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Company description
Business Description
Our business is a non-profit organisation set on educating the public about health issues (depression, bipolar
disorder, anxiety). Additionally, we aim to support the LGBTQ+ community suffering with mental illness.

Vision Statement
Our company's vision for our app is to have 50,000 active users by 2030. By doing this, it will assist many
people in battling their mental health problems.

Mission Statement
Our company is focused on creating a forum style app that assists people in dealing with mental health issues.
We will achieve this goal by adding features to the app that encourage the users to interact with each other
in a positive environment. This includes adding visual features, such as calming colours, and a simple design
to evoke calm and positive emotions in the user. Our main target audience is youth that are currently battling
with a mental health problem, so that hopefully the app will help them in overcoming it. Our second most
important target market are youth that are not currently suffering from a mental illness. This is because, by
providing a positive environment and information on mental health, mental illness in the future could be
prevented. Our last target market is older people, possibly parents or teachers, who could make a difference
in someone else's lives by gaining the information about mental health problems provided on the app.

The company will design the app to suit the main target market, however additional features may be added
to satisfy the other market categories. The value this app brings is that it is a positive, calming, and social
environment that both encourages youths to overcome their mental illness and supplies vital information
about mental health to those who are not aware.
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Team Members
Valerie Fang – Graphic Designer, Programmer
Rhiannon Lloyd - Researcher, Writer
Azaria Barr-Hamilton - Researcher, Writer
Cassidy Fifield - Researcher, Writer

Target Market
The app that we are planning to sell is a forum-like app to aid youth in battling mental health issues, with
additional focus on the LGBTQ+ community.
Our target market is youth dealing with mental health issues and members of the LGBTQ+ community. The
app will emphasise that it is targeted at youth through the language and imagery used. Additionally, youth
not dealing with mental health issues will also be accommodated for on the app, for the purposes of learning
and gaining an understanding of mental health and the LGBTQ+ community.

Business History
Blue Screen was formed when our group was discussing how we could help the general public in relation to
the UN sustainable development goals, in particular the goal of better health and wellbeing to all ages, all
around the world. We believed there should be more awareness about mental health to help youth. When
further discussing this issue, we considered the youth who are part of the LGBTQ+ community.

Future Goals
Our overall goal for our app is to reduce and prevent mental illness in youths, particularly teenagers. Blue
Screen hopes to create a calm, positive environment that people can interact in. This interaction will help
people suffering from a mental illness, prevent people from developing a mental illness in the future, and
raising awareness.
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Executive summary
Business name and location
The name of our company is Blue Screen, and we are located on the Gold Coast.

Products/Services Offered
Our company, Blue Screen, offers support to teenagers. Particularly, teenagers who are dealing with mental
health issues. We provide a platform for teenagers to interact and communicate with each other, giving
them a distraction from the stresses of reality. Furthermore, we encourage teenagers to seek help from
other organisations by providing hotline numbers and website links.

Purpose
The purpose of our business plan is to convey our ideas and goals for our app, and to secure investors to
ensure future development of the app.
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Financial plan & projections
We hope that our company, overtime, obtains sufficient financial support so we can advertise our app to a
greater market. Because our market is targeted towards teenagers, by investing money to advertise our app
on large social media organisations such as Instagram, Facebook, Twitter and Tumblr, we will be able to
effectively reach out to our market.

Our budget for advertisement is starting at 20 dollars. As our app gains momentum and users, we will
increase and adjust our budget accordingly. Our end goal is to project our app into social media so that
teenagers are compelled to download and use our app.

In the future, we hope to have some financial support from in-app advertisements. But for the benefit of our
users, only included advertisements that are relevant and helpful to them. Any profit we earn we hope to
reinvest in improving and developing our app further.

How much money do you have now and how will you be using it
At the moment, our company budget is $20 dollars. We hope, overtime, we obtain sufficient financial
support so we can advertise our app to a greater market. Exclusively social media platforms (such as
Instagram, Facebook, Tumblr) as it singularly targets our specific audience; teenagers.

Required Money and Goals


"The long answer is that Facebook advertising cost can be anywhere from $0.16 to $1.00+ per click,
depending on your industry, the size of your audience, and the quality of your ad." (Marsan, 2016).

Initially, our company will need $200 dollars. When we achieve a sufficient amount of money, we will use
most of our money for advertising, exclusively on social media platforms. We will also set aside some if the
money to pay our programmers that are working to develop our app. Aside from paying our programmers
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and using the money for advertisement on social media, we will also set aside enough money to buy a mac
book pro and better software for our programmers to use for our app.

How much money do you plan to make in the next 3-5 years and how (profit projection)
As our company grows, we predict the majority of our profit will be gathered from the psychologist
sessions and advertisements.
On average, an online psychologist costs anywhere from $1.75 to $4.99 per minute, or roughly $100-$250
per hour (Grohol, 2011). The company would take 5-10% of this money; the rest would go to the
psychologist. This means that the company would make approximately $5-$25 per hour from the
psychologist sessions.
We would also make money from having advertisements on our app. We will have a maximum of 2-3 ads
per page, and will not have any popups. The advertisements will be displayed in banner form between the
forum topic buttons (Thomas, 2011).

6

Market analysis
Market Description
Who are the key competitors?
Our key competitors are similar apps that cater towards mental health, apps for teenagers,
and forum based apps/websites.
How do you think your mobile app will perform and why?
Our mobile app will perform well due to the technical skills of our programmer and because
our app is unique and is targeted towards a certain age demographic. Our app will also
perform well because it is trying to help an issue that is very prevalent in our society.

Customer research: A sketch of your customers, including size and demographics

Our research team conducted a survey at our school (using Survey Monkey) to get an idea of our target
market’s opinions on the concept of an app designed to aid mental health problems.
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The majority of the surveyed people were within our target age group of young youths, meaning that the
data from this survey is relevant and useful for planning and creating our app.

These results show that over 67% believe that people who are suffering from mental illness will benefit from
an app similar to ours, proving that our app will be useful to a large percentage of people dealing with mental
health problems.
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These

results show that a large percentage of youth believe that the concept of our app will be useful for people
suffering from mental illness. If over 60% of the people surveyed agree with the concept of our app, it is
likely that many of these people would use the app if it is released, or would recommend it to a friend.
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From this survey question, we can conclude that 69% of the people we surveyed either knew someone that
had a mental health condition or is currently suffering a mental health condition. This proves to us that many
people have either suffered or is suffering from a mental illness, and one of our app's key focus is youth with mental

health conditions such as depression or anxiety.
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Competitor Analysis
App
Depression CBT

Version

Rating

Android 4.2/5 Stars

Self-Help Guide

Analysis
This app displays one approach to managing depression and
other mental health problems. It monitors the user by letting
them complete a test which tracks the severity of the user’s
moods. It also provides resources aimed at educating the user
about the thought patterns that might be worsening their
mental health. Audio programs for relaxation and depression
assistance are also included in the app.
Though the app has been published for the public for 4 years
now, there have been many complaints that the audio feature
does not work. Reviews from users have posted their dislike for
the programming and lack of development happening with the
app. However, there are many reviews praising the helpfulness
of the app and how it has positively impacted their lives.

Headspace

Apple
4.8/5 Stars
and
Android

Headspace is an app that provides guided and non guided
mediation and course. Particular courses help with certain
things such as stress.

Operation Reach

Apple

Operation Reach Out allows the user to store emergency

Out

4/5 Stars

and

contact information, additionally it provides suicide prevention

Android

hotlines and helpful videos about depression. This app is
particularly developed for veterans and military personnel.
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YouthBeyondBlue Apple

3.8/5 Stars

This app teaches young people how to approach people
suffering from mental illness. This helps the users learn how to
engage in difficult conversations .

Pacifica

Apple

4.4/5 Stars

This app was made to help someone dealing with anxiety,

and

stress and depression. The app has features such as a mood

Android

tracker, guided paths (lessons), guided meditation and has
within it a community of people to talk to.

Bipolar Disorder

Apple

4.5/5 Stars

Connect

This app allows people who are suffering from bipolar disorder
to connect with others going through the similar issues. You
can also monitor different moods by using a tracking tool.

Distinc.tt

Apple

3.8/5 Stars

This app is aimed for the LGBT+ community. It is a social
networking app that allows people of the LGBT+ community to
communicate with each other. Generally this app is quite
similar to Instagram.

Pride

Android 3.5/5 Stars

A social network explicitly for people in the LGBT+ community
to make friends, share posts and chat with staff if they need
support.

WorryTime

Apple

4.3/5 Stars

This app asks the user to document their worries, concerns or

and

stresses in the app, and then select a time of day when the app

Android

will notify you and you can spend time thinking about your
worries. The app encourages the user to store their worries
away for later, and then think about them at a selected time of
day for no more than 20 mins. The purpose of the app is to
reduce stress for the user.
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Marketing Plan – Strategy and Implementation
An explanation of how you will reach target customers and enter the market
We will reach our target market by advertising on the social media that teenagers use. The main ones that
we will be advertising on is Facebook, Instagram, YouTube and Tumblr. Through researching our target
market, we concluded that these were the some of the most used apps by young teenagers. By incorporating
chat rooms and games into our app, we will attract more users to our app, particularly people in our target
age group.

Details about pricing, promotions, and distribution of the app
The app will be free to download and use, and we are planning to implement certain in-app purchases in the
future. There will be online sessions hosted in the app with psychologists, which the user can buy if they
wish to use them.

An explanation of how the company will function, from when the app is produced to when the
app is delivered to the customer
Our company's goal is to get enough funding to hire programmers to refine our current app, and to add any
planned features in the future, as well as regular updates to the app. As the app is being produced, all
members of Blue Screen will assist in getting the app on its feet, along with the additional help of
programmers, graphic designers and other professionals if required.

Information on number and types of employees you have or will need
Our company will require app programmers that know how to use Xcode, a graphic designer to assist in the
visuals of our app, a professional advertiser to enable our app to earn money through advertisements and
attract attention, as well as other professionals to make our app suitable for the public.
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Products and/or service description
In-depth description of your products/services, emphasizing the specific benefits to the
customer
Our app is forum-based, with an emphasis on creating a relaxed, positive social experience for the user. This
includes encouraging the user to engage in conversations with other people suffering from mental illnesses,
and people with similar interests to them. The opening screen of the app shows the logo of the app and a
relaxing green background. If the user is using the app for the first time, it will ask them to create an account.
The user will be eligible to create an account with their email adress. Otherwise, there will be an option to
sign in.
The user will be required to enter a username, password and email to verify their account with. When the
user signs up, they are required to choose a list of interests from a selection on the app. They will also be
prompted to add more detail to their new profile, such as their age, gender, country and a short profile
message that the user can customise. However, these options are not compulsory and the user can either
leave these blank or edit them at a later date. After the user has signed in, they will be greeted with a short,
user-friendly tutorial to get them accustomed to the layout and functions of the app. After they have
completed the tutorial, they are free to use all of the features of the app.
The app will feature an area for pre-determined sub topics, ‘ask the community’ topics and forum threads
and posts that relate to the interests that the user entered when they signed up.
In the future, we are planning to add a section of the app for games that will aim to relax the user and reduce
their stress. However, at this point we are unable to implement this feature due to time constraints and lack
of programming experience.
Colour Scheme
For our app, the desired emotions we want for the user is calmness, safety and harmony. The colour green
is a symbol of nature, calmness, growth, health and harmony. This colour would be very effective in our app
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to promote calming emotions. The colour blue evokes emotions of calmness, serenity, wisdom and truth.
This colour would be appropriate for our app, and would also look visually appealing when combined with a
green colour scheme. Various shades of these two colours, primarily green, combined with small doses of
neutral cool colours will make up the colour scheme of our app (Art Therapy, 2016).

Throughout our planning and designing process our graphic designer, Valerie Fang, created a number of
concept designs for our app.

Logo

These are the designs that we have come up with for our app logo. We chose to go with the mascot of a
sloth because they are seen as relaxed and happy, representing the atmosphere that we hope to create in
our app. We also decided about halfway into our designing phase to name the app ‘ReVibe’.
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Starting Screens

These are the first two pages that you will be presented with in the app. The first screen (Left) is the splash
screen. This screen opens when you launch the app, and stays on the screen until the app loads. This screen
features the logo and an inspirational message. The purpose of this is to boost the user’s mood and hopefully
make them think more positively. The background of the splash screen is a blurred picture of a forest; sticking
to the green and white colour scheme of the app and promoting a sense of relaxation and tranquillity. Once
the app has loaded, the user is then presented with a sign in screen, in which they will be prompted to enter
their account details. The user will also have the option to sign up, which brings them to a separate screen.
This screen also has a green and white colour scheme, the logo, and a blurred image of a forest in the
background. This theme is carried through to almost every page.
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Other Pages

When you enter the app, the page is bordered on the top and the bottom by two panels. On the top, the
icon to the left brings up the menu, while the icon to the right brings you to the Helplines page (Left). The
border features three buttons; the Home/New Message button, the Messages button, and the Game button.
The Home button will only create a new message when on a forum thread, otherwise it will take you to the
Home page. The Messages button takes you to the Messages page (far Right) which shows all of you friends
and any incoming or outgoing private messages that you have. The Game page is still being designed, and
probably won’t be able to be implemented in our app when it is submitted, however we have plans for it in
the future to be a stress reducing game.
The images used in the app can be found in the Appendix.
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These screenshots show some of the XCode coding that went in to making the app, and how the different
pages were linked.
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Final App Screenshots
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This is the screenshots of our app. It was launched on an emulator and is fully functioning.

An explanation of how your product/service has advantages over the competition
Our app has an advantage over the competition due to its unique nature and the forum-style aspects of it.
Many of the features that we are planning to implement into our app are not found in other apps that
concentrate on mental health. Additionally, our app has a very focused demographic: teenagers and
preteens.

Product development:
Current stage of development product (how ready is it to be given to the customer)


Our app is currently functioning and can be used. However, it is still not fully refined and there
are multiple features (e.g. games) that have yet to be implemented due to time constraints.

Information about how the product will be built and sent to the customer


Our app is currently being coded using XCode, and will be available on Apple devices, however a
version for Android will most likely be developed in the future.
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Appendix

These images have been referenced in the bibliography.

21

Bibliography
Art Therapy. (2016). Color Psychology: The Psychological Effects of Colors. [online] Available at:
http://www.arttherapyblog.com/online/color-psychology-psychologica-effects-of-colors/#.WWmuQ-lLfIU
[Accessed 15 Jul. 2017].
Marsan, J. (2016). How Much Does Facebook Advertising Cost?. [online] Fitsmallbusiness.com. Available at:
http://fitsmallbusiness.com/how-much-does-facebook-advertising-cost/ [Accessed 15 Jul. 2017].
Grohol, J. (2011). Typical Costs & Pricing for Online Therapy. [online] Psych Central.com. Available at:
https://psychcentral.com/etherapy/costs-of-etherapy.htm [Accessed 19 Jul. 2017].
C, N. (2016). DIY MINI NOTEBOOKS - Four Easy & Cute Designs!. [video] Available at:
https://www.youtube.com/watch?v=H2bcMmTcqzE [Accessed 25 Jul. 2017].
China Highlights (n.d.). 1-year old lovely baby panda. [image] Available at:
https://www.chinahighlights.com/giant-panda/baby-panda.htm [Accessed 25 Jul. 2017].
FreeBigPictures (2009). Pine Forest Wallpaper Widescreen for Wallpaper Background. [image] Available at:
http://www.tagzeo.com/pine-forest-wallpaper-widescreen/pine-forest-wallpaper-widescreen-forwallpaper-background/ [Accessed 25 Jul. 2017].
HD Hintergrundbilder (n.d.). wald baeume blaetter gefallene trail. [image] Available at:
http://hdhintergrundbilder.net/landschaft/wald-baeume-blaetter-gefallene-trail/ [Accessed 25 Jul. 2017].
Shading practice - crosshatching spheres 02. (2013). [image] Available at:
http://summitwulf.deviantart.com/art/Shading-practice-crosshatching-spheres-02-354916726 [Accessed
25 Jul. 2017].
Steckler, K. (2013). Gibson. [image] Available at: https://www.babble.com/pets/24-reasons-why-corgisare-the-cutest-puppies/ [Accessed 25 Jul. 2017].
Szmigiel, L. (2015). Path Through Forest Trees. [image] Available at:
https://stocksnap.io/photo/ZJOY89B3SM [Accessed 25 Jul. 2017].
Tumblr (n.d.). Tumblr static. [image] Available at: http://animal-jam-clans1.wikia.com/wiki/File:Tumblr_static_tumblr_static_83z0ou1v7x8gg4oowcksoco4c_640.jpg [Accessed 25
Jul. 2017].
Wallpaper17 (n.d.). Forest Wallpaper. [image] Available at: http://wallpaper17.club/cgisys/suspendedpage.cgi [Accessed 25 Jul. 2017].
22

Thomas, C. (2011). How Much Do Ads Pay On Apps - Free vs Paid Apps. [online] Bluecloud Solutions - App
Marketing. Available at: https://www.bluecloudsolutions.com/blog/free-paid-apps-works/ [Accessed 26
Jul. 2017].
Schaefer, A., 2016. The Best Depression Apps of 2016. [Online] Available at:
http://www.healthline.com/health/depression/top-iphone-android-apps#1 [Accessed 16 Feburary 2017].
Courtney, K. (2017). Super Sloth – The best ways to say it with sloth.
Distinc.tt - LGBT+ Social Network For All Ages. (2017). Belkin Interactive LLC. Francis, H. (2017). Ten apps to
help beat the blues. [online] The Sydney Morning Herald. Available at: http://www.smh.com.au/digitallife/smartphone-apps/ten-apps-to-help-beat-the-blues-20150605-ghhjor.html [Accessed 28 Feb. 2017].
WorryTime. (2015). ReachOut Australia.
Pride - LGBT+ Social Network. (2016). Pride Production.

23

