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Section 1: Product Description  

Understanding your product:  

Summary of Skills Matrix (Appendix 1) 

We love playing with Technology and its features.  
Our team loves designing and creating logos. Colours are appealing to us and we are 
learning about complementary colour combinations. 
We all work well in groups and love communicating with each other.   
We are all creative and innovative thinkers.. 
Everyone in our group is very understanding of each other, local and world problems. 
 

Summary of SWOT Analysis (Appendix 2) 

Strengths - the team have great collaboration skills and each member is also very creative. 
Two people on the team have particular skills in technology. All of the team are good at 
presentations. 
Weaknesses - nobody has made an App before. We have limited coding experience. We 
are from different classes so can’t talk all the time about the App. 
Opportunities - our teachers are really supportive. We all play soccer and can talk to our 
coaches and club president about our ideas. We are good at supporting each other to 
persevere and stay focused on finishing the task. 
Threats - running out of motivation with trying to make the App (struggling with all the Tech 
problems) 
 

Where you would like to take your app, and what could go wrong.  

We would like to start with our local football clubs but in the future we would like our app to 
go global. The one thing that could go wrong is that our competitors could find out about 
our great ideas and copy it.  

 

100-word description:  

The purpose of our App is to boost confidence of girls who want to improve their soccer 
skills. Soccer/ Football is a mainly ‘male dominated’ sport and we want to break that 
stereotype. Our App helps young girls build confidence while playing the sport.  
 
In the app, there is a drill for every player in the W-league, when you complete their drill 
you get their shirt. Once you have completed all the W-League player’s drills you earn the 
ultimate prize the Matildas shirts. Our App is unique because t’s specifically for girls.  
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Section 2: Potential Market & Research 

Competitor Analysis:  

 

Features/Co
mpetitor 

Fitivity 
find activities 
and groups in 
your area. 
Personal 
training 
expertise for 
sports and 
fitness 
activities. 
Levels from 
beginners to 
advanced. 
Exercises/Drill
s 
demonstrated 
using pictures 
or videos 

NRMA Training 
Developed by 
NRMA Insurance 
in conjunction with 
the Western 
Sydney 
Wanderers.  
With a range of 
ball, striking and 
heading, 
goalkeeping and 
team skills, it is a 
great training tool 
for players of all 
levels and 
coaches. 
Featuring video 
lessons with 
Wanderers A-
League, W-
League and 
National Youth 
League players, 
tips and 
challenges. 

Nike Football 
Training 
Built for coaches to 
improve their teams. 
It features a world of 
training drills, 
instructions, 
challenges, tests 
and information on 
how coaches can 
get the best out of 
their players 

Pre-Season Soccer 
Training 
Athletic trainer for 
soccer coaches and 
players 

Price Free Free Free Free 

In-app 
purchases 

Yes No No Yes to get full set 
($4.99) 

Basic/Medium
/High 
Functionality 

Not very 
good, very 
difficult to get 
on to. 

Very good. Very good Not very good 

Ease of 
navigation 

Generally 
good but 
sometimes 
crashes 

Easy to navigate. Crashes easily Medium 

Tracking 
features with 
web app 

You can track 
the 
performance 
of the app 

Doesn’t say Sometimes you are 
asked to assist with 
data entry  

Doesn’t say 
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every hour 
across 
different 
countries, 
categories 
and devices. 

 

None of the Apps target girls directly or connect players to each other in their clubs. The 
Apps provide training drills and opportunities for coaches to plan their coaching. Our app 
for girls is unique! 

Trend Research: 

Below is a summary of our local soccer statistics given to us by Football Far North Coast. 
Our local club (Dunoon United Football Club) has had a growing trend of girls signing up 
for football (41% of players), but the number of girls playing football is low across all clubs 
in Australia (only 21%). 

 

 

Consumer research: 
 
We did surveys of the girls’ soccer teams who compete in the Football Far North Coast 
Soccer competition. They all said it would be great to have a game that supported them in 
their training and was just for girls. We had a meeting with coaches and Club presidents of 
soccer clubs in our local area. Our club (Dunoon United Football Club) has a record 41% 
of its 245 players as female. They said that they would welcome an App that encouraged 
girls to join the game and they have written a letter of endorsement to support our App. 
The club has also offered to assist with marketing. 

Target Market: 

Our target market is for girls aged 8-15, who either already play or are interested in playing 
the sport. 
 
The purpose of our App is to boost the confidence of young girls who would love to 
improve their soccer skills. Soccer/ Football is a mainly ‘male dominated’ sport and we 
would like to break that stereotype. Our App helps young girls build confidence while 
playing the sport. Our App has been supported by the Brisbane Roar team.  
In the app, there is a drill for every player in the W-league, when you complete their drill 
you get their shirt. Once you have completed all the W-League player’s drills you earn the 
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ultimate prize the Matildas shirts. Our App is unique because, even though we have done 
a lot of research, we haven’t found one App that's specifically for girls.  
 
 
Potential Market Size: 

There are 253 634 girls signed up to play soccer for Football Federation Australia (FFA). 
We hope that this market grows even more. Schools could use the App to encourage girls 
to play more soccer. 

The product is for free and so is extremely easy to afford for all girls. When they sign up for 
soccer, they could be encouraged to buy it as part of their training. 

 
Section 3: Finances  

Budget: 

Our App is going to be free with advertising and in-App purchases. 

Fixed Costs: 

The fixed costs are the salaries to build and maintain the app. There will be costs to 
market the app.  

Variable Costs: 

At the start the soccer season we will have to do more marketing to promote it to players 
who sign up. 

Business Model 

We will sell ad space within our App to other companies  A premium in-App purchase will 
cost 99c.  

 
Revenue Model: 

Business Model 

Once our app is launched we aim to make more money above the free download price. 
We will have in-app purchases (to upgrade soccer shirts that can be personalized and to 
unlock more players). 
 
To generate on-going revenue, we also plan to sell Advertising space to other companies 
within our app.  
 
 
Calculating Potential Revenue 

● Our app is free but there will be revenue from advertising. We hope to raise about 
$6000 in the first year. 
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Section 4: Marketing 

Branding & Promotion 

Write your strategy for promoting your app here.  
 
 
Messaging  
 
The purpose of our App is to boost the confidence of young girls who would love to 
improve their soccer skills and stay fit and healthy between training sessions.  
 

Channels  
 
We will send our message to consumers through the following methods: 
 
Through our partnerships with the local soccer clubs and special soccer events (e.g. 
Oceania Cup for girls) 
Through local media (Football Far North Coast, TV, Newspapers, FFNC and local club 
websites) 
Word-of-mouth  
Social media (parents’ Facebook, Instagram etc.) 
 
 
Platforms  

Our app is for android phones. We built our app using MIT Appinventor. 

We plan to launch our app on the google play store. 

 
Launch 

We have hooked up with the Brisbane Roar Women’s team and plan to promote our app 
through them. We also will put it on our parents social media pages (Facebook, Twitter, 
etc.) We have made connections with Women’s’ League and with Football Far North Coast 

We would like to launch the App at the annual Girls Soccer Competition, the Oceania Cup. 
 

How we plan to grow the number of users over time 
 

At soccer sign on, girls sign up for the App. Word of mouth. Endorsement by W-League 
and Football Far North Coast. 
 
Growth/Future: 

In the future we are thinking about adding a feature where you can connect with other girls 
and share your progress.  
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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 
 
SKILLS MATRIX 

 
Role names Project 

Manageme
nt 

Research 
skills 

Design Document 
business 
plan 

Pitch & demo 
presentation 

Marketing 
& branding 

Budgets 
& 
finance 

AppInventor 
and coding 

Student 1 
Coder/Crea
tive) 
Ella 

4 
 

3 4 4 4 
 

 
3 

2 4 

Student 2 
(Coder/Cre
ative) 
Cassandra 

2 2 3 1 4 
 

3 2 4 

Student 3 
(Business/
marketing) 
Evie 

1 4 2 3 2 
 

2 3 0 

Student 4 
Business/L
eyla 

2 3 3 2 4 
 

2 2 0 

Student 5 
Sunny 

1 
 

4 1 4 2 
 

2 
 

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 
 
STRENGTHS 
Design skills 
Technology (we all like technology and 
have experience using different types of 
technology) 
Ideas – we are good at coming up with 
ideas and “thinking outside the box” 
Creativity – on our team are some really 
good artists and drama people. This will be 
good for our marketing, logo design and 

WEAKNESSES 
Overpowering 
Yelling 
Work ethic might go down as the time goes 
on 
No experience in creating an App 
Limited internet where we live 
Our Mentor has left 
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pitch 
Friends – we all get along well together 
and have worked together in teams 
together before 
 

OPPORTUNITIES 
Contacting supporters thanks to our 
teachers. 
We all play soccer. 
We can talk to our coaches and club 
president about our ideas.  
We are good at supporting each other to 
persevere and stay focused on finishing 
the task. 
We have 12 weeks to find solutions to our 
problems. 
 

THREATS 
Getting off topic 
Arguing 
Losing momentum 
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. 
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WIREFRAME YOUR APP 
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PROJECT PLANNING 
 
 

Feature 
Resources to learn 

how to use  Timeframe Priority 

Coding App Inventor tutorials 6 weeks 1 

Buttons App Inventor tutorials 1 week 2 

Wireframing Tech Girl SuperHeroes  1 week 2 

Coding hex codes for 
colour 

Hex coder 1 week 3 

Pitch iMovie/youtube 2 weeks 3 
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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? 

Lots of buttons of teams 
 
 

Create buttons to make more compact for 
easier use and aesthetic 

Would you prefer the app 
look or behave differently? 

The App is great 
 

Not at this stage 
Code all pages for each W-League team 

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

The design feature of colour-coding shirts 
in a soccer format. 
 
 

Code all teams’ colours  

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

Buttons for each W-league team 
 
 

More time for the coder who stepped up 
when another member got sick 

Did your expectations differ 
from the intent of the app? 

No, the app is how it was imagined 
 
 

Finish the app in its entirity 
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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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