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ABSTRACT

In the current educational system, students frequently struggle to stay motivated, focused, and emotionally
balanced while studying. The majority of conventional study planners only focus on organizing tasks and
managing time, ignoring the emotional state of the learner, which has a big impact on academic performance
and productivity. A web-based tool called MindSync—Emotion-Based Study Assistant—allows users to
customize their study schedules based on their current mood. The system's front end is created with HTML,
CSS, and JavaScript, and its back end stores user information, mood logs, and study progress logs in a SQL
database. With emoji-based choices like Happy, Tired, Stressed, or Energetic, users must manually choose
their mood in the current version. The app recommends appropriate study exercises, break times, and
inspirational material based on the mood that is selected. To increase engagement, the system also has a
mood journal, progress tracker, and gamification tools like streaks and badges. Automated emotion detection
through voice tone or facial expression analysis could be one of the future improvements. For better
academic achievement, MindSync encourages emotionally intelligent, individualized, and long-lasting
learning.

Keywords: - Emotion-Based Learning, Mood-Based Study recommendation, Web-Based Application,
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. INTRODUCTION

Online resources and digital tools have grown in importance within the educational system in recent years.
Applications for study planners are widely used by students to plan their assignments, manage their time, and
monitor their academic progress. Although these tools aid in increasing productivity, their primary focus is on
deadlines and scheduling. They fail to take into account a crucial element that influences learning: the student's
emotional state.

Emotions like stress, fatigue, joy, or drive have a direct impact on performance, memory, and focus. While a
motivated and enthusiastic student can handle difficult subjects more successfully, a stressed-out or exhausted
student may find it difficult to finish complex tasks. As a result, incorporating emotional intelligence into study
planning can enhance wellbeing and productivity.

The suggested system, MindSync—Emotion-Based Study Assistant is created as a web application to solve this
problem. It offers individualized study recommendations based on the user's current mood, which can be chosen
using emoji-based options. The system seeks to provide students with a more encouraging and flexible learning
environment by integrating gamification features, progress tracking, and mood tracking.
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Fig-1: Mood-Based Study Recommendation Framework

Background of MindSync

We are living in a time when a lot of students use tools to help them study and get things done. These tools are
mostly about making schedules and managing time. They do not think about how the students are feeling. We
know that feelings like being stressed, tired and motivated can really affect how well students can focus and do
their school work.. Most of the tools that are already out there do not think about how students are feeling when
they make study plans. MindSync was made to fix this problem by using how students are feeling to give them
study advice. The goal of MindSync is to make a learning environment that's good for students because it helps
them get things done and feel good at the same time. MindSync is about helping students with their school work
and taking care of their emotional well-being, with MindSync.
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Problem Statement

Students these days use study planners and productivity applications a lot to manage their school work. These
tools are basically designed to organize schedules set reminders and track deadlines. They do help students
manage their time better. They only focus on getting things done and do not think about how the student is
feeling, which is a big part of learning.

Students often feel stressed, anxious, tired and unmotivated during school. They can also feel emotionally
unbalanced. These feelings really affect how well they can focus remember things and do well in school.. Most
study management systems do not think about how a student is feeling when they make study plans or give
advice.

So students might have to follow a schedule that does not fit how they are feeling, which can make them less
productive and really tired. Digital study planners and productivity applications are not considering the state of
the student. Therefore we need a study management system that understands how a student is feeling. Study
management systems, like this can give students personalized advice help them feel more motivated and help
them do well in school and feel good emotionally. Digital study planners can be very helpful if they consider the
well-being of the student.

Objective of the Study

The main goal of this project is to create a system that helps students study better when they are feeling down or
upset:

This system should make students more productive and happy.

To make a web based application using HTML and CSS and JavaScript.

We want to let students pick how they are feeling by choosing an emoji.

We will give students ideas on what to study based on how they're feeling.

We will keep track of what students study and how they are feeling using a kind of storage called a SQL
database.

We want students to be more interested in studying by giving them rewards like badges and streaks.

We want students to learn in a way that's good, for them and helps them feel happy and calm.

The system should help students develop study habits that they can use for a long time.

. LITERATURE REVIEW

People have done studies that show emotions and tools to help you get work done are really important.. There is
a big hole in making study systems that people can actually use and that also help you understand your
emotions. MindSync is trying to fill this hole by putting a way to track how you feel give you ideas for what to
study that are just for you and make it fun, like a game all on a website that is easy to use.

2.1 Emotion and Learning Research

Emotions have an impact on how we learn. When we feel good we can. Remember things better. Lots of studies
have shown this. They found out that when we are happy we do better in school. But when we are stressed or
worried we do not do well.

The Limitation, These studies tell us that emotions are important, for learning.. They do not give us a simple
way to plan our studies and take care of our emotions at the same time.

How MindSync is Different, MindSync is different because it uses what we know about emotions and learning
to create a study planner that we can use on the web. This means that MindSync is a tool that can help us plan
our studies in a way that works with our emotions not against them. MindSync is a web-based study planner that
helps us learn better by taking care of our emotions.

2.2 Digital Study Planner Applications

There are a lot of study planner and productivity applications that help students manage their schedules set
reminders and track deadlines. These Digital Study Planner Applications are really helpful.

The limitation of these Digital Study Planner Applications is that most of them only focus on managing time
and do not think about how the student's feeling.

What makes MindSync different, from Digital Study Planner Applications is that MindSync thinks about the
users mood before it suggests any study tasks. This means MindSync considers how the user of MindSync is
feeling before it tells them what study tasks to do.

2.3 Gamification in Education

We know that using game- features in education works. Things, like badges, streaks and rewards really motivate
students. Keep them engaged.

Limitation -The problem is that most gamification is only used to help students finish tasks not to support their
feelings.

How MindSync is Different, MindSync is different because it mixes mood tracking with gamification. This
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helps students feel emotionally engaged.

2.4 Need for the Proposed System

Students today are under a lot of pressure. They feel stressed, distracted and emotionally overwhelmed which
affects how well they learn. Most study planner apps only help with scheduling tasks and deadlines. They do not
think about how the student's feeling.

Students often feel stressed, anxious and not motivated when studying.

When students are not emotionally balanced they can't focus remember things. Be productive.

Traditional study planners are too rigid. They don't change based on how the student's feeling. Most study tools
don't consider emotions all.

Students need study suggestions that fit their mood.

A simple web-based solution is needed many students can use it.

The proposed system wants to fill this gap. It combines study planning based on mood, with productivity
management. This will help students do well in school and feel emotionally good.

3. METHODOLOGY

The way MindSync- Emotion based study assistant works is that it is designed and implemented to give you
study suggestions based on how you're feeling. MindSync follows a process that includes what you tell it storing
that information doing something with it and then giving you personalized suggestions.
First you log into the website. Choose how you are feeling using emoji buttons like Happy, Tired, Stressed,
Anaxious or Energetic. What you choose helps MindSync figure out what study suggestions to give you.
Next MindSync stores what you chose and some other details about your study session. It uses some predefined
rules to match how you are feeling with the study tasks, how long you should take breaks and some motivating
words. For example if you choose Tired MindSync says to do some light studying and take breaks. If you
choose Energetic it gives you tasks. MindSync also keeps track of how your studying's going and how you are
feeling over time. It shows you how you are doing and what your mood is like.
So, MindSync uses what you tell it stores that information uses some rules to give you suggestions and keeps
track of your progress to make a system that helps you study based on your feelings.
We need something that's easy to use and works on the web so everyone can use it. So the MindSync system is
trying to fill a gap by combining planning your studying based on your mood, with managing your time to help
you do well in school and feel good.

Table 1 Methodology in Table Form

Step | Phase / Component | Description

No.

1. User Login & Access | The user logs into the web-based application to start a study session.

2. Mood Selection The user manually selects their current mood using emoji-based options
such as Happy, Tired, Stressed, or Energetic.

3. Data Storage The selected mood and session details are stored in a SQL database for
tracking and analysis.

4, Processing Logic The system applies predefined rule-based logic using JavaScript to match
mood with suitable study tasks and break time.

5. Recommendation Based on the selected mood, the application suggests appropriate study

Generation activities, break duration, and motivational content.

6. Progress Tracking The system records study progress along with mood patterns and displays

performance trends to the user.

3.1 Development Approch

The MindSync development process is really straightforward and simple. It is made up of small parts that work
together to make it easy to use and understand. The system is a web application that uses technologies for the
front and back end.

First the user interface is created with HTML and CSS to make it look nice and work well on devices.
JavaScript is used to make the interface interactive so it can respond to what the user does and it can also update
the content on the page. The back end of the system uses a SQL database to store information about the users,
their moods and how they are doing with their studies. It does this in a safe and secure way.

The MindSync project is developed a bit at a time. The basic parts, like selecting a mood and getting study
recommendations are done first. Then more features are added, such as a mood journal, tracking progress and
things like badges and streaks to make it more fun.

The system is designed in a modular way so that future enhancements, such as Al-based emotion detection, can
be integrated easily without changing the core structure. This approach ensures flexibility, maintainability, and
efficient performance even on low-end devices.
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Fig-3: Flowchart-System Architecture
Algorithm — System Architecture:
Step 1: Start
Step 2: User open the web application
Step 3: User logs in or registers into the system.
Step 4: Display dashboard to the user.
Step 5: Prompt the user to select their current mood using emoji-based option (Happy, Tired, Stressed,
Energetic, Anxious).
Step 6: Store the selected mood and session details in the MySQL database.
Step 7: Apply rule-based logic using JavaScript to check the selected mood.
Step 8: If mood = Tired
Suggest light study tsk and short breaks.
Else if mood = Energetic
Suggest complex subject and longer focus sessions.
Else if mood = Stressed
Suggest relaxation activities and easy revision.
Else
Suggest normal study plan.
Step 9: Display the personalized study plan (tasks, break time, motivational content).
Step 10: Update the progress tracker and mood journal.
Step 11: End Session.

Y

3.2 Implementation Module:

The implementation of MindSync is divided into different functional modules to ensure systematic development
and smooth operation of the system.

Modules:

User Authentication ModuleHandles user registration and login functionality to provide secure access.

Mood Selection ModuleAllows users to manually select their current mood using emoji-based options.
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Study Recommendation ModuleApplies rule-based logic to generate personalized study tasks and break
suggestions based on the selected mood.

Database Management ModuleStores user information, mood logs, and study progress data using a SQL
database.

Progress Tracking ModuleMonitors study performance and displays mood-based productivity trends.
Gamification ModuleProvides badges, streaks, and daily goals to increase user engagement and motivation.
These modules work together to create an efficient, mood-aware study management system that enhances both
productivity and emotional well-being.

3.3 System Testing:

System testing was performed to verify that the MindSync application functions correctly and efficiently.
Tested user login and registration functionality.

Verified mood selection and study recommendation accuracy.

Checked proper storage and retrieval of data in the SQL database.

Ensured smooth communication between front-end and database.

Confirmed that the system runs properly on standard web browsers.

The testing confirmed that the application works reliably according to the proposed design.

4. RESULTS AND DISCUSSION

The developed prototype of MindSync successfully demonstrates the core front-end functionalities, including
user login interface, mood selection module, and mood-based study recommendation display. The system
generates appropriate study suggestions based on predefined logic using JavaScript.

(Note:- Currently, the project is in the prototype stage, and database integration is under development.
Therefore, minor modifications and improvements may be implemented in future versions of the system.)
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Fig:- Home Page.
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Fig:-After mood selection interface.

5. CONCLUSION

MindSync — Emotion-Based Study Assistant presents a practical approach to integrating emotional awareness
into digital study management. Unlike conventional study planners that focus only on time scheduling and task
organization, the proposed system considers the learner’s mood to provide more personalized and flexible study
recommendations. The developed prototype successfully demonstrates core functionalities such as user login,
manual mood selection, and mood-based task suggestions using a web-based interface built with HTML, CSS,
and JavaScript.

The system highlights the importance of aligning academic tasks with the learner’s mental state to improve
focus, motivation, and overall productivity. Although the current implementation is at the prototype stage and
database integration is under development, the results indicate that mood-based study planning is both feasible
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and effective.

Overall the MindSync helps create a learning environment that cares about students feelings. With work like
connecting to a database and detecting emotions automatically MindSync can make digital learning better. It can
help students learn in a way that is tailored for them.
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