Flutter based Music Player App
1) Background/ Problem Statement

The field of application development is developing daily. Even if they are not big or ground-breaking, innovative ideas are created every minute to make people's lives easier and pave the way for a better tomorrow. 
People have used music as a way to relieve stress because we all experience a wide range of emotions, and music is available in a wide variety of styles. Music lovers are drawn to delve deeper into the depths of the two fascinating technological fields that surround sound and graphics.
Our system has an additional feature known as “favourites” where the user can mark their favourite songs. This works as an add-on to some existing applications. Also, with the idea of “keeping it simple”. 

2) Working of the Project

In this system, the list will be loaded as per the songs on the user’s phone’s internal memory or SD card. This system will play an existing song and the user can mark the songs as favourites and they can remove them from favourites as well.
The front-end involves Dart and the back-end involves SQLite. Here, the IDE used is Android Studio. Android Studio is the official Integrated Development Environment (IDE) for Android app development.
This project is written in Dart and is based on the flutter framework. Dart is a programming language that Google developed and keeps up with. A cross-platform framework for building high-performance mobile apps is called Flutter. 

3) Advantages
· This player has a friendly interface.
· Easy to use and maintain.

· Additional features of marking songs as favourites.

4) System Description
The system comprises 1 major module with their sub-modules as follows:

· User:

· Player 

· Play an existing song and other options like previous/next/mute etc.

· All list 

· List all the songs/mark them as a favourite.
· Favourites

· List songs marked as favourites and remove them from the list.
5) Project Life Cycle

The waterfall model is a classical model used in the system development life cycle to create a system with a linear and sequential approach. It is termed a waterfall because the model develops systematically from one phase to another in a downward fashion. The waterfall approach does not define the process to go back to the previous phase to handle changes in requirements. The waterfall approach is the earliest approach that was used for software development.
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6) System Requirements
I. Hardware Requirement

i. Laptop or PC
· macOS Sierra and above (If Mac setup is required)
· Windows 7 or higher

· I3 processor system or higher
· 8 GB RAM or higher
· 100 GB ROM or higher
ii. Android Phone (6.0 and above)

iii. iPhone (iOS 9 and above) (If the iOS version needs to be checked)

II. Software Requirement

iv. Laptop or PC

· Android Studio
· XCode (Latest version) (If the iOS version needs to be checked on Mac)

· Azure Data Studio

7) Limitation/Disadvantages
· Only songs from the phone’s internal memory or SD card will be played.
8) Application – This system includes a "favourites" feature that allows the user to mark their favourite songs.
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