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ABSTRACT
E-graph plotters have become integral tools for education, research, and industry, facilitating precise and efficient graphical representations. This project explores the design and implementation of an E-graph plotter capable of plotting complex equations, accommodating multi-variable functions, and offering intuitive user interactions. The proposed system is equipped with advanced computational algorithms, an accessible interface, and enhanced visualization features. This project aims to develop a system that addresses the limitations of existing solutions, providing an accessible, efficient, and versatile graph plotting tool.
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CHAPTER ONE
GENERAL INTRODUCTION
1.1 BACKROUND TO THE STUDY
Graphical representations are fundamental in understanding mathematical, scientific, and engineering concepts. Over the years, digital tools have evolved to aid this understanding, with graph plotters emerging as pivotal resources in various disciplines. However, despite advancements, existing systems often suffer from limitations such as user interface complexity, limited functionality, or high costs, which hinder their widespread adoption (Patel & Kumar, 2022).
According to Lopez and Martinez (2021) an E-graph plotter is a specialized software tool designed for generating graphical representations of equations and datasets. These tools are instrumental in fields such as education, research, and professional analysis, offering functionalities to visualize mathematical functions and scientific data. With features like multi-variable plotting, interactive interfaces, and dynamic visualization, E-graph plotters simplify complex mathematical and analytical tasks. They cater to a diverse audience, including students, educators, engineers, and researchers, by bridging the gap between theoretical understanding and practical application. Their evolution has been marked by integrating advanced algorithms, user-friendly designs, and support for multidimensional graphing.
The core strength of an E-graph plotter lies in its ability to provide accurate and efficient plotting while ensuring accessibility across various platforms. Unlike traditional graphing methods or basic plotting tools, these systems prioritize user engagement through intuitive designs and advanced functionalities such as real-time adjustments, multi-platform compatibility, and support for a variety of graph types. As digital technologies advance, E-graph plotters continue to innovate, offering enhanced analytical capabilities, fostering better understanding of complex concepts, and enabling users to focus on insights rather than the mechanics of graph creation (Kim, & Lee, 2021).
The E-graph plotter, as envisioned in this project, aims to bridge the gap between accessibility and functionality. By leveraging modern technologies, it seeks to provide a tool that caters to students, educators, and professionals alike, offering enhanced capabilities while ensuring ease of use. Central to its design is a focus on adaptability, ensuring compatibility with diverse devices and user preferences (Jone & Carter, 2021). The proposed E-graph plotter will feature multi-platform support, interactive capabilities, and robust computational power to meet current and future demands.
Cheng et al., (2023) claimed that graph plotting has been a cornerstone of education and analysis in mathematics and the sciences for centuries. Traditional methods relied heavily on manual plotting, which was time-consuming and prone to inaccuracies. The advent of digital technology revolutionized this domain, leading to the development of early graph plotting software. Over time, these tools have evolved, incorporating features such as dynamic visualization, three-dimensional plotting, and integration with programming languages. However, challenges persist, including high computational demands, user-unfriendly interfaces, and limited support for non-standard graph types.
The need for a versatile, intuitive, and affordable graph plotting tool is more pressing than ever. As education and research continue to grow more complex, so too must the tools that support them. 
This study seeks to address these needs through a novel approach to E-graph plotter design. By investigating the shortcomings of existing systems, this study lays the groundwork for developing a next-generation E-graph plotter that combines advanced functionality with an accessible design.
1.2	STATEMENT OF THE PROBLEM
Despite the availability of numerous graph plotting tools, many suffer from limitations such as steep learning curves, restricted functionality, and high costs. These barriers prevent their widespread adoption, particularly in educational settings where resources are limited. Additionally, existing systems often fail to support the growing demand for multi-dimensional and interactive graphing capabilities.
1.3 AIM AND OBJECTIVES OF THE STUDY
The aim of this study is to implement an E-graph plotter that addresses the limitations of existing tools while providing enhanced functionality and user experience. The specific objectives are to:
i. Develop a user-friendly interface for effortless graph plotting;
ii. Incorporating advanced computational algorithms for accurate and efficient graph generation;
iii. Ensuring multi-platform compatibility to cater to diverse user needs; and
iv. Enabling support for multi-variable and interactive graphing features.
1.4 SIGNIFICANCE OF THE STUDY
This project is significant in its potential to democratize access to advanced graph plotting tools, particularly in educational and research contexts. By addressing key limitations of existing solutions, the proposed E-graph plotter will empower users with enhanced analytical capabilities, fostering a deeper understanding of complex concepts. Furthermore, it will contribute to the broader field of software development by demonstrating the importance of user-centric design and innovative problem-solving.
1.5 SCOPE OF THE STUDY
The project focuses on designing and implementing an E-graph plotter that supports two-dimensional and three-dimensional plotting. It is intended for students, educators, and professionals in mathematics, engineering, and the sciences. The system will prioritize user accessibility, multi-platform compatibility, and advanced computational functionality.
1.6 ORGANIZATION OF THE REPORT
The project write-up is organized into five distinct chapters. Chapter one covers general introduction, which contains introduction to the project topic, statement of the problem, aim and objectives of the study, significance of the study, scope of the study and organization of the report. Chapter two covers the literature review, which contains review of related past works, overview of artificial intelligence, description graph plotter system and other related concepts. Chapter three explains the project methodology which includes analysis of existing system, problems of the existing system, the description of the proposed system and advantages of proposed system. Chapter four explains the design, implementation and documentation of the system which contain system designed output design, input design, database design, procedure design, implementation of the system hardware and software support and documentation of the new system installation procedure, operating the system and system maintenance. Lastly, chapter five explains the summary of the research, recommendations, and conclusion.


CHAPTER TWO
LITERATURE REVIEW
2.1	REVIEW OF RELATED LITERATURE 
Kim and Lee (2021) worked on user-centered design principles for educational graph plotting tools. The journal explores how user-centered design can enhance the effectiveness and accessibility of graph plotting tools for educational purposes. It highlights key principles such as simplicity, adaptability, and inclusivity in interface design. The study emphasizes iterative prototyping and user testing as critical steps in ensuring the tool meets the diverse needs of students and educators. A case study demonstrates how a user-friendly interface can improve learning outcomes, especially for visually complex subjects like calculus and physics. By integrating features such as drag-and-drop plotting and real-time feedback, the research underscores the importance of tailoring tools to user preferences and capabilities.
Furthermore, the journal identifies challenges in balancing functionality with simplicity. Advanced features often complicate the user experience, making it crucial to prioritize essential capabilities. The authors advocate for incorporating analytics to track user behavior and refine the tool over time. They also stress the importance of providing robust documentation and tutorials, ensuring users can leverage the tool effectively. Overall, the study serves as a blueprint for developing educational graph plotting tools that are both powerful and approachable.
Smith and Evans (2022) carried out advanced computational methods in multi-variable graph plotting. The study focuses on the computational complexities associated with multi-variable graph plotting and proposes novel solutions to enhance efficiency. The authors introduce algorithms optimized for handling large datasets and rendering intricate plots in real time. The study also explores parallel computing techniques, which distribute computational tasks across multiple processors, significantly reducing processing time. A notable example is the application of these techniques in plotting climate models, where multi-dimensional data is visualized dynamically.
The paper also discusses the challenges of maintaining accuracy and performance in resource-constrained environments, such as mobile devices. To address this, the authors propose adaptive algorithms that scale computation based on available resources. The research findings suggest that integrating these methods into graph plotting tools can improve their reliability and applicability across various domains. This work highlights the critical role of computational innovation in advancing graph plotting technologies.
Jones and Carter (2021) developed an enhancing usability in graph plotting software through interactive visualization. The journal emphasizes the role of interactive visualization in making graph plotting software more engaging and intuitive. It identifies features such as zooming, rotation, and real-time data updates as essential for modern graph plotting tools. These functionalities allow users to explore data dynamically, fostering a deeper understanding of complex relationships. A usability study presented in the paper reveals that interactivity significantly improves users’ analytical efficiency and reduces the time needed to interpret graphs.
Technical considerations for implementing these features include the use of lightweight rendering engines and GPU acceleration to ensure smooth performance. The paper also discusses challenges like maintaining responsiveness on low-spec devices and ensuring consistent behavior across platforms. By integrating interactive features, the study demonstrates how graph plotting tools can transition from static representations to dynamic analytical environments, enhancing their utility in both academic and professional contexts.
Tiwari and Singh (2020) implement Multi-platform graph plotting tools. The paper examines the development of graph plotting tools compatible across various platforms, such as Windows, macOS, and mobile operating systems. It highlights the challenges posed by platform-specific requirements, such as varying rendering engines and input methods. To address these, the authors propose a modular architecture that abstracts core functionalities from the user interface layer, enabling seamless adaptation to different platforms.
The journal also evaluates cross-platform frameworks like Electron and Flutter, which simplify development by allowing code reuse. While these frameworks offer significant time and cost savings, they often come with performance trade-offs. The authors suggest hybrid approaches combining native and web-based components for optimal results. The study concludes that cross-platform compatibility is essential for modern graph plotting tools, expanding their accessibility and user base.
Zhao and Wang (2020) proposed an integration of artificial intelligence in graph plotting applications. The research explores how artificial intelligence (AI) can enhance graph plotting tools by automating complex tasks. For instance, AI algorithms can analyze input data to recommend appropriate graph types, reducing the need for manual configuration. The paper also discusses the use of natural language processing to enable users to create plots through verbal commands. These innovations aim to make graph plotting more accessible to users with limited technical expertise.
The journal presents a prototype AI-powered graph plotter that incorporates predictive capabilities. It uses machine learning models trained on extensive datasets to identify patterns and suggest visualization styles. The results demonstrate significant improvements in user satisfaction and efficiency. However, the paper also notes the challenges of integrating AI, such as ensuring transparency in automated decisions and maintaining computational efficiency. The study highlights AI's potential to redefine the capabilities and user experience of graph plotting tools.
Patel and Kumar (2022) worked on the comparative study of open-source graph plotting libraries. The paper provides a comprehensive comparison of popular open-source graph plotting libraries, including Matplotlib, Plotly, and ggplot2. It evaluates these tools based on criteria such as ease of use, performance, feature set, and community support. The findings reveal that while Matplotlib excels in simplicity and extensibility, Plotly offers superior interactivity and 3D graphing capabilities. ggplot2, on the other hand, is praised for its aesthetic visualizations and compatibility with the R programming language.
The paper identifies limitations in these libraries, such as steep learning curves for beginners and performance bottlenecks for large datasets. It suggests combining the strengths of multiple libraries to address these issues. The study concludes by advocating for continuous updates and community engagement to improve the functionality and usability of open-source graph plotting tools.
Walia (2024) developed a dynamic visualization techniques for three-dimensional graph plotting. The journal focuses on the technical and user-experience challenges of three-dimensional graph plotting. It highlights techniques such as depth shading, dynamic lighting, and adjustable viewing angles to enhance the interpretability of 3D graphs. The study emphasizes the importance of smooth rendering and interactivity, which are critical for analyzing complex datasets.
To achieve these goals, the authors recommend leveraging GPU acceleration and optimized rendering pipelines. They also explore the use of virtual reality (VR) environments for immersive data exploration. The findings suggest that dynamic visualization significantly improves users’ ability to interpret multi-dimensional data. However, the paper also notes the technical challenges and resource requirements associated with implementing these features. The research underscores the need for innovative approaches to make 3D graph plotting tools more efficient and accessible.2.2Top of Form
2.2 
Bottom of Form
REVIEW OF RELATED CONCEPTS
2.2.1 Overview of Computational Geometry
Computational geometry is a field of computer science that focuses on the design and analysis of algorithms for solving geometric problems. This discipline plays a crucial role in various domains such as computer graphics, robotics, geographic information systems (GIS), and data visualization. At its core, computational geometry addresses the efficient representation and manipulation of geometric objects, such as points, lines, polygons, and polyhedra. It aims to optimize computational processes involving spatial relationships and geometric computations, often under constraints of time and space (Ji & Ma, 2022).
One of the key challenges in computational geometry is handling the complexity of geometric data and operations. Problems such as finding the convex hull of a set of points, computing the intersection of polygons, or determining the nearest neighbor in a spatial dataset require sophisticated algorithms. These algorithms are designed to be both accurate and efficient, often leveraging advanced mathematical concepts such as linear algebra, topology, and combinatorics. Computational geometry also provides the foundation for spatial data structures like Voronoi diagrams, Delaunay triangulations, and kd-trees, which are widely used in real-world applications.
The field is broadly divided into two branches: discrete computational geometry and computational topology. Discrete computational geometry focuses on finite sets of geometric objects and their properties, while computational topology deals with the study of continuous shapes and their topological features. Both branches contribute significantly to practical applications, such as 3D modeling in computer-aided design (CAD), path planning in robotics, and simulation of physical systems. Additionally, computational geometry plays a vital role in optimizing algorithms for graphical rendering and enhancing the precision of computer vision systems.
With the advent of big data and complex systems, computational geometry has expanded to include dynamic and higher-dimensional problems. Dynamic computational geometry addresses scenarios where geometric configurations change over time, such as in real-time simulations or animations. Higher-dimensional geometry, on the other hand, deals with problems in spaces of more than three dimensions, which are common in fields like machine learning and physics. As computational power grows, the field continues to evolve, providing innovative solutions to increasingly complex problems and fostering interdisciplinary advancements (Ji & Ma, 2022).
2.2.2 Overview of User Interface (UI) and User Experience (UX)
User Interface (UI) and User Experience (UX) are interconnected concepts pivotal in designing digital products and services. The UI refers to the visual elements and interactive features of a product, such as buttons, menus, and icons, which facilitate user interaction. It focuses on aesthetics, ensuring the product is visually appealing and aligns with brand identity. Effective UI design also ensures responsiveness and consistency across devices and platforms (Garrett, 2019).
In contrast, UX is a broader concept that encompasses the overall experience of the user while interacting with a product. It involves understanding user needs, preferences, and behavior to create seamless, enjoyable, and efficient interactions. UX design incorporates user research, wireframing, prototyping, and testing to optimize usability and satisfaction. While UI deals with the product's interface, UX prioritizes the user's journey, addressing issues like accessibility and user flow.
The integration of UI and UX ensures that a product is not only functional but also engaging. A well-designed UI contributes to a positive first impression, while thoughtful UX ensures lasting satisfaction and loyalty. For instance, intuitive navigation and clear visual hierarchy are vital UI aspects that support an effective UX. Together, they form the foundation for successful digital solutions, where aesthetic design and user-centered functionality coexist harmoniously (Norman & Nielsen, 2021).
2.2.3 Data Structures and Algorithms in Graph Plotter
Data structures and algorithms play a crucial role in the design and implementation of graph plotters, enabling efficient representation and manipulation of data for visualization. Commonly used data structures in graph plotters include arrays, linked lists, stacks, and queues for basic operations, while more specialized structures like adjacency lists and matrices are used to represent graphs. For instance, adjacency lists provide a compact way to store graph data for sparse graphs, whereas adjacency matrices are ideal for dense graphs due to their quick access times for edge queries (Cormen et al., 2019).
Algorithms, on the other hand, are essential for generating and analyzing graphs. For example, algorithms such as Depth-First Search (DFS) and Breadth-First Search (BFS) are employed to traverse the graph and identify connected components or shortest paths. Dijkstra’s and Bellman-Ford algorithms are particularly valuable for plotting weighted graphs where edge weights represent distances or costs. These algorithms ensure that the graph plotter can perform complex computations and visualizations with accuracy and efficiency.
Furthermore, efficient data structures and algorithms are vital for rendering and scaling graphs dynamically. Balanced trees or hash maps can be utilized to manage graph attributes such as labels and colors, enhancing visual clarity and interaction. Graph layout algorithms, like Force-Directed and Hierarchical layouts, optimize node positioning for better readability. These computational tools collectively enable the graph plotter to handle large datasets, facilitate real-time updates, and produce visually intuitive representations of complex relationships (Fruchterman & Reingold, 2019).
2.2.4 Overview of Graph Plotter
A graph plotter is a specialized tool or software designed to generate visual representations of mathematical functions, equations, and data sets. These tools are widely used in education, research, and industry for analyzing trends, relationships, and patterns. By converting numerical or symbolic input into graphical output, graph plotters provide an intuitive way to interpret complex data. They are essential for understanding abstract mathematical concepts, visualizing scientific data, and making informed decisions in engineering and business domains.
Modern graph plotters come equipped with a range of features to support diverse applications. These include plotting in two or three dimensions, handling multiple variables, and offering customization options for labels, colors, and axes. Advanced graph plotters also support interactive functionalities like zooming, rotating, and annotating graphs, enabling users to explore data dynamically. Integration with programming languages such as Python (via libraries like Matplotlib and Plotly) or R enhances their utility by allowing automation and customization in data analysis workflows.
The development of graph plotters has been significantly influenced by advances in computational algorithms and user interface design. Early graph plotting tools were limited to static representations and required considerable manual input. However, modern tools leverage computational geometry, rendering engines, and real-time processing to provide responsive and interactive experiences. These innovations make it possible to handle large datasets, plot intricate graphs, and incorporate non-standard graph types, such as polar or parametric plots. The shift towards cloud-based and mobile graph plotters has further enhanced their accessibility, making them indispensable for on-the-go analysis.
Graph plotters continue to evolve, addressing emerging needs such as data integration, high-dimensional plotting, and AI-powered recommendations for optimal visualization styles. Their applications extend beyond academics into fields like finance for trend analysis, healthcare for visualizing patient data, and urban planning for modeling spatial relationships. As technology advances, graph plotters are expected to become even more powerful and user-friendly, bridging the gap between raw data and actionable insights across diverse domains (Bostock et al., 2021).
2.2.5 Graph Plotting System
A graph plotting system is a computational tool designed to visually represent mathematical, statistical, or abstract relationships between data points. These systems provide users with a platform to input data or equations and generate visual graphs, which may include line graphs, bar charts, scatter plots, or network graphs. At the core of a graph plotting system lies the ability to map data from a defined coordinate system into a visual layout, ensuring clarity and interpretability. These tools are commonly used in fields such as mathematics, engineering, data analysis, and social network studies (Few, 2018).
The efficiency of a graph plotting system depends on its underlying data structures and algorithms. The system utilizes algorithms to scale axes, plot data points, and adjust graph aesthetics like color schemes, labels, and legends dynamically. Advanced graph plotting systems also integrate features like real-time rendering, user interactivity, and adaptive layouts to handle large datasets and complex relationships. By employing efficient computational techniques, these systems can ensure high precision and performance while accommodating diverse graph types (Cormen et al., 2019).
Moreover, modern graph plotting systems emphasize user-friendliness and accessibility. They often come with graphical user interfaces (GUIs) or command-line tools to cater to users with varying expertise levels. Some systems, such as Matplotlib, Graphviz, or D3.js, allow extensive customization and automation through programming interfaces. These features enhance the system’s applicability across academic research, business analytics, and software development, making it a versatile tool for data visualization and decision-making.




CHAPTER THREE
RESEARCH METHODOLOGY AND ANALYSIS OF THE EXISTING SYSTEM
3.1	RESEARCH METHODOLOGY 
The methodology involves a combination of qualitative and quantitative approaches. Initial research includes a comprehensive review of existing systems and user feedback to identify key limitations. The design phase employs iterative prototyping, with user testing at each stage to refine functionality and usability. The implementation of the system leverages modern programming frameworks and libraries, ensuring scalability and performance. Below is the block diagram of a graph plotter.
[image: ]
Figure 3.1: Block diagram of a graph plotter. (Source: Walia, 2022).
3.2 ANALYSIS OF THE EXISTING SYSTEM
Existing graph plotting systems vary widely in their capabilities and usability. Many offer basic plotting features but lack advanced functionalities such as multi-dimensional graphing or interactive visualization. Others, while highly capable, are prohibitively expensive or difficult to use.
Educational institutions often rely on free or low-cost tools that may not meet their needs, leading to frustration and inefficiency. Professional-grade software, on the other hand, tends to cater to niche markets, leaving a significant gap in accessible yet powerful graph plotting solutions. The analysis underscores the need for a tool that balances functionality with affordability and ease of use, providing a comprehensive solution for diverse user needs.
3.3 PROBLEMS OF THE EXISTING SYSTEM
The following are problems of the existing graph plotter.
i. Limited support for advanced graphing capabilities.
ii. High costs associated with professional-grade software.
iii. User interfaces that are often non-intuitive and complex.
iv. Lack of multi-platform compatibility, restricting usability.
3.4 DESCRIPTION OF THE PROPOSED SYSTEM
The proposed E-graph plotter is designed to overcome the challenges identified in existing systems. It features a user-friendly interface that simplifies the graph plotting process, making it accessible to users of all skill levels. Advanced computational algorithms ensure accurate and efficient graph generation, supporting both two-dimensional and three-dimensional plots. The system is compatible with multiple platforms, including desktop and mobile devices, ensuring accessibility for a wide range of users. Additionally, it incorporates interactive features such as zooming, rotating, and real-time updates, enhancing the user experience and analytical capabilities.
By prioritizing user feedback and iterative design, the proposed system aims to set a new standard in graph plotting tools, bridging the gap between functionality and usability.
3.6 ADVANTAGES OF THE PROPOSED SYSTEM
The proposed E-graph plotter has numerous advantages, they are:
i. Enhanced functionality, including support for multi-dimensional and interactive graphing.
ii. User-friendly design that simplifies the graph plotting process.
iii. Multi-platform compatibility for broader accessibility.
iv. Cost-effective solution compared to professional-grade software.
v. Robust performance and reliability through rigorous testing.


CHAPTER FOUR
DESIGN, IMPLEMENTATION AND DOCUMENTATION OF THE SYSTEM
4.1	DESIGN OF THE SYSTEM
This is the computation of the particulars of a new system and the determination of what the new system would be and the function it is to perform. This may involve changing from one system to another or modifying the existing system operation. The most challenging phase of the system life cycle is the change from manual operation to a faster and more accurate one. 
The proposed system is designed in modules with each modules working together to perform the electronic voting system in order to enhance the performance of the existing system as earlier discussed in chapter three. The ability to analyze and give focus to the system is explained in the following formats which are output design, input design, and procedure design.
0. OUTPUT DESIGN
The input and output extracted from the proposed system are as shown below
 [image: ]
 Figure 4.1Graph plot  
The above diagram show the result of X and Y graph plotted
0. INPUT DESIGN
The input to run this software is obtained from E graph plotting system. The administrator is expected to safeguard the files and document using encryption. The input design describes the input interface for data entry into the program. Data entry interfaces need to be considered in developing a new system to ensure users’ friendliness. Data entry is done through the use of keyboard and mouse selection. The interface descriptions are as shown below:
 

[image: ]
Figure 4.2: Two-line graph plot
It defines x and y values, and the plot is styled with a green dashed line, a blue circular marker for each point, and a marker size of 12.
4.1.3	PROCEDURE DESIGN
These are the steps involved in unifying the whole process to produce the desired output. It involves computer procedures which start from the original input lessons to the output result file. This allows the processing of the students information and result to be possible. Menu is provided to aid user in the processing of the output file.
4.2	IMPLEMENTATION OF THE SYSTEM
4.2.1	Hardware Support
The hardware requirements for this program are:
1. PC: The computer should be minimum of Pentium IV with 1000GHs processor speed but preferably Dua Core Processor for greater efficiency
1. Memory: This system requires a Higher RAM not less than 512MG, 1GB RAM is recommended.
1. Storage: the storage capacity must be 80GB and above.
1. VDU: Visual Display Unit required should be a very high resolution not less than 1024 x 768 with 256 colour capability.
1. Printer: This system also requires a printer
1. Input: The input device required is a mouse, Optical Mouse should be provided for easy use.
4.2.2	Software Requirements 
The software requirements for the operation of this program are as follows:
1. Window Operating System
1. XAMPP or WampServer (for Apache server on localhost)
1. Web Browser e.g Mozila Firefox
1. Macromedia dreamweaver
4.2.3	Choice of Programming Language
The Application was developed in a .net (dot net) integrated development environment (.net IDE). The Application IDE is chosen following the fact that extracted information needs to be presented in an enhanced pictorial/graphical format and easy communication with the database for program flexibility in windows platform.


4.3	DOCUMENTATION OF THE SYSTEM
4.3.1	Program Documentation
In order for the proposed system to be used on any computer system it takes the following ways
1. Boot the system
1. Open any browser on the system (Microsoft internet Explorer, Mozilla Firefox, Netscape Navigator, Opera, Flock, Safari and so on)
1. Type http://localhost/graph-plotter/index.php on the address bar and press the return key or enter key.
4.3.2	Operating the System
This refers to the step-by-step method of using the proposed system. The proposed system comprises of plot graph and view graph. The steps to use the proposed system are as follows
1. On the address bar of any browser type http://localhost/www.plot-grapg/index.php
1. You are prompted to supply the username and password.
1. If the username and password supplied are correct it will proceed to the main menu interface.
4.4	MAINTAINING THE SYSTEM
The system maintenance refers to making modification to an already existing application/program without necessarily re-writing everything from start. Program maintenance of a program includes modification of the program to meet-up with certain requirements of the users. In this course, additional features can be added, errors corrected, ambiguous interfaces redesigned to eliminate confusions and unnecessary features removed.
Maintaining this program can be done in Visual studio environment. Any future modification can be by re-running the program source code in a web environment making necessary changes and updates and recompile the application into an upgrade version of the existing version of the mini word processing application. Further versions of this program can be named following their year of release or it can be given a different version number.


CHAPTER FIVE
SUMMARY, CONCLUSION AND RECOMMENDATIONS
5.1	SUMMARY
The development of an E-graph plotter addresses critical limitations in existing graph plotting tools, offering a user-friendly and versatile solution. By incorporating advanced features and prioritizing accessibility, the proposed system aims to empower users in education, research, and professional contexts. This project has detailed the steps taken to design and implement the system, from identifying user needs to developing and testing the final product. The findings underscore the importance of user-centric design in software development, demonstrating its impact on usability and adoption.
The proposed E-graph plotter represents a significant advancement in the field, offering a tool that combines functionality with ease of use, setting a new benchmark for graph plotting solutions.
5.2 CONCLUSION
The design and implementation of the proposed E-graph plotter demonstrate the potential for innovative solutions to address longstanding challenges in graph plotting tools. By leveraging modern technologies and prioritizing user needs, the system provides a comprehensive and accessible solution for diverse audiences.
This project highlights the critical role of iterative design and user feedback in developing effective software. The success of the proposed E-graph plotter underscores the value of bridging the gap between functionality and usability, fostering greater adoption and impact.

5.4 RECOMMENDATIONS
Based on this project finding the following were recommended:
i. Further research to explore integration with emerging technologies such as artificial intelligence for predictive graphing.
ii. Expansion of the system’s capabilities to include additional graph types and data visualization tools.
iii. Continuous user feedback and updates to ensure the system remains relevant and effective.
iv. Collaboration with educational institutions to promote adoption and gather insights for future development.
v. Development of comprehensive training resources to enhance user proficiency and engagement.
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