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Creating Application for Mobile Phones






ABSTRACT
Currently, the development of mobile applications heavily relies on using conventional computers as development platform. MobiDev enables people in emerging countries without access to a computer but to a cell phone to develop their own locally relevant applications. The goal of the MobiDev project is to simplify development and deployment of applications directly on mobile phones. As a first step, we focus on the design of applications and try to support the computer science curriculum in developing countries to bootstrap the mobile developer culture and community. MobiDev allows the creation of graphical user interfaces (GUI) using various concepts. We present the results of a first system evaluation that show how people perceive the concepts for UI creation of MobiDev.



        	


                            
CHAPTER 2
2. SYSTEM ANALYSIS
2.1 EXISTING SYSTEM

· There are a number of frameworks that provide existing functionality for you to build upon. For instance, the Foundation framework includes classes representing basic data types—such as strings and numbers—as well as collection classes for storing other objects.
· It’s recommended that, where possible, you use existing framework classes—or subclass them to add your own app’s features—instead of trying to reimplement their functionality.
· When you open an existing project (or create a new one), Xcode automatically creates a scheme for each target. 
2.1.1 DRAWBACKS OF EXISTING SYSTEM  : 
· Developing applications on a phone holds a number of obvious problems. First, it is very cumbersome to type program code due to the small (virtual) keyboard. Second, only a small amount of program code can be visible due to the limited size of the screen.
· One common issue is that users tend to leave little gaps open at the corners of squares that denote a control.
· Augmenting the interface of MobiDev with projected parts could help to overcome issues that are inherent to the size of mobile phones. 
2.2. PROPOSED SYSTEM 
· The purpose of this article is to provide information on how to create an app and to explore the commonly used tools and technologies to create an app. 
· The purpose of JavaScript is to make the app more dynamic by giving it the ability to manipulate data and to interact with the user.
· A unit of code is the smallest testable component of your project—for example, a method in a class or a set of methods that accomplish an essential purpose.
2.2.1. ADVANTAGES OF PROPOSED SYSTEM
· The SketchBuilder (SB) is used for transforming UI sketches created on paper into actual UI objects on the mobile phone. 
· A video camera was used to record the interactions with the system.
· It can be used for educational purposes as well as for creating applications for the own benefit. 
· Another interesting aspect is how mobile phones with integrated projectors could be used for creating UIs. 



2.3 FEASIBILITY STUDY
The feasibility Analysis is an analytical program through project manager determines the project success ratio and through feasibility study project manager able to see either project. The key considerations involved in the feasibility analysis are:
· Economic Feasibility
· Technical Feasibility
· Operational Feasibility
· Environmental Feasibility
2.3.1 ECONOMICAL FEASIBILITY
Hence this project is economically feasible there is no need to involve any cost for this project. 
2.3.2 TECHNICAL FEASIBILITY
Software Technologies used are PHP and MySql. In the educational institutions, it is possible to update the system in future. No special hardware is required for the purpose of using this system. Hence it is declared that this project is technically feasible.
2.3.3 OPERATIONAL FEASIBILITY
As the admin work mainly to maintain the Patient and Doctor .Doctor will predict patient cancer disease. Hence it is easy to operate with training. Therefore it is operationally feasible for implementation.
2.3.4 ENVIRONMENTAL FEASIBILITY
This project environment is correct as a admin has developed this system and no expenditure is involved under any head and this process is part of admin document management, this project environment is accessible.   

2.4 SYSTEM REQUIREMENTS
· System	:  Pentium IV 2.4 GHz.
· Hard Disk	: 40 GB.
· Monitor	: 15 inch VGA Color.
· Mouse	: Logitech Mouse.
· Ram		: 512 MB
· Keyboard	: Standard Keyboard

2.4.1 HARDWARE REQUIREMENTS
             The Hardware of the computer consists of physical component such as Input Devices, Storage Devices, Processing & Control units and Output Devices.  Computer includes external storage unit to store data in programs.
           The Hardware Configuration involved in this project
· System	:  Pentium IV 2.4 GHz.
· Hard Disk	: 40 GB.
· Monitor	: 15 inch VGA Color.
· Mouse 		: Logitech Mouse.
· Ram		: 512 MB
· Keyboard	: Standard Keyboard


2.4.2 SOFTWARE REQUIREMENTS 
 	Software is a group of programs that computers need to do a particular task.  It is an essential requirement of Computer System. The Software used to develop the project is
· Operating System	: Windows XP.
· Platform		: DOT NET TECHNOLOGY
· Front End		: ASP.Net 3.5
· Back End		: SQL SERVER 2005














CHAPTER 3
  SYSTEM DESIGN AND DEVELOPEMENT
SYSTEM ARCHICTURE
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CHAPTER 4
TESTING AND IMPLEMENTATION

0. TESTING
 Implementation is the stage of the project when the theoretical design is turned into a working system. This is the final and important phase in the system life cycle It is actually the process of converting the new system into a operational one.

 4.1.1Unit Testing
	Unit testing comprises the set of tests performed by an individual programmer prior to integration of the unit into a larger system. The module interface is tested to ensure that information properly flows into and out of the program unit. The local data structure is examined to ensure that data stored temporarily maintains its integrity during all steps in an algorithm’s execution. Boundary conditions are tested to ensure that the module operates properly at boundaries established to limit or restrict processing. All independent paths through the control structure are tested. All error-handling paths are tested.

4.1.2 Block Box Testing
Black-box testing is a method of software testing that examines the functionality of an application without peering into its internal structures or workings. This method of test can be applied virtually to every level of software testing: unit, integration, system and acceptance. It is sometimes referred to as specification-based testing.




4.2 SYSTEM IMPLEMENTATION
Implementation is the stage of the project when the theoretical design is turned into a working system. This is the final and important phase in the system life cycle It is actually the process of converting the new system into a operational one. 

















CHAPTER 5
CONCLUSION:
    In this paper we introduced MobiDev, a mobile application development tool that allows the creation of mobile apps without the need for hardware other than a mobile phone. The evaluation showed that it’s possible to transform paper prototypes into executable code with a very high recognition rate of 98%. Further results show that creating UIs with SB is slower than working with the UiB. However, the great majority of participants stated that they would prefer the SB. From the qualitative feedback, we conclude that one reason for this is that working with the SB is fun and more pleasant compared to the UiB. Which approach for creating UIs is to prefer cannot be answered in general. As participants suggested, sketches of UIs can be reused. Also several people can collaborate and draw sketches together, which would be transformed to UIs by one mobile phone later. Therefore, SB and UiB are two approaches that supplement to each other. The latter is, to the best of our knowledge, the first mobile implementation of graphical user interface builder, which supports creating functional UIs. 
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