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Section 1: Product Description  
 
1.1 Understanding Your Product  

 
The developers of the SunFun App completed a Skills Matrix and SWOT analysis to 
identify strengths, weaknesses, opportunities and threats within the team. This allowed 
them to take a critical look at how the team can improve, develop and compete more 
effectively (See Appendix 1). After analysing the results, it was shown that the team has 
strengths in many areas. Project management, pitch and demo presentation, design and 
research skills are areas in which the developers excel and have provided a solid base to 
build from.  
 
Overall, it was evident that none of the team with the exception of one member, were 
confident in coding and programming. An opportunity arose for this member to take on a 
leadership role in this area and assist the other team members to develop and improve 
their skills, further building the team as a whole. The developers identified being time poor 
as a possible threat to their app development. However, using their strengths in project 
management, and the support of the mentor to introduce the Design Thinking Approach 
they were able to overcome this by setting goals, implementing timeframes and running 
effective playback sessions to ensure on time delivery (See Appendix 2). 
 
The developers of the SunFun App believe that the lack of sun safety education in their 
community is a problem that needs to be addressed. They identify as the target market for 
the product they are creating and strongly believe it will change the way children view sun 
safety. 
 
 
1.2 Product Description 
  
SunFun is an app designed to helps kids aged 10-14 understand the importance of sun 
safety in a fun and engaging manor. By blending gamification techniques with educational 
facts throughout the app, the developers have created an entertaining user experience 
where knowledge of sun safety is acquired almost by stealth. In this way, the SunFun App 
is designed to encourage behavioural modification and inspire the next generation of 
Australians to take an active interest in their own sun safety.   
 
Melanoma is the most common cancer in young Australians (15–39 year olds) making up 
20% of all cancer cases (1).  The SunFun App targets a population not currently addressed 
in the market, and will work to prevent the terrible statistics associated with melanoma and 
skin cancer. 
 
  
  



   

    
 

Section 2: Potential Market & Research 
 
2.1 Competitor Analysis 
 
SunFun is unique.  No other app exists to target the “tween” population of children aged 
10-14 years, and educate them on the five simple steps that can be taken to reduce the 
risk of skin cancer.  The Public Health team at Cancer Council Queensland have further 
confirmed that they are unaware of any other product in the marketplace that is designed 
for youth, and have offered their complete support for the development of the SunFun App 
(Please refer to letter from Cancer Council Queensland, dated 28 June 2017 – Appendix 
3). 
 
While no immediate competition exists for the target market identified for SunFun, it is 
important to note that there are a small number of sun safety apps available for download, 
designed for an adult user. These apps offer relevant information and education about sun 
safety, however they are designed for an adult user-experience and offer no gamification 
or fun. 
 
The developers of the SunFun App have identified and analysed the three main players in 
the field of sun safety and health related apps for adults: UV Index, Sun Visor and QSun, 
as closest competition for SunFun. Each of these apps has a medium to high functionality 
showcasing different features such as location services, real time weather information, 
informational videos and personalised programs, however none of these apps were fun or 
entertaining to use. There would be no incentive for the 10-14 year old market to access 
these resources. 
 
   
Features/Competitor UV Index 

 

Sun Visor 

 

QSun 

 

Price  4.49  Free  Free 

In-App purchases  No  Yes  No 

Basic/Medium/High 
Functionality 

 High/medium  High/medium  Medium/high 

Ease of navigation  Medium  Easy  Easy  

Tracking features with web 
App 

 No  Yes  Yes 

 
While most sun safety apps are free, the UV Index app has a cost of $4.49, pricing it out of 
the market for most tweens. In addition, the testers found that UV Index is not particularly 
easy to navigate, again ruling it out as competition for SunFun’s target market. 
 
The remaining sun safety apps are free of charge and are easy to use. However, with a 
focus on text and information, it is clear that these apps are designed for adults, not 



   

    
 

children.  This further supports the SunFun App as a unique market leader, as it 
specifically targets children aged 10-14 years, and aims to prevent sun damage before 
adulthood.  
 
SunFun developers found that other apps have attempted to solve the problem of sun 
safety by simply providing facts about the UV Index and advising the times of day to stay 
out of the sun.  Acknowledging that this kind of information will be unlikely to change 
behaviours (necessary to ensure sun safety) in the tween market, the SunFun App is 
uniquely placed to attract the attention of children who have graduated from having their 
parents applying their sunscreen and are starting to take responsibility for their own 
personal health and wellbeing.  
 
To address this opportunity for behaviour modification in the target market, the developers 
have identified that gamification such as daily quizzes will intrigue and draw back users on 
a regular basis. For this reason SunFun starts with a daily quiz to give users a chance to 
earn points to spend on minigames. They can earn extra points by taking sun safety 
quizzes and/or confirming they are dressed appropriately before they go outside. By 
creating an environment where the user earns and spend points on a daily basis, the 
SunFun App is designed to bring kids back daily. 
 
 
2.2 Trend Research 
 
The SunFun developers have created this app to address some shocking statistics: two in 
three Australians are diagnosed with skin cancer before they reach the age of seventy 
years old. (2) 
 
SunFun will drive awareness amongst youth aged 10-14 years about the dangers of not 
being sun safe, because the most commonly diagnosed cancer among adolescents and 
young adults is melanoma. It accounts for more than one quarter of all cancers among 
Australians aged 15-29 years (2). But it gets worse.   
 
Research shows that: 

 Queensland has one of the highest rates of skin cancer in the world.  
 The vast majority of skin cancers, including melanoma, are caused by over 

exposure to ultraviolet radiation from the sun or artificial sources. 
 Childhood and adolescent sun exposure is thought to be important in determining 

the lifetime potential risk for skin cancer. 
 Research shows that only 63% of children wear broad-brimmed hats, 32% wear 

protective clothing and 9% wear sunglasses. 
 As a result, 64% of Queensland children aged 5-17 years are sunburnt annually (3). 

 
However, by adopting good sun protection practises, including Slip, Slop, Slap, Seek and 
Slide, individuals can dramatically reduce their risk of exposure to UV radiation and 
associated cancer. (4) 
 
Acknowledging the significance of this issue in our community, the developers sought 
advice from a trusted expert in this field. The developers are delighted to announce the 
endorsement and support from Cancer Council Queensland to promote good sun 
protection behaviours amongst children. This industry partnership ensures a strong 



   

    
 

evidence base to the educational content provided in the SunFun App. (Details available in 
section 4.1 of this business plan). 
 
 
2.3 Consumer research 
 
Research has identified that the most commonly diagnosed cancer among adolescents 
and young adults is melanoma (5). It accounts for more than one quarter of all cancers 
among Australians aged 15-29 years. But how seriously does the target market take the 
matter of sun safety?   
 
SunFun developers conducted a survey for children aged 10-14 at the local school, to 
collect information about their knowledge of, and commitment to, sun safety. The results 
were compelling (See Appendix 4). 
 
After surveying more than 200 students, it was clear that the knowledge about sun safe 
times of the day was acceptable.  75% of surveyed students were aware that 12pm is the 
most dangerous time to be in the sun.  However, only 19.6% admitted to always wearing a 
hat and sunscreen when playing outside. Even more disturbing was the fact that over half 
the population surveyed (52%) never or rarely wear sun protection when outside.  39% of 
the children surveyed never wear a long sleeved rashie whilst swimming. Just over half of 
the population don’t reapply sunscreen after swimming. The results also showed that 80% 
have been sunburnt in their lifetime due to not following the recommended sun safety 
practices.  
 
This consumer research is also reflective of the information shared by Cancer Council 
Queensland. There is no denying that this is a significant problem in our community. The 
SunFun App aims to solve this problem - enhancing sun safety awareness and modifying 
dangerous behaviours - by educating youth using technology. 
 
 
2.4 Target Market 
 
The developers have designed SunFun to target children and youth aged 10-14. This age 
group was chosen because the developers want to educate children about sun safety 
before their upcoming teenage years. The developers believe that by this age, parents 
start passing more self-care responsibilities, including sun safety onto their children.  
 
With this in mind, the potential market reach for the SunFun App is potentially 1.43 million 
users - the number of children in Australia that are in the age group 10-14.(6)   
 
With the support of Cancer Council Queensland, SunFun will initially launch with the intent 
to focus on youth in the state of Queensland.  Queensland holds 20% of the Australian 
population, according to the most recent Census data.  Therefore there are approximately 
286,000 (20% of 1.43M) children in the target market for the initial launch of SunFun in 
Queensland. Gender, geographic location and socio-economic background are irrelevant. 
The SunFun App is free to download and designed to be attractive to both male and 
female youth. 
 



   

    
 

Promoting the SunFun App in Queensland first is important to the developers and their 
partners as Queensland is one of the hottest states in Australia with the highest rates of 
skin cancer. In 2016, Cancer Council Queensland released a media statement recognising 
Queensland as “the skin cancer capital of the world”. Cancer Council Queensland’s CEO 
at that time, Professor Dunn, said that Queensland's climate and demographics make it 
"uniquely vulnerable to skin cancer, necessitating ongoing vigilance in sun protection." (7) 
  
While the launch and promotion of the SunFun App will begin in Queensland, it is freely 
available for anyone to download from the Google Play Store (See Appendix 9). This 
supports the future vision for all Australian children to have access to this app and take an 
active interest in their own sun safety. 
 
 
2.5 Potential Market Size 
 
Initial user testing indicated that up to 80% of people exposed to SunFun would be likely to 
download this app, as they offered either a 9/10 or 10/10 score for this product (See 
Appendix 5). 
 
Therefore, based on a conservative assumption that 10% of the target market will 
download the SunFun App in the first year (which also recognises that the initial launch is 
limited to the Android platform), the potential market size for SunFun is 28,600 users.(6) 

 
(1.43 million X 20%) X 10% = 28,600 
 
These 28,600 are Queensland youth aged 10-14 years located anywhere in the state. 
There is currently no other app targeted to children in this age group allowing the SunFun 
developers to assume the market leader position. 
 
Research indicates that the average screen time for this age group is 3-4 hours a day (8). 
The peak screen engagement time for the SunFun target market is at 7pm. The 
developers of the app expect that the lure of completing daily quizzes to earn points that 
give them access to the minigames will encourage users to spend at least 10-15 minutes 
on the app per day. 
 
 
  



   

    
 

Section 3: Finances  
 
3.1 Budget 
 
Considering the potential impact and improvement in the health and wellbeing of children 
as a result of the SunFun App, the costs to develop and deliver the app are relatively 
small, totalling $11,746 in the first year, and less than $1,000 each year following. 
 

Fixed Costs Variable Costs 
App Development:  $10,880 
Rents:    $0 
Logo & Design:  $25 
Placement:   $25 

Advertising & Promotion: $0 
Technical Maintenance: $816 per year 
 

 
These figures have been calculated as follows: 
 
App Development: Research found that the average salary of an App Developer is 
$70,882 per year (9). Throughout the process of creating the SunFun App, the developers 
have calculated that they dedicated more than 64 hours to their App Development 
responsibilities. There are 5 members in the team which calculates to a total of $10,880 for 
the production salary expenses. 

 
Rents:  No fees for rents were incurred in the development and deployment of the SunFun 
App as the developers are committed to leveraging school and home-based offices. 

 
Logo & Design:  Acknowledging the importance of branding, the SunFun developers have 
invested in the creation of a logo for this app, at a cost of $25 (actual cost). 

 
Placement: Uploading the SunFun App onto the Google Play store at a cost of $25.(10) 

 
Advertising & Promotion:  The developers have removed the cost of advertising the 
SunFun App.  With the support of Cancer Council Queensland, there is an opportunity to 
promote SunFun through their various media channels including their website, social 
media, the QUEST Sun Smart Schools program and the exposure of the app at various 
fundraising events, at no cost to the developers. 

 
Technical Maintenance:  Maintenance of the app is expected to be minimal.  For the 
purposes of this business proposal the assumption has been made that 2 hours per month 
will be substantial. Based on the wage of an App Developer, the cost of $816 was 
calculated as the rate to cover 2 hours per month for one year. (11)   
 
 
3.2 Revenue Model 
 
The SunFun App is available and free to download from the Google Play Store (See 
Appendix 9). The developers have listed SunFun as a free app as they believe it is of high 
importance that children and youth in Australia are educated about sun safety and making 
the app free makes it accessible to everyone.   
 



   

    
 

The developers have identified that revenue will be generated through advertising 
throughout the SunFun App.  Pop up advertisements are featured throughout the mini 
games section of the app. At the end of each mini game, there will be a pop up 
advertisement for products or services aligned to the educational values of sun safety (eg. 
in the “Slop” game where users have to slop on sunscreen, the pop up advertisement 
would be from a sun safe sunscreen manufacturer). It was decided that pop up 
advertisements would be included in the minigames as it is expected to be the most 
popular section of the app and therefore it is more likely that users will be exposed to the 
advertisements. 
   
Below is a list of potential companies the developers plan to approach for advertising 
space:  

 Banana Boat  
 Oakley  
 Ombra  
 Billabong  
 Nivea  

  
The support of Cancer Council Queensland will be of vital importance when attracting 
companies to buy advertising space in the app, as it is believed that these companies will 
be pleased to align themselves with a credible charity such as Cancer Council 
Queensland.  
  
The SunFun user reach has been calculated at approximately 28,600 potential users. 
Based on the developer’s research into current advertising standards and pricing, 
advertising space in SunFun will be sold for 10 cents per impression (12). In five minute 
game play, this will conservatively reach three impressions per day, per user. With 
drawcards used to entice users back regularly, it is predicted that users will access this 
app five days per week.  Therefore, with 28,600 potential users the potential revenue from 
advertising in the first year could be over $2 million dollars. 
   
Our calculations:  
1 x pop up ad impression 10 cents 
3 x impressions per day 30 cents/day 
5 x user interaction per week $1.50/week 
52 x weeks per year $78/year (each user) 
28,600 users per year $2,230,800/year 

 
  
Looking forward, with the planned additions and improvements to the gaming functionality 
of SunFun, the developers predict that after the first year, the user population will remain 
at 28,600 users (allowing for drop outs by previous users, and new users on the iOS 
platform).  It is therefore reasonable to expect an additional $2 million revenue in year two. 
 
 
  



   

    
 

Section 4: Marketing 
 
4.1 Industry Partnership 
 
Sun safety is a serious problem that children need to be properly educated about with 
accurate resources and information. The developers of SunFun identified Cancer Council 
Queensland as an excellent organisation to align their product with, as they have a strong 
research base and are a respected charity. The developers approached Cancer Council 
Queensland and pitched their idea for the SunFun App on 27 June 2017 in a presentation 
at the CCQ Brisbane offices. The Public Health team gave their full support for SunFun 
stating, “as well as being fun and innovative, with a strong evidence base, the App is 
unique in its approach by targeting young people, a market that, to the best of our 
knowledge, is largely untapped.” From this meeting, the developers of SunFun have 
formed a strong industry partnership with Cancer Council Queensland (See Appendix 3). 
 
 
4.2 Branding & Promotion 
  
SunFun is designed as an educational app to teach children about how to be sun safe 
(See Appendix 5). The support of Cancer Council Queensland was considered in all 
aspects of the branding and promotion of the app. Tertiary colours of yellow, blue and 
orange create the theme of SunFun. Not only are yellow and blue the branding colours of 
Cancer Council Queensland, but yellow is a symbol of joy and attention and blue is a 
symbol of stability, serenity and trust.  These are values that the developers wish to 
display through their colour choices. By using bright colours throughout SunFun, the 
developers believe it will appeal to children and maintain their interest while using the app.  
 
The SunFun App is fun and colourful and educates children to be aware of the dangers the 
sun while having fun doing so. This is also the reason behind the design of the SunFun 
logo – the colours represent the Australian outdoors lifestyle; blue skies and yellow sun, 
and while a focus on sun safety could be at risk of making an enemy out of the sun, there 
is no need for this to be the case when proper sun safety measures are in place.  This is 
why the SunFun logo depicts the warm embrace of the sun, showing that we can embrace 
our lifestyle and still remain sun safe. 
 
The developers have incorporated gamification such as minigames and quizzes to intrigue 
children into learning about sun safety. These minigames have been inspired by Cancer 
Councils five S’s: Slip, Slop, Slap, Seek and Slide which provide children with a visual 
representation of actions to take to be sun safe.  Daily quizzes will encourage users to 
regularly engage with the app while also testing their knowledge about the sun and how to 
be sun safe. Users earn points by successfully completing quizzes.  These points can then 
be redeemed on minigames as a reward for engaging with content, learning new facts and 
answering questions correctly. 
 
Users also earn bonus points when they receive the “egg splat” during their play.  The egg 
splat is linked to SunFun’s tagline – fry your eggs, not your skin - and has been timed to 
appear every three minutes, encouraging users to invest additional time in the app. 
Increased usage provides more opportunities for pop up advertisements, therefore 



   

    
 

increasing potential revenue. It also provides additional exposure to the sun safety 
messages throughout the app (overall purpose and vision for the SunFun initiative). 
 
With Cancer Council Queensland’s support, SunFun will be promoted through their various 
media channels. The developers will also promote their app to teachers through Education 
Queensland’s communication portals with the intent to reach schools all over Queensland. 
Easily recognizable by its colours and branding, SunFun will also be promoted by word of 
mouth.  Confidence in this channel to market is due to the Net Promoter Score (NPS) 
research conducted for this app. (Details available in section 4.6 of this business plan). 
 
 
4.3 Platforms 
 
The SunFun App has been developed for the Android platform with download available on 
Google Play Store (See Appendix 9). Research shows that while Apple is the most popular 
brand of handset, it is not the most popular platform. 50.1 per cent of all phones sold in 
Australia in the middle three months of 2016 ran the Android operating system (13). This 
calculation has been taken into account when evaluating the potential market size for 
SunFun in its first year of operation. 
 
 
4.4 Launch 
 
SunFun will be launched through Cancer Council Queensland’s various media channels 
and through the QUEST program for Sun Smart Schools.  Launching the app with the 
support of Cancer Council Queensland will assist in quickly gaining exposure and creating 
awareness of the SunFun App in the community, leading to additional word of mouth 
exposure. There is also the potential to launch SunFun on World Cancer Day or in 
alignment with any other of Cancer Council Queensland’s initiatives to build awareness of 
SunFun and encourage children to download this app.  
 
 
4.5 User Testing & Feedback 
 
The developers conducted user testing on the 18 July 2017. They asked 23 students to 
use the SunFun App and answer a survey (Appendix 6).  
 
Users were asked if the app was easy to use. 22 students said the app was very easy or 
easy to use, and only 1 student said the app was quite hard to use. As a result, the 
developers have ensured the app has been completely de-bugged for a more free and 
easy navigation.  
 
Users were asked if they had any feedback on how the app could be improved and if there 
was anything the students particularly liked. Most students enjoyed their experience with 
the app and did not have any suggestions for improvement. However, one student 
mentioned that he would like it if the avatar could wear a shirt designed in the slip 
minigame. The app developers will keep this in mind for future improvements, leveraging 
the “save to gallery” functionality. 
 



   

    
 

Feedback showed that users were distracted by the frequency of the egg splat and unsure 
of its purpose (See Appendix 7). The developers have responded by changing the egg 
splat to every 3 minutes and adding a bonus point as a feature to encourage users to stay 
on the app for a longer period of time.   Additionally, the egg splat pop up was adjusted to 
include key messages aligned to sun safety, to help improve this context.  Future plans will 
also include approaching egg manufacturers to further promote and support the SunFun 
theme – fry your eggs, not your skin. 
 
Users were asked if they had fun playing the app and the results showed 95.65% (22 
students) said yes, they did have fun and only 4.35% (1 student) said no, they didn’t have 
fun.  SunFun developers believe these results provide solid evidence that the target 
market will enjoy and engage with the app.  
 
 
4.6 Net Promotor Score 
 
Net Promoter Score (NPS) is a relatively new way of measuring customer loyalty and 
satisfaction, by asking the simple question, "How likely are you to recommend (this 
product) to your friends?"  Companies like Costco, Apple, IBM and Amazon.com use this 
measurement, and it continues to grow in popularity amongst small and mid-size 
businesses as a tool to drive growth and profit.(14) 
  
The developers of SunFun have used the Net Promoter Score as part of the user testing - 
to help predict the success of the app, and the possibility of word of mouth (going viral) as 
a channel to market.   
  
In NPS calculations, customers that give you a 9 or 10 are Promoters, a score of 7 or 8 are 
called Passives, and 6 or below are Detractors. To calculate the Net Promoter Score, we 
detract the percentage of Detractors from the percentage of Promoters. (15) 
 

 
 
On 18 July, testers of the SunFun prototype were asked to rate on a scale from 1 - 10 (1 
being not likely and 10 being very likely), how likely they would be to recommend the 
SunFun App to a friend (See Appendix 6). 

 18 from the 23 responses were 9/10 or 10/10, meaning they are Promoters 
 4 from the 23 responses were considered passives, as they gave a score of 7/10 or 

8/10. 
 1 person gave 5/10 which makes them a detractor. 

  
To calculate the NPS, we divide the percentage of Promoters (18/23 X 100%) by the 
percentage of Detractors (1/23 X 100%).  The Net Promoter Score for SunFun App is 
74.  
  
 



   

    
 

Net Promoter Scores can range from -100 to +100 (16)  meaning a score of 74 is very 
promising and supports the developers to predict that users will be likely to talk about 
SunFun with friends.  However it should be noted that NPS is a relative score, which 
means it is important to compare this score to competitors in the market to understand if it 
is a good score.  While there was no data for the NPS of apps available, the NPS for some 
popular technology brands is below.  The NPS for SunFun is clearly at the higher end of 
this range. 
  
The NPS for Apple is 89. (17) 
The NPS for Google is 38. (18) 
The NPS for Google Play is 30. (19) 
The NPS for Apple iTunes is 30. (20) 
The NPS for Facebook is negative 21. (21) 
  
Net Promoter Score for SunFun App = 74 
Survey conducted on 18 July 2017 
Sample size = 23 Queensland students aged between 10 -14 years 
 

 
 

 
4.7 Growth & Future Development 
 
The next steps for improving the SunFun App is to incorporate a “sunshine pet” as an 
addition to the avatar.  The sunshine pet will appear throughout the app as another portal 
to educate users about sun safety. This feature – like a Tamagotchi – will be designed to 
encourage a higher level of engagement and return visits to SunFun.  Another 
improvement will be the addition of a camera feature where users can select an ageing 
filter to visually demonstrate what happens when you apply sunscreen compared to ageing 
without applying sunscreen.   
 
The developers would also like to make SunFun accessible for iPhone users by making an 
iTunes and IOS version available in the Apple App Store.  Although SunFun is a free 
download it is interesting to note that in Q4 2016, the App Store generated $5.4 billion in 
revenue while the Google Play Store only managed to generate $3.3 billion in the same 
quarter (22). It is clear that the traffic through the Apple App Store is significant and the 
iPhone is a popular choice in handset with approximately 212 billion sold in 2016 (23). From 
the developer’s perspective, these statistics provide a strong basis for including SunFun as 
a free download in the Apple App Store in the near future. 
 
 
4.8 Conclusion 
 
The developers of SunFun believe that in order to change the harrowing reality that 
melanoma is the most common cancer amongst young Australians, there is not only a 
need for sun safety education for children, but a responsibility for it (1). SunFun is a fun, 



   

    
 

educational and unique app that will inspire the next generation of Australians to take an 
active interest in their own sun safety. 
 
Throughout the Search for the Next Techgirl Superhero program, the SunFun team made 
the most of every opportunity to learn, develop and perfect their skills as Entrepreneurs 
and App Developers.  The journey through the Design Thinking Process and the creation 
of the SunFun App has inspired curiosity and determination, and the realisation that 
careers for women in STEM are not only possible, but also desirable (See Appendix 8). 
 

The developers are proud to present to you  
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Have fun in the sun 
But don’t get fried 

Don’t be a piece of bacon  
With an egg on the side 

Fry your eggs, not your skin 
Be sun safe 

Or the burns will win! 

 
  



   

    
 

APPENDIX 1 
SKILLS MATRIX & SWOT ANALYSIS 
 
The Skills Matrix below was completed by the members of the SunFun team to identify 
strengths in particular areas relevant to the project.  
 

Role 
names 

Project 
Management 

Research 
skills 

Design Document 
business 
plan 

Pitch & 
demo 
presentation 

Marketing 
& 
branding 

Budgets 
& 
finance 

AppInventor 
and coding 

Emi 4 3 3 2 3 2 1 4 

Isabelle 4 3 3 2 4 2 1 2 

Courtney 3 4 3 4 3 4 3 0 

Jasmine 3 3 3 2 4 3 1 0 

Milla 4 4 3 4 3 4 3 1 

 
 
SCORING 
0 - Need not have knowledge 
1 - Should have basic knowledge 
2 - Should do with support 
3 - Should have knowledge & do independently  
4 - Should be good in theory and practical and can train others 
 
  



   

    
 

SWOT ANALYSIS – INDIVIDUAL  
 
Emi 

STRENGTHS 
 Coding  
 Logic and critical thinking  
 Problem solving 
 3 years of LEGO programming and 

Robotics experience 
 

WEAKNESSES 
 Easily distracted 
 Perfectionist 
 Go off on tangents 

  

OPPORTUNITIES 
 Leading the coding part of the project 

and helping the others become more 
confident in this area 

 STEM Excellence at high school 

THREATS 
 Lack of time due to extracurricular 

activities including tennis, music, karate 
and extension learning tasks 

 
Isabelle 

STRENGTHS 
 English – in particular creative writing 

and critical thinking 
 LEGO programming and Robotics 

Experience 
 Science  

 

WEAKNESSES 
 Easy distracted 
 Math 

OPPORTUNITIES 
 Developing coding skills 
 STEM excellence at High School  

 

THREATS 
 Lack of time due to extracurricular 

activities including dance, sport and 
extension learning tasks 

 

 
Courtney 

STRENGTHS 
 Project management  
 Research skills  
 Literacy skills  
 Good work ethic  
 Creative thinker 
 Team player 

WEAKNESSES 
 Limited coding experience 
 Budget and finance  
 

OPPORTUNITIES 
 Lead the writing and editing of business 

plan 
 Organisation and keeping the team on 

time 
 Work with Milla on budget and finance 

THREATS 
 Time available to complete project  
 Disagreeing with team members and 

not reaching agreements 
 Not speaking up 

 



   

    
 

 
Jasmine 

STRENGTHS 
 Project management  
 Maths 
 Pitch presentations  
 Creative ideas 
 Motivated 
 Flexible 

WEAKNESSES 
 Writing and spelling  
 Business plan  
 Refining my ideas  

OPPORTUNITIES 
 Improve my writing skills by working 

alongside team members with strong 
literacy skills 

 Using organisation skills to lead 
team deadlines 

 Share my creative ideas to come up 
with great concepts   

 Maintain excitement and fun in my team 

THREATS 
 Getting stressed and checking out 
 Not having enough time  
 Inability to turn a large amount of ideas 

into a refined concept 

 
Milla 

STRENGTHS 
 Project management 
 School Leader -  management skills   
 Working on long term projects  
 Working within a structure  
 Numbers and logical thinking 
 Strong literacy skills 

WEAKNESSES 
 Coding, as an artistic creative person 

my interest in coding is not as high as 
other areas of interest  

 Too many ideas are confusing  
 Need structure and boundaries   
 I tend to get stressed when there is 

pressure of deadlines 

OPPORTUNITIES 
 I will be able to use my leadership skills 

to lead my team  
 Encourage team to persist when 

demands become high  
 To test and overcome the stressful 

nature of demanding projects 

THREATS 
 Becoming overly stressed 
 Large portion of the project is coding  
 There will be times when a project lacks 

structure  
 Will we have enough time because of 

our inside and outside school 
commitments? 

 
 
  



   

    
 

SWOT ANALYSIS – TEAM 
 
Information about the individual team members was collated and a team SWOT analysis 
was conducted.  
 

STRENGTHS 
 Project Management 

- Organisation 
- Goal setting 
- Meeting deadlines 
- Problem solving 
- Task delegating 

 Creativity and design  
 Critical thinkers 
 Pitch and Demo Presentation  
 Working successfully as a team 
 High level literacy skills 

WEAKNESSES 
 Coding and programming 

- Majority of team are 
inexperienced 

 Budget and Finance 
- Lacking confidence  

 

OPPORTUNITIES 
 Learning new skills in programming 

and coding 
 Leading to STEM excellence 

program in High School 
 Leadership opportunities for 

individuals who have a specific skill 
set 

THREATS 
 Time poor 

- Commitments to a variety of 
school and extra-curricular 
activities and projects  

 Time frame given to complete this 
project 

 Stress 
 Other teams may be more 

experienced at coding 
 
 

 
  



   

    
 

APPENDIX 2 
PROJECT PLANNING 
 
The SunFun developers created a project plan to document how to create the prototype.  
The team SWOT analysis confirmed that the developers had strength in project planning 
and communication, but investment was needed in developing technical skills.  As such 
the project plan was focused on developing the skills required to successfully code the 
App.  The SunFun developers aligned the timing of this project plan with the 12 week 
curriculum of the TechGirls are Superheroes program. 
 

Feature Resources to learn how to 
use  Timeframe Priority 

Design Thinking  Ask mentor – have 
sessions in the first 3 
weeks 

 Go to Suncorp event 
 

Weeks 1 - 3 
 

1 

Gamification  Go to Accenture 
event 

 Watch MIT App 
Inventor Tutorials 

Weeks 3 - 6 2 

How to code!  Watch MIT App 
Inventor Tutorials 

 Web search 
 YouTube 
 Ask Mentor 

Weeks 5 - 11 1 

Use the 
Accelerometer 

 http://Appinventor.mit
.edu/explore/ai2/begi
nner-videos.html  

Week 6 2 

Use the Flung feature  http://Appinventor.mit
.edu/explore/sites/all/
files/hourofcode/Ball
BounceTutorial.pdf  

Week 6 2 

Use Digital Doodle  http://Appinventor.mit
.edu/explore/sites/all/
files/hourofcode/Digit
alDoodle.pdf  

Week 6 2 



   

    
 

Ensure factual 
content about sun 
safety is appropriate 

 Ask Cancer Council 
Queensland for their 
support 

Week 6 2 

Use Location 
Services feature 

 http://Appinventor.mit
.edu/explore/displayi
ng-maps.html 

Week 8 2 

How to play a sound  http://www.Appinvent
or.org/content/howDo
You/incrementing/co
untDown 

Week 9 3 

How to use a timer/ 
countdown feature 

 https://www.youtube.
com/watch?v=sdDcZf
eCBXc 

Week 10 2 

Use the Points Tally 
feature 

 https://www.youtube.
com/watch?v=CQBU
3jWqg9k 

Week 12 2 

How to publish 
source code 

 Access information 
from Tech Girls 

Week 12 1 

How to post to the 
Google Play Store 

 https://www.google.c
om.au/search?q=mit
+App+inventor+tutori
al&ie=utf-8&oe=utf-
8&gws_rd=cr&ei=GF
B1WeiTLIHK0ATnxL
3oBA#safe=strict&q=
how+to+post+App+to
+play+store&kpvalbx
=1  

Week 12 2 

 
 
  



   

    
 

APPENDIX 3 
LETTER OF SUPPORT – CANCER COUNCIL QUEENSLAND  
  



   

    
 

APPENDIX 4 
RESEARCH: Target Market Survey Results 
 

 
 

 
 

 
 

 
  



   

    
 

APPENDIX 5 
USER TESTING: Survey Results  
 

 

 
 
 
 
 
 
 

  



   

    
 

APPENDIX 6 
WIREFRAME 
 
The images below reflect the creation of the wireframe for SunFun in the early stages of 
development. From these images, the digital wireframe was created.  
 
  



   

    
 

DIGITAL WIREFRAME 
 
From the original drawings, the digital wireframe below was created to represent the flow 
of the SunFun App. 
 



   

    
 

APPENDIX 7 
USER TESTING: COLLECTING FEEDBACK ON THE PROTOTYPE 
 

 

 

Questions Notes Changes that need to be 
made by the team 

Is there anything 
that is unclear or 
confusing in the 
user-interface? 

 Frequency and 
purpose of egg splat. 

 
 
 
 
 

 Change the egg splat 
to every 3 minutes 

 Add a bonus point as a 
reward for staying on 
the app for longer. 

 Add sun safe text to the 
egg image to improve 
the context. 

Would you prefer 
the app look or 
behave 
differently? 

 A suggestion was 
made to allow the 
avatar to wear a shirt 
designed in the ‘Slip’ 
minigame. 

 

 Currently not a possible 
change due to 
timelines – developers 
will keep in mind for the 
future. 

Which features of 
the app interface 
and usability are of 
highest value? 

 Minigames were found 
to be a popular feature 
of the app. 

 
 
 

 Future developments to 
include more 
minigames using the 
camera feature.  

Are there any 
missing buttons or 
other content from 
the app? 

 Reward for egg splat. 
 
 
 
 

 Add bonus point for the 
egg splat. 

Did your 
expectations differ 
from the intent of 
the app? 

 No the intent of the app 
was clear and met all 
expectations. 

 Only 1 user out of 22 
found the app ‘quite 
hard’ to use. 

 
 
 
 
 

 Ensure the app is 
completely debugged 
for more free and easy 
use. 



The Pacific Pines Tech Girls starting their Design 
Thinking journey with the Hopes & Fears activity, 
gaining clarity of purpose and unity of vision.

As a group, how do we feel about the

work in front of us? How can we get ready

to start?

APPENDIX 8

PACIFIC PINES TECHGIRLS – THE JOURNEY



Next step – the Design Thinking Process, aligning local 
community problems to the UN Sustainable 
Development Goals of Poverty, Environment, Peace, 
Gender Equality, Health and Education.



The Pacific Pi es Tech Girls developed their Big Ideas  vig ettes –
sparking creativity, always with the User Experience as the priority.



Pacific Pines Tech Girls invested heavily in 
determining the problem they wanted to 
address, before moving on to solutions .  One 
key activity was – How to kill a project before 

it even starts  – which saw the girls looking for 
potential problems that they could mitigate.

#failfast

Collaboration 

& Playbacks



To finalise the selection of the problem and 

solution, the Pacific Pines Tech Girls completed 

the Feasibility and User Experience Analysis.



Design Thinking skills were further 
developed at the Innovation Lab at Suncorp.  
Train trips, critical thinking, consolidating 
ideas… practice pitches, expa di g i ds.



The Pacific Pines Tech Girls further built 
team working, business planning and 
technical development skills at the 
Accenture event.  Learning the core skills 
around gamification to ensure the SunFun 
App attracts the target market.



No break over the school holidays for these 
Tech Girls! – with a visit to Cancer Council 
Queensland to (successfully)  propose an 
industry partnership for SunFun App.  
The CEO even dropped in to share her support!



The Pacific Pines Tech Girls focused on 
the user experience as their key design 
principle – leveraging the results from 
their user testing to iterate their 
prototype and make improvements.



The Pacific Pines Tech Girls taught 
themselves to code using MIT App Inventor, 
inspiring curiosity and determination, and 
the realisation that careers in STEM are not 
only possible, but also desirable!



   

    

 

APPENDIX 9  
Google Play Store 
 
https://play.google.com/store/apps/details?id=appinventor.ai_njharris1987.SunFunv2&hl=en  

 

 
 
 

Receipt for upload of SunFun App to the Google Play Store: 
 
 

 

https://play.google.com/store/apps/details?id=appinventor.ai_njharris1987.SunFunv2&hl=en
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