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Section 1: Product Description  

100-word description: 

Australia has a growing population of Elderly people. Many Elderly people are 
socially isolated because they may live alone and their physical health often 
prevents them from interacting socially with their community. It has been 
shown that social isolation can lead to mental health problems such as 
depression and anxiety. Our app, Helping Hands, is going to help solve the 
problem of social isolation in the Elderly by pairing an older person with a 
volunteer in their local community. The volunteer will regularly visit the Elderly 
person and can also help with some general household tasks such as 
shopping, cleaning and gardening. 

 

Section 2: Potential Market & Research 

Competitor Analysis: 

Other technology products are focused on bringing people together socially. 
Good examples are Social Media applications. The gap we are trying to fill is 
the focus on the Elderly in the community and pairing them up with someone 
who also lives in their local community, making it easy for them to volunteer 
and help. The only other similar product we found in our market research is 
“Stitch”, which is also designed for the Elderly but is more focused on 
friendships, romance and social activities rather than providing help at home. 
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Features/Competitor  Stitch  Facebook 

Price  $60 per year/premium Free 

In-app purchases  No No 

Basic/Medium/High 
Functionality 

Medium High 

Ease of navigation  Easy Easy 

Target Market Age  50 years + 13 years + 

 

Trend Research: 

Australia has a growing population of Elderly people. In 2016, 3.7 million 
(15% of the total population) Australians were aged 65 or older. By 2064, this 
number is predicted to increase to 9.6 million (25% the total population). 
Many Elderly people are socially isolated because they may live alone and 
their physical health often prevents them from interacting socially with their 
community. It has been shown that social isolation can lead to mental health 
problems such as depression and anxiety. Studies have shown that older 
people with strong social connections have an increased life expectancy and 
better quality of life. 

http://www.aihw.gov.au/australias-welfare/2015/growing-older/ 

https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3016701/ 

 

 

 

Page 3 

http://www.aihw.gov.au/australias-welfare/2015/growing-older/
https://www.ncbi.nlm.nih.gov/pmc/articles/PMC3016701/


 

 

[source] http://www.aihw.gov.au/australias-welfare/2015/growing-older/ 

 

Australia also has a growing number of people in the community who 
participate in volunteering. In 2010, 36.2% of people aged 18 years and over 
participated in formal volunteering (6.1 million people), 57% of these 
volunteers were involved in helping others or community volunteering. 
Studies have shown that volunteers are happier, healthier and sleep better 
than those who don’t volunteer! 
https://www.volunteeringaustralia.org/wp-content/uploads/VA-Key-statistics-a
bout-Australian-volunteering-16-April-20151.pdf  

Consumer research: 

Our team built a survey that we distributed to our main user - the Elderly 
person. We used Survey Monkey to build the survey and you can access the 
survey by clicking this link. 
https://www.surveymonkey.com/r/8FH75FY 
 
We asked the following questions in our survey: 
 

1. What is your age? 
2. Can you drive? 
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3. Do you live alone? 
4. How lonely do you feel living in this neighbourhood? 
5. Would you like help with basic household chores such as shopping, 

light cleaning and gardening? 
6. Would you like help to make friends in your local community? 

 
We circulated the survey to family and friends, and also posted the survey to 
a community Facebook group. 
 
We received 25 responses to our survey and here is a summary of the 
results. 
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Our results show that in our sample: 
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● A significant number of people were lonely: 64% 
● Most people would like help around their home: 76% 
● Most people would like help making friends in their community: 76% 

In conclusion, this research shows that our app would be useful for our target 
market. 

Target Market and Potential Market Size 

The Helping Hands app has 2 target markets: 
1. Elderly Australians: People who live in Australia and are aged 65 years 

or older. In 2016, 3.7 million (15% of the total population) Australians 
were aged 65 or older. By 2064, this number is predicted to increase to 
9.6 million (25% the total population). 

2. Potential volunteers who live in Australia. This is adults aged over 18 
years old, who would like to participate in volunteering.  In 2010, 36.2% 
of people aged 18 years and over participated in formal volunteering 
(6.1 million people) 

 
Our app would be used by both of these groups on a regular (perhaps even 
daily basis). Initially, the app would be used for it’s users to be paired up (the 
Elderly Australian and the Volunteer). After this initial pairing, the app would 
be used for communication and information exchange between the Elderly 
person and their community volunteer. 
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Section 3: Finances  

Budget: 

 
Item Cost 

Building and testing the app: 2 
developers for 4 weeks charging $35 
per hour 

$11,200 

Advertisements in local papers (2 
ads at $1500 per ad) 

$3000 

Android devices for developing and 
testing (2 phones at $500 each) 

$1000 

Office space for developers (River 
City Labs - $450 per month for 1 
desk) 

$900 

Google Play Store registration $25 

Total $16125 
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Revenue Model: 

Our app will be free of charge in the Google Play Store. 

We will generate revenue from the App by using Advertising. Our app has 
information about our users such as their age, needs and postcode so this 
will be attractive to advertisers they can target the advertisements to the 
specific users, like Facebook does. In 2014, Facebook generated 92.2% of 
it’s total revenue from advertising 
(https://revenuesandprofits.com/how-facebook-makes-money/). 

Section 4: Marketing 

Platforms 

Our prototype has been built using AppInventor. It would initially be available 
only for Android devices and we would launch it in the Google Play store. 

Branding, Promotion and Launch 

We would first launch our app in the local 4074 Community. We would launch 
it via an announcement in the Facebook group “4074 Community and 
Beyond”. We would also contact local charity/community organisations such 
as St Vincent de Paul, Rotary and Lions club and see if we could get free 
advertising in their regular newsletters and bulletins. We would also contact 
the online publication “South West News” and see if we could get an article 
written to promote our app. 
http://www.couriermail.com.au/questnews/southwest. 

In the future we would extend our advertising via Social Media community 
groups and charity organisations in the wider Brisbane community. 

Growth/Future: 

We would like to further extend the “Helping Hands” app in the future with the 
following features: 
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● Chat/messenger - to allow the Elderly person and their volunteer to 
easily communicate with each other and organise visit times 

● Shopping list - the Elderly person could build shopping lists so that their 
volunteer could help them do their shopping and deliver it to their home 
on their regular visit 

● Jobs list - the Elderly person could build up a list of jobs that their 
volunteer could help them with 

● Library list - the Elderly person could build up a list of books they would 
like to read which their volunteer could collect and return from their local 
library. 

We would also build an ios version of our app for Apple users. 
 
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 

Management 
Research 
skills 

Design  Document 
business 
plan 

Pitch & demo 
presentation 

Marketing 
& branding 

Budgets 
& finance 

AppInventor 
and coding 

Bao-Tran  4 4 2 3 3 3 3 3 

Isabella   1 3 4 2 2 2 2 2 

Elise  4 3 2 2 2 2 2 4 

Sophia  4 3 2 2 2 2 2 4 

Student 5          
 
 
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 
Good at coding 
Good working as a team 
Enjoy working hard 
Well organised 

WEAKNESSES 
Can disagree about ideas and ways to do things 
New to coding in AppInventor 
Have never done a business plan 

OPPORTUNITIES 
To learn to to use AppInventor 
Learn how to plan and run a project 
Learn how to design and build an app from scratch 
 

THREATS 
Limited time to spend on the project due to school 
and other commitments 
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PROJECT PLANNING 
 
 

Feature  Resources to learn 
how to use  

Timefram
e  Priority 

Screen Design None - help from 
Mentor/Coach 

2 weeks High 

Business Plan Google on statistics about 
problem. 
Design survey and distribute 
on SurveyMonkey 

4 weeks High 

Login and registration 
screen 

YouTube videos 3 weeks High 

Pitch Video Watch previous submissions 
Help from Coach/Mentor 

2 weeks High 

Remaining screens - 
questions for Elderly 
and Volunteer 

YouTube videos 2 weeks Medium 
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USER TESTING: COLLECTING FEEDBACK ON YOUR PROTOTYPE 
 
 
 

Questions  Notes  Changes that need to be made 
the team 

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

The login screen is not yet fully 
working. When we try and login it 
keeps saying “incorrect login”. 
 

Work out how to fix this bug 

Would you prefer the 
app look or behave 
differently? 

Want to add more features for 
matching Elderly and Volunteer 
 
 

More time to do the coding for this, use
algorithms to match by closest postcod

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

The best part of the app is the 
registration screen and the 
questions screen. We are also 
happy with the design of the Home 
screen 
 
 

 

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

Yes. We want to add Shopping Lists, 
Job Lists and Chat functionality in 
the future 
 
 

 

Did your expectations 
differ from the intent of 
the app? 

No 
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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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