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Section 1: Product Description  

Understanding your product:  

Summary of Skills Matrix (Appendix) 

Our team work well together and we all have different skills. We have a girl who is really 
good at coding and even though she has not made an App before, she is keen for a tech 
challenge! We all like to think of new ideas. We like making videos and using technology to 
help us with our work. We have some really creative girls on our team and they will be 
great with colour choice and filming the pitch.  
 
We have a lot to learn about coding an App. This is a skill we need to develop.  
 

Summary of SWOT Analysis (Appendix) 

Our team has lots of different skills. We have someone who has strength in each key area, 
a coder, 2 creatives, a great researcher and a business planner. We all love to use 
technology! Our main weaknesses are that we have never coded an App before and only 
one of us has done much coding and that we have poor internet access. We are keen to 
learn to code though so this is an opportunity to meet the challenge! 
 
Our main threats are giving up in learning a difficult task and getting annoyed with each 
other! We generally work well together as a team, so we work our disagreements out 
pretty quickly. 
 
We want our App to be used by all primary kids in Australia. It’s great for teachers to use in 
their classrooms. 

 

100-word description:  

What is the purpose of our App? The purpose of our app is for primary aged kids to 
become more educated in their health and for kids our age to make healthier choices. 
Obesity is very common! In fact, one in four 5 to 17 year olds in Australia is overweight or 
obese (Australian Bureau of Statistics). 
 
 
What does our App do? Our app has a game to teach more and more kids about healthy 
food choices. It provides very healthy recipes for kids to use. Kids can also put their own 
recipes on the app (if they like). 
 
Who is our app for? Our app is mostly aimed at primary kids and up. We want to start at a 
young age so kids can grow up knowing that they have a choice to stay healthy! 
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What is unique about our App? Our App is unique because it gives kids an opportunity to 
learn about healthy choices through a fun game and also to try new recipes and share 
healthy recipes with other kids. Our app is mostly unique by our catchy name. But also 
because of our engaging colours. It is also made by primary kids. 
 

 

Section 2: Potential Market & Research 

Competitor Analysis:  

 
Competitor Analysis: 

Features 
Competitor 

Name of App: 
 
Easy eater 

Name of App: 
 
Healthy heroes 2 

Name of App: 
 
Eat and move o-
matic 

Name of App: 
 
Fooducate    

Name of App: 
 
Shopw ell 

Price  free free free free free 

In-app purchases none none none none none 

Functionality 
Is it easy to interact 
with? Consider words, 
pictures, sound 
Basic/Medium/High 

It is easy 
to interact 
with 
pictures 
and sound 
 
medium 

It is easy to interact with 
pictures 
 

Medium                         

It is easy to 
interact with 
words and 
sound 
 
medium 

It is easy to 
interact with 
pictures 
 

basic 

It is easy to 
interact with 
words 
 

Medium 

Navigation 
Is it easy to navigate 
between screens? Is it 
easy to find/search for 
information? 

It is easy 
to 
navigate 
because 
of their 
simple 
buttons 
 

It is Easy to navigate 
because it goes straight 
to the slides 

It is easy to 
navigate 
because it’s 
simple and 
there's not 
too many 
slides 

It is easy to 
navigate 
because 
there aren't 
too many 
buttons to 
fiddle with 

It is easy to 
navigate 
because they 
have good 
descriptive 
words so you 
know straight 
away what to do 

Tracking features in 
the app 
1Does the app track it 
users? 2How long are 
they on the app? 
3Where they are using 
the app?  

1  
 
2  
 
3  

1 
 
2 
 
3 

1 
 
2 
 
3 
 

1 
 
2 
 
3 
 

1 
 
2 
 
3 
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Trend Research: 

There are two trends: one is kids becoming more and more overweight, and the other is 
more people wanting to make better health choices. Our problem we are trying to solve is 
getting primary kids our age to not eat unhealthy but healthy food. We are teaching 
primary kids to learn from our app what is right and what is wrong. 
 
Consumer research: 
 
We got all our research from the internet, families and our community  

Target Market/Potential Market Size: 

Primary-aged kids and teachers of primary aged kids. We think we could get thousands of 
users of our App, especially threw the schools. 
 
 
Section 3: Finances 

Budget and Revenue Model: 

Business Model 

We are going to have a paid option App 

• Our Product is 99c 
 
Calculating Potential Revenue 

● We think our App will make about $4000 in the first year 
 
 
Section 4: Marketing 

Branding & Promotion 

 

Messaging  

 

Our app is aimed for primary aged kids to make their healthy food choices in the life ahead 
of them. Were here to connect kids with their health into the future. We designed our app 
for children our age to have healthy lunches and dinners! 

It is for people who want to: 

√ stay healthy and get fit 

√ wants to eat healthy 
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√ wants to have healthy lunches 

√ wants to have a healthy body 

Platforms  

The platform used to build the App prototype was Android (MIT App Inventor). Produce Lane will 
be available to download via Google Play and Google App Store 

 
 
Channels and Launch 

To promote our awesome app, we will have a combination of social media and 
newspapers 
  
Local organisations will include: 
 
√ Northern star (newspaper) 
√ YouTube 
√ Echo (newspaper)  
  
And more. 
 
 
Growth/Future: 

the next step for our app is to make the whole program work functionality and improve the 
coding aspects and technical aspects 

SUBMISSION GUIDELINES & JUDGING RUBRIC 
 
Please read the submission guidelines and judging rubric carefully before starting your 
project. 
You must upload ALL DELIVERABLES for your division to be eligible for judging. Submit 
whatever you have for each deliverable by July 28, 2017, 5:00 pm AEST, even if it isn't 
perfect. We cannot judge incomplete submissions, so don't leave any deliverable out of 
your submission.              
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APPENDIX 

 
 
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 
 
STRENGTHS 
Coding, design, Creative, sports 
,technology, drawing, acting, spelling, 
reading, writing, talking in front of a big 
audience, speaking another language 
 

WEAKNESSES 
No experience in creating an App 
Limited internet where we live 
No mentor 
Public speaking 
  
 

OPPORTUNITIES 
Problems, Work well in groups, have a 
mentor, parents and teachers who can give 
us information 

THREATS 
Unable to get onto the internet to do 
research 
Struggling with understanding how to 
create the App (we have no experience in 
this area). We don’t have teachers or 
parents who know how to make Apps 
either. 
 

 

Name PM RS D DBP P DP M B B F AI C 

Philippa 
Business  
Plan 

3 3 3 3 3 3 3 3 

Iris  
Researcher 

3 4 3 3 3 3 3 3 

Hannah 
Creative 

2 3 4 3 4 2 3 3 

Chloe 
Creative 

3 4 3 3 4 4 3 4 

Inda 
Coder 

3 4 3 2 3 3 3 4 
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WIREFRAME YOUR APP 
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PROJECT PLANNING 
 
 

Feature 
Resources to learn 

how to use  Timeframe Priority 

Coding Mit App Inventor 5 weeks 1 

Buttons MIT App Inventor and 
tutorials 

2 weeks 2 

Colours Hex Codes 1 week 2 

Wireframing Tutorials TGM 1 week 1 
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USER TESTING: COLLECTING FEEDBACK ON YOUR PROTOTYPE 
 
Ask potential users about your prototype. Take notes on the feedback you receive here. Answer the 
Usability Testing questions and add some of your own before you begin if needed. Consider asking 
your peers (or mentor) to complete the table below as well. 
 
 

 
  

Questions Notes Changes that need to be made by the 
team 

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

Pretty easy to use. The buttons need to be 
easier to use. 
 

Make easier buttons and better and 
aesthetically pleasing buttons 

Would you prefer the app 
look or behave differently? 

Brighter colours 
Connect to programs like Healthy Harold 
in Schools 
 
 

Improve on colours 
Link to programs 

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

It’s aimed at healthy active kids  to find 
great food to continue to be be healthy 
active kids 
 
 

Keep this feature 

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

Missing the game component of the app 
to challenge kids to make healthy choices 
 
 

Need to make the game compnent 

Did your expectations differ 
from the intent of the app? 

We wanted kids to be educated on healthy 
food choices but the game part has not 
been made yet 
 
 

Need to make the game compnent 
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Glossary 
 
Cost Structure: What are the important costs in your business?  
 
Distribution Channels: How are you reaching your customers? Which method works best? 
Which are the most cost-efficient?  

Fixed costs: Costs that remain the same despite the volume of goods or services produced. 
Examples include salaries, rents, and physical manufacturing facilities. Some businesses, 
such as manufacturing companies, are characterized by a high proportion of fixed costs.  

Market Research: Figuring out what your market wants. What problem is your customer 
interested in solving and does your product/service solve this problem in the customers’ 
eyes? 
 
Market Size: Who are all the people and organizations for which you are creating value? 
There must be enough people who would buy your product/service to make a profit.  
 
Profit: The extra money that you have made, subtracting any costs incurred, at the end of 
the day. Profit = Revenue – Cost. 
 
Revenue Streams: How will you make money and from whom? Paid apps? In-app 
purchases?  
 
User-Centered Design: Designing with the user in mind (You are not necessarily the user!) 
 
User Interface: Way of interacting between person and product, especially in software. 
 
User Interface Design: Designing things that will make sense for the end user, by thinking 
about how the user will interface with the product. 
 
Value Propositions: What value do we deliver to the customer? Low Price/ 
Accessibility/Convenience? 
 
Variable costs: Costs that vary proportionally with the volume of goods or services 
produced. Some businesses, such as music festivals, are characterized by a high proportion 
of variable costs. 
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