2024 17 Jan 2024 

Literature Review 5 18 Jan 2024 22 Jan 2024 

Methodology 6 23 Jan 2024 28 Jan 2024 

Project Plan 10 29 Jan 2024 7 Feb 2024 

Feasibility Study 9 8 Feb 2024 16 Feb 2024 

Foundation 9 17 Feb 2024 25 Feb 2024 

Exploration 11 26 Feb 2024 7 Mar 2024 

Engineering 14 8 Mar 2024 21 Mar 2024 

UI/UX Development 7 22 Mar 2024 28 Mar 2024 

Development 60 1 Apr 2024 30 May 2024 

Testing 9 31 May 2024 8 Jun 2024 

Implementation 7 9 Jun 2024 15 Jun 2024 

Critical Appraisal & 
Evaluation 4 16 Jun 2024 19 Jun 2024 

Lessons Learned 5 20 Jun 2024 24 Jun 2024 

Conclusion 5 25 Jun 2024 29 Jun 2024 

Total 178   

Table 5.1: Work Breakdown Structure 
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Resource Allocation 

I need to allocate good resources for it in order to keep quick Edu Live running and on track 

with the objectives.  

Task Name Duration (days) Resource 

Introduction 10 Analyst, User 

Initial Study 7 Analyst 

Literature Review 5 Analyst, Team Leader 

Methodology 6 Analyst, Developer, Project 
Manager 

Project Plan 10 Analyst, Project Manager, 
Team Leader 

Feasibility Study 9 Analyst, Project Manager, 
Team Leader, User 

Foundation 9 Analyst, Team Leader 

Exploration 11 Analyst, Developer, Team 
Leader, Designer 

Engineering 14 Project Manager, Team 
Leader 

UI/UX Development 7 Designer, Developer, Team 
Leader, User 

Development 60 Developer, Analyst, Tester 

Testing 9 Tester, Developer, Team 
Leader, User 

Implementation 7 Project Manager, Developer, 
Tester 

Critical Appraisal & 
Evaluation 4 Analyst, Developer, User 

Lessons Learned 5 Developer, Analyst 

Conclusion 5 Analyst 

Total 178  

Table 5.2: Resource Allocation 
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Time Boxing 

An important part of DSDM is that time boxing through which it ensures the contributions 

within each phase of a project are completed on schedule. I plan out the work in iterations, that 

each lasts a fixed amount of time. 

Time Boxes Task Name Duration (days) Resource 

TB1 
Introduction 10 Analyst, User 

Initial Study 7 Analyst 

TB2 
Literature Review 5 Analyst, Team 

Leader 

Methodology 6 Analyst, Developer, 
Project Manager 

TB3 

Project Plan 10 
Analyst, Project 
Manager, Team 
Leader 

Feasibility Study 9 
Analyst, Project 
Manager, Team 
Leader, User 

Foundation 9 Analyst, Team 
Leader 

TB4 

Exploration 11 
Analyst, Developer, 
Team Leader, 
Designer 

Engineering 14 Project Manager, 
Team Leader 

UI/UX Development 7 
Designer, 
Developer, Team 
Leader, User 

TB5 Development 60 Developer, Analyst, 
Tester 

TB6 
Testing 9 Tester, Developer, 

Team Leader, User 

Implementation 7 Project Manager, 
Developer, Tester 

TB7 

Critical Appraisal & 
Evaluation 4 Analyst, Developer, 

User 

Lessons Learned 5 Developer, Analyst 

Conclusion 5 Analyst 

Total  178  

Table 5.3: Time Boxing 
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Gantt Chart 

A Gantt chart will be depicted here to show the project schedule visually. It would be a chart 

including all activities, along with their start and finish dates as well as dependencies on the 

part of responsible teams. 

 

 

 

 

 

Figure 5.1: Gantt Chart 
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5.2 Risk Management 

Risk Identification 

It is very important to identify risks that present themselves in the path of successful 

implementation and operation of Quick Edu Live. Major risks identified Major risk for this 

project: 

Technical Risks 

• Problem with AI tools Integration (Gemini-1.5-Flash API and Tesseract.js). 

• Lack of performance on high concurrent users. 

• Exposure of sensitive data. 

Operational Risks 

• Resistance from teachers and students to change. 

• Poor training and support resulting in misuse of the software 

• Resource Constraints for Development and Maintenance. 

Project Management Risks 

• The classic scope creep that results in time and cost overruns. 

• Mismatch of The Project Goals with Stakeholders Expectations 

• Unforeseen technical problems which could lead to delays in the development process. 

External Risks 

• Regulatory requirements around data security and privacy continue to evolve; 

• Competition of the market from another educational platform 

• Depends on Third-party services like cloud hosting providers. 

Risk Assessment 

Once identified, these risks need to be assessed in terms of their likelihood and potential impact 

on the project. This involves both qualitative and quantitative analysis. 

Likelihood Assessment: 

 Technical Risks: Very likely because this system is so complex. 

 Operational Risks: dependent on the effectiveness of user training programs. 

 External Risks: Unlikely but high impact if they do happen. 
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 Security Risks: It is almost sure to happen due the rise in cyber security threats. 

 Performance Risks: This is likely to happen if given enough room for the system to scale 

and load management techniques. 

Impact Assessment: 

 Technical Risks: High technical failures result in a stop to progress for the project. 

 Operational Risks: Medium with possible increase using through user training programs. 

 External Risks: Legal & regulatory changes in force, with high impact 

 Security Risks: Severe reputation impact and loss of trust among clients as a result from 

data breaches. 

 Performance Risks: Critical, user experience and system availability. 

Risk Action Plan 

In order to reduce these identified risks, a complete action plan is established: 

Technical Risks 

• The full integration of AI tools will be achievable after proper testing and prototyping. 

• Improve the platform for performance and scalability plus More. 

• Adopt security controls such as encryption and constantly monitor data. 

Operational Risks 

• Develop teachers training programs and student training program in totality. 

• Keep up the support and resources as people transition to you through those platforms. 

• Assign extra resources to stress development phases. 

Project Management Risks 

• Work with stakeholders to define project scope and objectives 

• Employing practices like agile project management to control scope and order tasks 

• Prepare buffer time and resources for unexpected tech problems. 

External Risks 

• Track regulatory changes and update the platform to adapt. 

• Track the market trends and employ strategies to remain ahead. 

• Create backup plans for 3rd party service outages. 
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Steps Taken for Possible Risks 

Regular Risk Reviews 

• Arrange Regular Risk Review Meetings to Track and Re-Evaluate the Risks. 

• Regularly revising the risk management plan according to new data and project 

advancement. 

Performance Monitoring 

• Put monitor tools in place to measure performance and early detection of issues. 

• Do performance testing and optimization regularly. 

Training and Support 

• Create and Distribute Training for All Users. 

• Create a support group that can help users immediately and solve the problems. 

5.3 Change Management 

Factors That Might Cause Change 

The Quick Edu Live project can be transformed for a number of reasons: 

User Feedback: User feedback will also inform bug fixes and feature requests. 

Technological Advancements: New features can be added by the latest tools and technology. 

Regulatory Changes: Movements on data protection and privacy law could see the platform 

amended. 

Market Dynamics: Competitive pressure and market trends require changes to remain 

competitive. 

DSDM Atern Welcomes Change 

DSDM Atern fundamentally accepts change as a healthy project development characteristic. 

Key principles include: 

Iterative Development: Iteratively construct the platform and check in with reviews of 

capabilities based on feedback and changing requirements. 

Active User Involvement: Obtain feedback from users at every stage of the development to 

ensure you are on track. 
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Empowered Teams: Enable developers to take action and make changes fast, so they can keep 

the project moving. 

Change Workshop 

Perform Change Workshop to Evaluate & Plan for Changes: 

Workshop Objectives 

• Exam the effect of proposed changes on project 

• Decide to make the most value for least effort changes. 

• Create an implementation plan for approved changes. 

Participants: Key stakeholders, project managers, development team and user representatives. 

Outcomes: A ranked list of changes and detailed implementation plans with follow-up metrics. 

Changes That Are Allowed 

Only the ones that falls within scope of the project objectives providing significant business 

value are allowed. Examples include: 

User-Requested Features: Deliver user stories for functionality that improves features and 

overall end-user experience. 

Performance Enhancements: Enhance the performance and scalability of platform by feed-back 

from users, performance audits. 

Regulatory Compliance: Modify platform to comply with the recently-held data protection and 

privacy regulations. 

Key Decision Takers of Change 

Those who are included in decision making process of changes: 

Project Manager: Manages the change management process to ensure changes are aligned with 

project objectives. 

Development Team: Supports technical analysis and conduct feasibility assessments for 

proposed changes. 

User Representatives: Provide ideas regarding what the user wants and requires, serving in that 

way modifying satisfies user expectations. 
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5.4 Quality Management 

Rules Applied to Maintain Quality 

High-quality standards need to be maintained which is important for the success of Quick Edu 

Live key rules include: 

Adherence to Best Practices: Adhere to best practices for software development, including 

coding standards and documentation. 

Continuous Testing: Install continuous testing right through development to identify issues as 

early as possible. 

User-Centric Design: Our website is user-focused and usable to make a good experience. 

Regular Reviews and Audits: Perform code reviews, security audits and performance tests on 

a regular basis to ensure quality. 

DSDM Atern Standard Quality Measures 

The following standard quality measures are adopted in the DSDM Atern methodology to 

deliver projects: 

Fitness for Purpose: To meet user and stakeholder requirements 

On-Time Delivery: Complete the project on time, so you will be able to deploy and start using 

them quicker 

Right First Time: Commit our work from the start to produce higher quality outputs. 

Quality Plan and Measuring Meter 

This is the quality plan where I describe how will I keep and measure the level of our code: 

Quality Objectives: Provide a secure, efficient and user-friendly platform. 

Quality Assurance Activities: Perform regular testing, code reviews and performance checks 

to uphold the quality standards. 

Quality Metrics: It's Define and monitor quality metrics for example, defects rate, user 

satisfaction scores, performance benchmarks & compliance with security standards. 

Continuous Improvement: Feedback loops and iterative development create a continuous 

improvement of the quality of the platform. 
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Chapter 6: Feasibility 
6.1 All Possible Types of Feasibility 

Feasibility analysis is a critical component in determining whether Quick Edu Live can be 

successfully developed and implemented. Various types of feasibility will be assessed to 

provide a comprehensive evaluation: 

Technical Feasibility 

 Technical Feasibility covers questions on availability of technology, tools and resources in 

building Quick Edu Live The evaluation includes: 

 Technology Stack: JavaScript, React JS, Node JS, MongoDB — Gemini-1 5-Flash API and 

Tesseract. The combination of server-side Node.js and client-side ReactJS is solid one that 

can work very well for a responsive and scalable system. 

 Development Resources: I have a lot of code that requires AI, frontend and backend 

development patterns as well database management in turn developers skilled at this are 

important. 

 Infrastructure: Scaling of servers in Firebase Hosting are fully reliable thus you have best 

performing, secure web server. 

Economic Feasibility 

 Economic Feasibility is to determine if the project can be justified in terms of each cost and 

benefits. 

 Development Costs: Like payments for development resources, software licenses, 

hardware infrastructure costs etc. 

 Operational Costs: As for after-deployment, operational costs will consist of servers 

hosting and keeping status quo as much as possible with potential overhead on maintaining 

resources. 

 Revenue Model: It is an external revenue generation for Quick Edu Live as it comes under 

premium features and while using the AI Paper Checker, you will need to make a purchase. 

Operational Feasibility 

Operational feasibility checks whether Quick Edu Live can work within the existing 

organization aspects and if end users (teachers and students) are able to use it effectively. 
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 User Acceptance: For the success of this site, it needs to be accepted by teachers and 

students may need user-friendly interfaces, responsive design and intuitive functions. 

 Training and Support: The effectiveness of platform use also depends on the level of user 

instructions, video tutorials and a quick support. 

 Scalability: As more users and data are added, the platform needs to scale appropriately so 

that performance does not degrade. 

Legal Feasibility 

Ensuring the Quick Edu Live is compliant with all relevant laws and regulations. 

 Intellectual Property: Make sure you are legally operating with third party APIs, using 

licensed and agreement technology. 

Schedule Feasibility 

 Project Timeline: It is a phased approach that breaks down the project into individual phases 

with associated deliverables and timelines. 

6.2 DSDM – Good or Not for Quick Edu Live (PAQ) 

 Project Complexity 

• High Complexity: The iterative approach of DSDM allows us to implement AI-based 

quiz generation and automated grading, with security based on federated authentication. 

 User Involvement 

• Critical User Involvement: DSDM provides feedback from teachers and students 

throughout the project that continuously aligns with user needs. 

 Requirements Uncertainty 

• Evolving Requirements: With a very stringent iterative process, DSDM can handle 

changing requirements to better create relevant and effective systems. 

 Time Constraints 

• Fixed Timeframes: DSDM mostly does time-boxing approach that keeps your project 

to stay on track and deliverables in deadlines so far. 

 Risk Management 

• High Risk: The early risk identification and mitigation practices of DSDM ensures 

significant technical as well as operational risks to be sufficiently managed. 
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Chapter 7: Foundation 
7.1 Problem Area Identification 

i. Interview 

To identify key problems for Quick Edu Live, interviews were conducted with teachers, 

students and school administrators to gather insights into current educational challenges. 

• Teachers: Worried about the time spent on creating quizzes, grading and record keeping 

looking for ways of automating these tools so you can concentrate more in teaching. 

• Students: Noted that waiting long periods for feedback on quizzes and assignments proved 

detrimental to their learning, underscored a call for feedback immediacy. 

• School Administrators: Had difficulties with ensuring standard of education over time and 

protecting large amounts data of students. 

ii. Observation 

Classroom observations: Key challenges 

• Classroom Dynamics: Teachers dedicate hours to clerical work such as taking attendance, 

creating tests and grading papers which cuts down on time spent teaching interactively. 

• Feedback Delays: Delays in feedback, students slow learning from their mistakes and 

iterations given they would have to wait till the course ends. 

• Data Management: This is a lot of work and that student data management carries deep 

concerns over privacy. 

iii. Questionnaires 

Teachers, students and administrators completed quantitative questionnaires 

• Administrative Workload: More than 30% of teachers' time is wasted on admin work, 

driving the necessity for automation tools. 

• Feedback Mechanisms: The other side of the Big Insights coin was that 70% of students 

said if feedback is late, it really alters their performance. 

• Data Security: 80% of administrators: Secure Data Management 

7.2 Specific Problem Area Identification and Description 

Based on the data collected, the following specific problem areas were identified: 
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High Administrative Workload for Teachers: Generation of tests, material submissions, 

quizzing results and grading are just a few hurdles some teachers face in another screen. It's an 

administrative nightmare. This results in less time of theirs that they can focus on teaching and 

more difficult to engagement with students. 

Delayed Feedback for Students: Manually grading results in delays of student feedback. 

Students need timely feedback for learning and the delays prevent students from 

experiencing, understanding and capitalizing on their errors to perform better at school. 

Data Security Concerns: Centrally, securely managing the huge amount of student data is a 

major challenge. The security of data is a must to keep the trust and comply with conditions 

from regulators on handling, maintaining or destroying it. 

7.3 Possible Solution 

Quick Edu Live offers a comprehensive solution to address these problem areas by integrating 

advanced AI technologies and modern web development frameworks. 

AI-Powered Administrative Tools 

 AI Quiz Generator: Enables teachers to create quizzes faster and more consistently. 

 AI Assignment Generator: Helps teachers save hours on creating assignments so they can 

spend time teaching instead. 

 AI Paper Checker: Grades automatically by scanning pictures of answer scripts into text 

and reflects correct answers according to questions. 

Real-Time Feedback Mechanisms 

 Automatic Grading: Gives students immediate feedback in order to learn from mistakes 

and perform better quicker. 

Data Management Securely  

 Firebase Authentication: Makes certain that Platform access is secure, thus safeguarding 

Users. 

 Data Encryption: Protects student information and align with the data-protection 

regulations. 

 Scalable Infrastructure: Friendly and easily-maintainable data repository with Firebase 

hosting. 
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7.4 Overall Requirement List 

The general specifications for Quick Edu Live are divided into Functional and Non-Functional 

Requirements: 

Functional Requirements 

 Users are able register / login with email, password or Google account. 

 Role management apply role-based access control to teacher and student 

 Class creation teachers can create, edit and delete classes. 

 Students can simply enroll in the class with a unique class code. 

 Teacher will be able to create quizzes using the AI Quiz Generator. 

 Teacher will be able to create assignment using the AI Assignment Generator. 

 Auto grading quiz system. 

 Teachers can post text-based announcements for their classes. 

 Students may reply to announcements 

 Users can be able to view and edit their profiles. 

 Teachers are able to print quizzes for off-line use. 

 Teachers can print the assignment for offline. 

 Class Management on which Teachers can view and share enrollment key. 

 Student Deletion: Teachers can delete students from their classes. 

 Students can measure how well they are doing on the quizzes and assignments. 

 AI Paper Checker Teachers can purchase & use this too 

 Users have the ability to report issues using the platform. 

 Users can submit comments about their experience 

Non-Functional Requirements 

 The platform has to support increasing user numbers and data: Scalability. 

 Performance Keep load times mostly to a few milliseconds and interactions immediate. 

 Put in place robust security measures to safeguard user data. 

 Data encryption at-the data within things and on the server as well as in transit. 

 Easy to use for end-users. 

 Check for compatibility on different devices and browsers. 

 Structure system should be easy to maintain and update. 

 Error message and methods to handle errors. 

 Scale integrated third-party tools and services 
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7.5 Technology to Be Implemented 

Quick Edu Live has been developed as a web-app, utilizing the following technologies: 

Language: JavaScript 

Frontend: React JS, DaisyUI (Tailwind CSS components) for responsive and modern UIs. 

Backend: Node JS, Express JS (Server-side Logic and API Development). 

Database: For flexible and scalable data storage - MongoDB. 

AI Tools: Gemini-1. 5-Flash API for AI-based quiz and assignment be built, Tesseract.js. But 

the main Tesseract.js functionality used to convert image-to-text in AI Paper Checker. 

Authentication - Firebase Auth for safe and secure login of a user. 

Hosting: Firebase Hosting that serves our app on a simple, scalable and reliable hosting 

infrastructure. 

7.6 Recommendations and Justifications 

Implement AI-Powered Tools:  

AI Quiz Generator, AI Assignment Generator and AI Paper Checker can reduce the 

administrative burden on teachers while assuring consistency & providing immediate feedback 

to students 

Focus on Security and Data Privacy:  

Secure student data and respect regulation using Firebase Authentication for users’ 

management coupled with encryption. 

Develop a User-Friendly Interface: 

Build a frontend experience with React JS and Tailwind CSS that works wonderfully across 

browsers.  
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Chapter 8: Exploration 
8.1 Old System Use Case 

The system of the past makes traditional things on paper managing classroom activities happen. 

Below is a use case scenario to illustrate the core processes and challenges of this legacy 

system: 

 

Figure 8.1: Use Case Diagram of Old System Classroom Managing 
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8.2 Activity Diagram 

The activity diagram gives a graphical representation of workflow in the old system. 

 

Figure 8.2: Activity Diagram Managing Classroom in the Old System 
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8.3 Full System Use Case 

Quick Edu Live is the new learning and management system that uses AI and modern web 

technologies to quickly automate all classroom activities. 

 

Figure 8.3: Use Case of Quick Edu Live 
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8.4 Full System Activity Diagram 

The following activity diagram represents the simplified and automated workflow in Quick 

Edu Live. 

 

Figure 8.4: QEL Teachers Full System Activity Diagram 

 

 

Figure 8.5: QEL Student Full System Activity Diagram 

  



 

33 
©Daffodil International University 

8.5 Prioritized Requirements List (PRL) MoSCoW prioritization technique:  

R.NO. Requirement Name Prioritization 

FR01 Registration and login for teachers and students Must have 

FR02 User authentication via email/password and Google Must have 

FR03 Create, manage and delete classrooms Must have 

FR04 Generate and manage AI quizzes and assignments Must have 

FR05 Post text announcements Must have 

FR06 Communicate with students via announcements Must have 

FR07 View list of enrolled students Must have 

FR08 Remove students from classes Must have 

FR09 Enroll students in classes using enrollment keys Must have 

FR10 View and manage quiz results and assignment submissions Must have 

FR11 Auto-grading for quizzes Must have 

FR12 Print quizzes for offline use Must have 

FR13 AI Paper Checker for grading assignments Must have 

FR14 Report a problem Could have 

FR15 Provide feedback Should Have 

Table 8.1: Prioritized Requirements List 
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Chapter 9: Engineering 
9.1 New System Modules 

Action User Action System Interaction 

Teachers and Student 
Registration 

Sign up for an account by 
providing necessary 
information. 

Authorize user inputs, store 
user details securely. 

Classroom Creation Teacher creates a new 
classroom. 

Validate classroom details, 
store classroom information 
securely and generate a unique 
classroom ID. 

Enrollment Key Sharing Teacher shares the enrollment 
key with students. 

Generate and provide a unique 
enrollment key for the 
classroom. 

Class Enrollment Student enrolls in a class 
using the enrollment key. 

Validate the enrollment key, 
add the student to the 
classroom and update 
classroom rosters. 

Quiz and Assignment 
Generation 

Teacher creates and generates 
AI-based quizzes and 
assignments. 

Utilize the AI engine to 
generate quizzes and 
assignments, store them 
securely and associate them 
with the classroom. 

Quiz and Assignment 
Submission 

Student submits completed 
quizzes and assignments. 

Validate submissions and store 
responses securely 

Communication 
Teacher and students 
communicate through the 
system. 

Facilitate secure announcement 
in the classroom between 
teachers and students, store 
communication logs. 

Table 9.1: Module of the System 
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9.2 Use Case 

 

Figure 9.1: Use Case of Quick Edu Live 
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9.3 Class Diagram 

 

Figure 9.2: Quick Edu Live Class Diagram 
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9.4 Entity Relationship Diagram 

 

Figure 9.3: Quick Edu Live Entity Relationship Diagram 
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9.5 Sequence Diagram 

 

Figure 9.4: Quick Edu Live Sequence Diagram 
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9.6 System Interface Design 

Interface Design of Home Page 

 

Figure 9.5: Home Page 
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Interface Design of Sign-Up Page 

 

Figure 9.6: Sign Up Page 

Interface Design of Login Page 

 

Figure 9.7: Login Page 
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Interface Design of Teachers Home Page 

 

Figure 9.8: Teachers Home Page 

Interface Design of Create Class Modal 

 

Figure 9.9: Create Class modal 

Interface Design of Teachers Home Page with a Class  

 

Figure 9.10: Teachers Home Page with a Class 
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Interface Design of Ai Classroom “Announcement” Page 

 

Figure 9.11: Ai Classroom “Announcement” Page 

Interface Design of Ai Classroom “Classwork (Quiz)” Page 

 

Figure 9.12: Ai Classroom “Classwork (Quiz)” Page 

Interface Design of Create Quiz Modal 

 
Figure 9.13: Quiz Modal 
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Interface Design of Ai Classroom “Classwork (Quiz)” Page with created quiz 

 
Figure 9.14: Ai Classroom “Classwork (Quiz)” Page with created quiz 

Interface Design of View Quiz Question Page 

 
Figure 9.15: View Quiz Question Page 

Interface Design of Print Quiz / Assignment Question 

 
Figure 9.16: Print Quiz 

Interface Design of Ai Classroom “Classwork (Assignment)” Page 

 

Figure 9.17: Ai Classroom “Classwork (Assignment)” Page 

Interface Design of Assignment Modal 

 
Figure 9.18: Assignment Modal 
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Interface Design of Ai Classroom “Classwork (Assignment)” Page with created assignment 

 
Figure 9.19: Ai Classroom “Classwork (Assignment)” Page with created assignment 

Interface Design of View Assignment Question Page 

 
Figure 9.20: View Assignment Question Page 

Interface Design of Print Assignment Question 

 
Figure 9.21: Print Assignment 

Interface Design of View Classroom People Page 

 
Figure 9.22. View Classroom People 

Interface Design of Buying Ai Paper Checker  

 
Figure 9.23: Buying Ai Paper Checker 



 

45 
©Daffodil International University 

Interface Design of SSLCOMMERZ Demo Payment Page  

 
Figure 9.24: SSLCOMMERZ Demo Payment Page 

Interface Design of Payment History Page 

 
Figure 9.25: Payment History Page 

 Interface Design of Ai Paper Checker 

 
Figure 9.26: Ai Paper Checker 

Interface Design of Ai Paper Checker Result 

 
Figure 9.27: Ai Paper Checker Result 



 

46 
©Daffodil International University 

Interface Design of Students Home Page 

 

Figure 9.28: Students Home Page 

Interface Design of Enroll Class Modal 

 

Figure 9.29: Enroll Class Modal 

Interface Design of Students Home Page with a Enroll Class  

 
Figure 9.30: Students Home Page with a Enroll Class 

Interface Design of Ai Classroom “Classwork (Undergoing Quiz)” Page 

 
Figure 9.31: Ai Classroom “Classwork (Undergoing Quiz)” Page 
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Interface Design of Performing Quiz 

 
Figure 9.32: Performing Quiz 

Interface Design of Completed Quiz 

 
Figure 9.33: Completed Quiz 

Interface Design of View Quiz Marks 

 
Figure 9.34: View Quiz Marks 

Interface Design of Ai Classroom “Classwork (Assignment)” Page 

 
Figure 9.35: Ai Classroom “Classwork (Assignment)” Page 



 

48 
©Daffodil International University 

Interface Design of Ai Classroom “Classwork (Undergoing Assignment)” Page 

 
Figure 9.36: Ai Classroom “Classwork (Undergoing Assignment)” Page 

Interface Design of Ai Classroom “Classwork (Assignment)” Submission Page 

 
Figure 9.37: Assignment Submission 

Interface Design of Ai Classroom “Classwork (Assignment)” Submission Page 

 
Figure 9.38: Assignment Submitting 

Interface Design of Ai Classroom “Classwork (Assignment)” Submitted Page 

 
Figure 9.39: Ai Classroom “Classwork (Assignment)” Submitted Page 
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Interface Design of Help Page 

 
Figure 9.40: Help Page 

Interface Design of Feedback Page 

 

Figure 9.41: Feedback Page 

Interface Design of Report a problem Page 

 

Figure 9.42: Report a Problem Page 
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Chapter 10: Deployment 
10.1 Core Module Coding Samples 

The technologies using to develop Quick Edu Live are ReactJS and Tailwind CSS components 

(DaisyUI) for the frontend and NodeJS and ExpressJS for the backend. For the database, I used 

MongoDBs. 

Registration Sample for the users 

 



 

51 
©Daffodil International University 
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Figure 10.1: Signup Code Sample 
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Create classroom Sample code for teachers 
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Figure 10.2: Create Classroom Code Sample 
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Ai Question generator Sample code for the teachers 
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Figure 10.3: Ai Quiz Generator Code Sample 

10.2 Possible Problem Breakdown 

There are several possible challenges for developing and deploying Quick Edu Live. It is 

important to identify these issues and solve them early for the predictable deployment: 

AI Technologies Used 

 Problem: Seamless Integration of AI Technologies Such as Gemini-1 5-Flash API and 

Tesseract.js can be complex. 

 Solution: Undertake Research and have prototyping with the guidance of AI experts. 

Documentation and extensive plans of testing 

Security and User Authentication 

 Problem: The security of user authentication and sensitive data 

 Solution: Firebase Authentication. 

User Experience and Interface Design 

 Problem: Provide an Interactive Interface 

 Solution: Perform user research and testing, design with React JS and Tailwind CSS, 

adhere to accessibility standards for ease of use. 
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Data Management and Privacy 

 Problem: Securely managing student data. 

 Solution: MongoDB Data protection with JWT. 

Performance Optimization 

 Problem: To guarantee a quick response time and high-performance load times. 

 Solution: Improve the code, try to access as quickly or cache if possible and measure in 

the metrics any question. 

10.3 Prioritization While Developing 

Phase 1: Core Features 

• User Authentication: Build using Firebase, Multi Role (Teacher, Student) management. 

• Class Management: Teachers make and assign classes. students join class using code. 

• Quiz/Assignment Generation: Use Gemini-1. 5- AI Generated Content Flash API. 

Phase 2: Data Management 

 Security: Use JWT. 

Phase 3: 

 User Interface and Experience Design: Build a user-friendly experience with React JS and 

Tailwind CSS to polish the design using feedback from our users. 

Phase 4: Communication 

 Real-Time Communication: Allow students to interact with teachers and make 

announcements. 

Phase 5: Improvement 

 Feedback: Keep listening to the voice of your users. 

 Testing: Standard unit, integration and UAT testing. 
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Chapter 11: Testing 

11.1 Test Plan Acceptance 

Quick Edu Live application comes a proper test plan with all targeted requirements and is in a 

working condition. Test plan acceptance takes place when all necessary stakeholders vest 

detailed test strategies, methodologies and schedules, including the project managers and 

developers’ team as well as quality assurance alone or together to approve a test. 

Testing Approach 

 Unit Testing: Each individual component is tested for its correctness. 

 Module Testing: Each module is tested in isolation. 

 Integration Testing: Coordinate modules or services to work together 

 System Testing: The distributed system is tested in its entirety 

 Acceptance Testing: Verifies the system complies to acceptance criteria defined by end 

user. 

11.2 Test Case 

Example of a test case for the user sign up/ login functionality. 

• Test Case Name: Unit Test 

• Title: Verify User sign up / Login 

• Explanation: Ensure that a sign-up user can log in with valid credentials. 

Test Steps: 

• Navigation to the sign-up page. 

• Enter a authorize email and password. 

• Click the "Sign up" button. 

• Expected Result: The user should be navigating to the system home screen. 

• Actual Result: Show the system home screen 

Unit Testing 

Unit testing verifies the working of a particular piece of module only. Below are 2-unit tests: 

1. User Registration 

• Verify that a new user can sign up with valid credentials. 

2. AI Quiz Generator 
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• Verify that the AI quiz generator function returns a quiz with the correct parameters. 

Module Testing 

Module testing involves testing of individual applications modules separately to check whether 

they are working as per the specified requirement. Some examples of module tests. 

1. Class Management 

• Verify that teachers can create and delete classes. 

2. Announcement Posting 

• Verify that teachers can post text announcements. 

Integration Testing 

Integration tests make sure that the various modules interact with each other in the proper way. 

The following are examples of integration tests: 

1. User Registration and Class Enrollment 

• Verify that a new user can register and then enroll in a class. 

2. AI Quiz Generating, live quiz and Result Checking 

• Verify that a teacher can generate a quiz and student can participant in that quiz and 

then finally can check result 

Acceptance Testing 

Acceptance testing validates the system against user requirements and ensures it meets the 

acceptance criteria set by the end users. 

Acceptance Test Steps 

1. Register a new teacher and student. 

2. Log in as the teacher and create a new class. 

3. Share the class code with the student. 

4. Log in as the student and enroll in the class using the class code. 

5. Create a quiz using the AI Quiz Generator as the teacher. 

6. Log in as the student and take the quiz. 

7. Verify that the quiz is automatically graded and feedback is provided. 

8. Post an announcement as the teacher and ensure the student can view and comment on it. 

9. Remove the student from the class as the teacher. 
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11.3 Unit Testing 

 

Figure 11.1: Unit Test 1 

 

Figure 11.2: Unit Test 2 
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11.4 Module Testing 

 

Figure 11.3: Module Test 1 

 

Figure 11.4: Module Test 2 
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11.5 Integration Testing 

 

Figure 11.5: Integration Test 1 

 

Figure 11.6: Integration Test 2 
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11.6 Acceptance Testing 

 

Figure 11.7: Acceptance Test 
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Figure 11.8: Registered a new teacher and student 
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Figure 11.10: Copying classroom code to share with students 

 

Figure 11.9: Logging as a teacher and creating a new class 
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Figure 11.11: Logging as a student and enrolling in the class using the class code 
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Figure 11.12: Creating a quiz using the AI Quiz Generator as a teacher. 
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Figure 11.13: Logging as a student and participating in the quiz. 
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 Figure 11.14: Verifying that the quiz is automatically graded and feedback is provided 
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Figure 11.15: Posting an announcement as a teacher and ensure as a student can interact 
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Figure 11.16: Removing a student from the class as a teacher 
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Chapter 12: Implementation 
12.1 Training 

Training is crucial to ensure that users are used to with the Quick Edu Live system. Once fully 

functional, the team must ensure that users are effectively prepared to handle processes through 

the system. A chart that defines the training actions is given below. 

No Users Training Description Duration Comments 

1 Teacher 

How to create and manage 
classrooms, how they can generate 
quizzes / assignments, post 
announcements using AI. 

3 Hour 
The procedure is that the 
teachers are learning so 

efficiently. 

2 Student 

How to Joining classes, reading 
announcements and how to take 
their quizzes as well assignments 
here. 

2 Hour 
Their roles are 

completely understood 
by the students. 

Table 12.1: Quick Edu Live User Training 

12.2 Implementation Scheme 

Big Bang 

It refers to turning off the existing system and switching on immediately the new one. This is 

quicker than other methods, since a new implementation must be used right after being tested. 

On the other hand, this method is less reliable as data can fail to be transferred from the old 

system due to instability in which designation may cause a loss of data.  

12.3 Scaling 

Quick Edu Live is made as an academic project, so there are no plans to scale the application. 

This makes Scaling plans will come into play only if the project is successful and there are 

really users who need it. 

12.4 Load Balancing 

Load balancing helps to provide optimum system performance over distributing user impact 

regularly. I use multiple types of users who have many daily hits this demands us to create a 

solid load balancing strategy. I execute this strategy to avoid that the system may crash with 

many users.  
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Chapter 13: Critical Appraisal and Evaluation 
13.1 Objective that could be met 

 Success rate against each objective of Quick Edu Live! 

The success ratio of Quick Edu Live can be determined by contrasting the achieved aims with 

the primary project objectives. The main needs were to develop an AI assisted classroom 

management platform with features such as class creation, announcements and user 

management, which functions included like AI Quiz Generator, AI Assignment Generator and 

Paper Checker The solution is to measure your success by examining user feedback, system 

performance metrics and the satisfaction of functional requirements. 

 How much better could have been done Quick Edu Live? 

Although Quick Edu Live has accomplished its main goals, things could be better. Some 

improvements might consist of better UI, more AI features and being able to be integrated with 

other educational tools.  

 Why it could not be done in Quick Edu Live? 

Some improvements remain uncompleted simply for the lack of time and technology. For 

example, developing a production ready infrastructure can be out of the question for an 

academic project Integrating more advanced AI capabilities similarly involve executing 

complex algorithms that cannot be achieved in the project with available resources. 

 Which objectives have been missed in Quick Edu Live? 

Might have missed out on few objectives such as advanced user analytics & personalized 

learning pathways These features would take longer to build and require a degree of data 

science, machine learning expertise. 

 Why these objectives have missed in Quick Edu Live? 

Mostly resources and technical expertise are the reasons that do not allow achieving these 

objectives. Probably the core functionality was the focus and the secondary may be features 

took a second place. 

 What could have been done to complete those objectives in Quick Edu Live? 

A more detailed project plan with specific milestones could have been useful to complete the 

missed objectives. 
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 How better are the features of the solution in Quick Edu Live? 

Quick Edu Live comes with many features, which are designed especially for teachers and 

students to get the best use of futuristic AI driven tools be it Classroom Management, Video 

Quizzing or Game-Based Assessment. These capabilities greatly improve efficiency and less 

the administrative load on teachers, improving education overall. 

 Which features could not be touched in in Quick Edu Live? 

Other higher-level capabilities, including real-time collaboration tools, robust user analytics 

and individualized learning suggestions were missing. They depend on complex algorithms 

and a large amount of user data to function. 

 Why these features could not be touched in Quick Edu Live? 

Time and resource constraints limited the development of these advanced features. Even 

though the additional features were necessary, implementing something like collaborating in 

real-time was a considerable amount of effort on both the backend and front-end which may 

not have been feasible due to project scope. 

 What could be done to touch those features in Quick Edu Live? 

Thinking even further, the next iterations of Quick Edu Live will be powered to build more 

extensive planning and resource allocation. 

13.2 Objectives totally not touched in Quick Edu Live! 

 Why it could not be touched 

Some targets were untouched by a shortage of resources large scalability solution & 

Comprehensive accessibility features This would have required significant additional 

infrastructure with more developed technical expertise, which at the time were not available. 

 What could have been done in Quick Edu Live? 

Develop in phases, focusing on core functionality scalability and accessibility. Form strategic 

partnerships with ed-tech companies and receive grants for developmental purposes.  

 Including software and documentation 

Quick Edu Live remains reliable and user-friendly with periodic updates, complete instructions 

as well as consumer feedback. Quality is integral to all that I deliver. 
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Chapter 14: Lessons Learned 
14.1 Pre-Project Review – Closing 

Quick Edu Live done with a clear plan for building an AI Classroom on Quick Edu Live. I 

started from a project proposal, defended the idea and the developed & documented system. 

So, the core reason behind this is to bring AI tools in order to make regular management and 

learning improvement, which would ultimately benefit us being learner making fulfilling more 

education scenarios.  

14.2 What Have I Learned? 

Creating Quick Edu Live has been a fabulous experience & learning in terms of managing my 

projects, developing technically and interacting with users. Key lessons learned include: 

 Comprehensive Planning: Necessary to have a proper base and plan for the project. 

 Flexibility and Adaptability: Important for adapting to changes and the unexpected. 

 Iterative Development: A path of continuous improvement could then lead to delivering a 

final product with the functionality that user wants, thanks to Agile ways. 

 Risk Management: Proactive identification of the risks and updating to regular risk 

management plan update can help avoiding problems. 

 User-Centric Design: Stress on user needs and feedback results in satisfaction so more 

adoption. 

14.3 What Problems I Have Faced 

Quick Edu Live had many challenges while development that needed to be solved properly and 

managed. Key problems faced included: 

Requirement Ambiguities 

 Problem: Since a few requirements were ambiguous initially. 

 Solution: I did research on google and YouTube for requirements clarity. 

Resource Constraints 

 Problem: Project was affected due to limited time. 

 Solution: Prioritized the must-have features and took a phased approach. 

Technical Challenges 

 Problem: Issues integrating advanced AI. 
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 Solution: Lear about advanced AI integration then read the documentation. 

Performance Optimization 

 Problem: It had to be able to function during high volume activities on the site. 

 Solution: Extensive Performance Testing and Optimization Optimizations like caching 

were deployed to increase performance. 

11.4 What Solutions Occurred 

I solved the challenges of developing Quick Edu Live by introducing these key solutions: 

Better Planning and Requirement Gathering: Held additional sessions to clarify & finalize the 

list of requirements. 

Phased Development Approach: Prioritized characteristics based on criticality according to the 

business and timeline constraints 

Training & Support: A Focus on the User Developed robust training programs and support 

mechanisms to help users convert into the new platform with a focus on continuous 

improvement. 

The problems in developing Quick Edu Live were addressed by introducing: Optimizing 

Techniques for Performance: Extensively tested to find bottlenecks and mitigate the same using 

caching, load balancing etc. for better performance as well efficiency 

Regular Communication and Feedback Loops: Continuously increased the quality of our 

platform by involving users and providing feedback. 

Robust Risk Management: Created and maintained a risk management plan to anticipate and 

address risks early in the project process. 
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Chapter 15: Conclusion 
15.1 Summary of the Project 

Quick Edu Live remains revolutionary platform in the field of online education to facilitate 

teachers and students. The platform incorporates AI-powered features to create quizzes and 

assignments, grade automatically and store all the data in one place. A universal remedy to 

many problems that are typical for traditional educational systems. User authentication, class 

management system AI quiz & assignment generator Quiz grading automation Real-time 

feedback to alleviate administrative burden timeously the project underwent development, 

testing and planning with emphasis on user centered design and iterative-based changes per 

stakeholder feedback. I tested from feature level to performance, security, accessibility and 

usability levels of the app. 

15.2 Goal of the Project 

The motive of Quick Edu live is to develop AI (Artificial Intelligence) based learning and 

teaching portal. The objectives include: 

 Reducing Administrative Workload: Allow teachers to automate quiz creation, grading and 

student records management. 

 Providing Timely Feedback: Provide auto-grading and instant feedback to further support 

the learning process for students. 

 Ensuring Data Security: Set up a full-proof mechanism to store and handle the student data 

where each record is secure, private using this system complies with all data protection 

laws.  

 Enhancing User Experience: Build web-based user interface for teachers and students in 

order to provide an easy-to-understand on any devices with all popular browsers. 

15.3 Success of the Project 

Quick Edu Live project is a successful achievement and produce an educational platform. Key 

achievements include: 

 AI Tools: Developed artificial intelligence-enabled quiz and assignment generators to save 

time and effort. 

 Automatic Grading: Built an AI Paper Checker that grades and provides near instant 

feedback. 

 Secure Data Management: Implemented data encryption and secure user authentication 
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 User-Friendly Interface: Created an intuitive UI with the help of modern frontend 

frameworks 

15.4 What I Have Done in the Documentation 

Quick Edu Live documents contains everything from initial project stages to specific activities 

and plans.  

Key sections include – 

 Introduction: Introducing the background, goals and problems of the project. 

 Literature Review: Comparison with available solutions on the market and how this 

solution was chosen. 

 Methodology: Detail the DSDM methodology chosen, rationale for selection and how it 

will be implemented. 

 Planning: Project Planning, to include management plans resource engagements timelines 

activity networks critical paths and Gantt charts. 

 Feasibility: Technical feasibility, economy and financial analysis, operational feasibility 

legal feasibility and schedule feasibility. 

 Foundation: Problem areas, solutions, requirements and technology to be identified. 

 Exploration: Analyze the system use cases, activity diagrams, requirement lists and 

prototypes. 

 Engineering: About the new system modules, Use Case Diagrams, Class Diagram, EERD 

diagram and Sequence diagrams 

 Deployment: Deployment Then the different steps in deployment like Training, Big bang 

implementation Scaling Load Balancing 

 Testing: Specific test steps for unit, module, integration, acceptance performance security 

accessibility usability testing. 

 Critical Appraisal and Evaluation: Criteria used to evaluate successful achievement of 

goals, those not met successful objectives and recommends for improvement. 

 Lessons Learned: Lessons about these challenges, various solutions deployed and overall 

project learnings. 
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15.5 Value of the Project 

Quick Edu Live is a solution that goes beyond its immediate functionalities and provides 

scalability to the overall educational ecosystem. Key value propositions: 

Enhanced Efficiency: The platform automates daily operations, resulting in a significant 

reduction of administrative burden on teachers so they can dedicate more time to teaching and 

interacting with students. 

Improved Learning Outcomes: Immediate feedback and in-depth analytics can encourage self-

awareness among students, which then leads to targeted improvements for higher learning 

results. 

Data Security and Compliance: The key to effectively managing student privacy in compliance 

with data protection regulations and maintaining the trust of your end users. 

User Satisfaction: An educator facing interface and a full-service teacher support mechanism 

offers the best experience in terms of enhancing adoption and satisfaction. 

15.6 My Experience 

My experience with Quick Edu Live allowed me to work on a project, participate in technical 

development and be part of the responsible team. I learned about the following aspects: 

Planning: Detailed planning and requirement analysis helped to reduce the number of 

technical issues. 

Technical: Advanced AI was a valuable experience as it required expert cooperation and 

scaling, which the learning enabled. 

Flexibility: The project taught me to be flexible, adapt to changes and respond to unforeseen 

challenges. 

User-centered: A focus on user feedback allowed creating a user-friendly platform. I have 

used it for our project from the beginning. 

Learning: Iterative development and continuous testing helped to understand when to release 

the final version thoroughly and when it was possible. 
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