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Section   1:   Product   Description  

100-word   description: 
What   is   the   product/service   your   app   provides?   What   does   it   do?   Who   is   it   for?   What   is   the   unique   value   that 
your   app   provides? 
 
Our   app,   U   Can   B   Stress   Free,      is   designed   for   kids   aged   from   7   -   13   to   help   them   to   independently   manage   their 
stress.   Our   app   aims   to   distract   them   from   their   stresses   in   an   educational   way   as   it   teaches   them   about   what   stress   is 
and   strategies.   The   app   features   interactive   ways   for   kids   to   learn   about   stress   including   a   quiz   and   video’s.   If   that 
wasn’t   helping   they   could   explore   other   strategies   such   as   the   ‘speak   your   mantra’   and   the   ‘breath   with   me’   activities. 
The   app   also   features   randomised   positive   quotes   at   the   start   to   help   users   start   relaxing   straight   away. 

 

Section   2:   Potential   Market   &   Research 

There   are   many   other   apps   that   could   be   useful   with   managing   stress   but   they   tend   to   focus   more   on   mindfulness, 
yoga,   hypnosis   and   do   not   provide   information   about   stress,   like   what   stress   is   and   how   to   recognise   it.   These   include 
Smiling   Mind,   which   is   only   available   on   IoS.  1

We   have   two   main   competitors,   Head   Space   and   Reach   Out.   These      apps   would   help   children   but   they   were   a   bit   dull 
so   we   decided   that   ours   would   be   fun   and   interactive   whilst   still   teaching   you   stress   relieving   tactics.   Our   competitors 
apps   are   free,   they   don’t   have   a   lite   version   and   have   no   in   app   purchases.   The   competitors   have   more   experience 
with   running   a   company   where   as   we   don’t,   making   the   financial   parts   that   consist   with   the   app   easier   for   them   then   it 
is   for   us.   Both   of   the   apps   our   competitors   have   made   are   designed   for   older   kids   in   high   school.Our   target   audience   is 
kids   aged   7-13   and   we   could   find   no   specific   apps   targeted   to   that   group.   Kids   that   age   have   different   types   of 
stresses   to   older   kids   and   that’s   important   to   recognise.   Our   app   is   designed   for   that   age   group.  

Competitor   Analysis:  

Features/Competitor Head   space  2

 
Reach   out  3 Worry   Watch  4

Price    free    free $1.99   USD 

In-app   purchases    no no   

Functionality Basic   but   lots   of   reading 
and   text 

Basic   but   lots   of   reading 
and   text 

Stress   topics   focus   on 
adult   things   like   payment 

Ease   of   navigation    Easy    Easy Easy 

Tracking   features   with 
web   app 

no no yes 

  

1    https://www.melbournechildpsychology.com.au/blog/3-great-apps-for-children/  
2    https://www.headspace.com 
3    https://au.reachout.com/  
4    https://www.anxiety.org/apps-for-children-with-anxiety-or-stress  
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Trend   Research: 

Topic   Research: 

Childhood   stress   has   increased   in   the   past   few   decades,   with   around   40   per   cent   of   kids   reporting   that   they   worry   too 
much.    5

In   designing   this   app   we   researched   the   different   types   of   stress   that   everyone   can   experience   which   includes, 
chronic,   acute   and   episodic   as   well   as   various   breathing   and   calming   down   tools.      We   researched   how   these   different 
types   of   stresses   affect   people   of   all   ages   including   children   of   primary   school   age.      We   also   looked   into   how   best   to 
utilise   the   various   types   of   calming   down   strategies. 

Even   the   education   system   can   make   kids   stressed.  6

Consumer   Research: 

Kids   aged   7-13   will   in   general   have   access   to   mobile   devices   such   as   phones.    A   study   of   1-18   year   old   showed   that 7

three-quarters   (76%)   are   using   a   smartphone   regularly   at   home .    31%   of   kids   aged   8-10,   have   their   own   mobile   phone 8

according   to   a   2010   survey   by   the   Kaiser   Family   Foundation.  9

Kids   aged   7-13   will   face   different   stresses   including;   bullying,   family   issues,   health   issues   (e.g.   weight),   learning   how 
to   manage   time,   school   work   and   assessment   dates. 

However   there   are   no   specific   apps   to   help   them   to   begin   to   learn   how   to   manage   their   own   stress.   Having   an   app   on 
a   mobile   phone   will   make   it   easy   for   users   to   manage   their   stress   at   any   time   of   day. 

Survey 

We   created   a   paper   based   survey   and   distributed   to   kids   at   school.   We   started   by   identifying   the   types   of   questions   we 
needed   to   ask   (appendix).   The   final   survey   asked   if   they   experienced   stress   and   if   they   would   like   to   know   about   how 
to   manage   stress   and   what   types   of   stress   they   had   experienced. 

A   100   %   of   the   people   that   answered   (12)   said   that   they   had   stress   and   would   want   to   know   how   to   manage   it.   Many 
people   gave   us   examples   of   stresses   and   we   included   those   in   our   app   content.  

 

  

5    https://www.kidsmatter.edu.au/health-and-community/enewsletter/how-kids-experience-stress  
6    http://www.abc.net.au/news/2016-07-17/beautiful-failures-education-making-kids-sick/7589084  
7    http://landing.deloitte.com.au/rs/761-IBL-328/images/tmt-mobile-consumer-2016-final-report-101116.pdf  
8 
https://www.internetmatters.org/wp-content/uploads/2015/12/T4S-How-Children-Use-Mobile-Devices-at-School-and-at
-Home-7.10.15.pdf  
9    http://www.webmd.com/parenting/features/children-and-cell-phones#1  
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Target   Market: 

Age:   Our   target   market   is   students   from   the   grades   2   to   7   (aged   7-13   years).  

Gender:   all   (we   designed   our   app   to   be   as   gender   neutral   as   possible) 

Location:   Australia,   with   some   further   work   we   think   the   app   could   be   used   internationally   as   kids   all   over   the   world 
need   to   manage   stress-   it’s   just   some   will   have   different   types   of   stresses.   For   example,   in   developing   countries 
poverty   might   be   a   bigger   issue   than   in   Australia.We   will   make   more   and   better   functions   for   different   countries. 

Number: In   2016   there   were   3,798,226   students   enrolled   in   schools   across   Australia   10

 
Why:   Kids   this   age   do   begin   to   experience   stress   and   need   a   better   understanding   of   how   stress   can   affect   their   daily 
life   and   activities.      This   age   group   actually   covers   both   primary   and   high-school.   Kids   transitioning   from   primary   into 
high   school   will   experience   a   lot   more   stress   at   that   time,    so   we   made   sure   our   example   were   suitable   for   both 11

primary   and   lower   high   school. 
The   need   for   our   app   is   focused   more   towards   this   age   group   as   we   found   that   our   competitors   was   aimed   more 
towards   the   higher   end   of   high   school   students.      Which   we   felt   was   missing   the   potential   for   younger   students   to   learn 
the   best   and   various   ways   to   deal   with   their   daily   life   of   stresses   and   anxieties. 

 

Section   3:   Finances 
Budget/ Business   Model 

U   can   B   is   going   to   be   a   set   of   apps.   For   example:      U   Can   B   Bully   free,   U   Can   B   Happy,   U   Can   B   ?.   U   Can   B   Stress 
Free   is   our   first.   We   will   be   able   to   use   the   same   coding,   design   and   promotional   channels   for   all,   which   means   we   can 
stretch   our   budget.      Hopefully,   consumers   will   buy   other   apps   if   they   have   enjoyed   a   particular   one. 

With   U   can   B   Stress   Free,   we   would   market   the   app   to   schools   and   also   organisations   that   help   kids   with   stress   such 
as   child   psychologists,   Kids   Helpline   and   churches.  
 
We   estimate   about   1000   people   would   buy   our   premium   app   in   the   year   with   a   cost   of   $2.99.   So   initially   we   would 
have   a   profit   of   almost   $3000.   We   will   add   in   app   purchases   in   the   form   of   games,   games   can   will   cost   $2   each.   We 
can   add   games   as   we   create   them.  
 
Ongoing   improvement:   We   are   going   to   make   a   database   which   will   collect   information   from   people   about   how   they 
answer   the   questions   in   the   quiz   and   how   they   interact   with   the   games   in   the   premium   and   lite   version   of   the   app.   This 
will   give   us   an   understanding   of   how   our   clients   feel   so   we   can   improve   the   app.  

Usage:   They   will   use   the   app   depending   on   what   kinds   of   stress   or   anxieties   they   have   include   acute,   chronic   and 
episodic.   Also      how   much   they   want   to   use   and   how   much   they   depend   on   the   app   so   really   it’s   up   to   them.   They   will 
hopefully   use   our   app   more   because   it   is   interactive   but   we   don’t   really   know   at   this   stage.   They   might   only   use   it   for   a 
short   time   with   a   quick   check   on   some   tips   or   do   the   quizzes   and   games   and   have   some   fun.  
 
Costs:   It   would   cost   approximately   $25   to   add   our   app   on   Google.   We   think   it   would   cost   about   $800   dollars   to   finish 
the   app   which   includes   a   professional   checking   the   design   and   content. 
 
With   ongoing   improvements,   it   will   cost   approximately   $55   to   get   a   programer   to   program   the   small   games   and 
between   $20   to   $350      to   have   pages   designed   by   a   professional   depending   on   the   size   of   the   page   and   it’s   content. 

10    http://www.abs.gov.au/ausstats/abs@.nsf/mf/4221.0  
11    http://www.huffingtonpost.com/2013/05/03/starting-high-school-can-_n_3203384.html  
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We   think   an   approximate   cost   to   finish   the   app,   and   add   two   games   would   be   roughly   about   $1200   for   everything   to   be 
done   professionally.   So   our   profit   would   be   $3000-$1200   =   $1800.  
 
We   will   send   out   flyers   with   information   about   our   app   on   stress   and   anxiety   about   how   we   have   made   games   cheaper 
to   entice   our   potential   customers.   The   persuasive   techniques   used   on   the   flyers   include   our   logo,   pathos   and   ethos 
will   make   it   sound   as   though   you   need   to   buy   it   now   or   you’ll   miss   out   on   this   valuable   resource   therefore   making   more 
people   wish   to   buy   our   app.  

Section   4:   Marketing 

Branding   &   Promotion 

  
Platforms 

Aour   app   is   Android   only,   for   mobile   phones   and   will   be   available   via   Google   Play   Store.   We   would   not   have   a   LITE 
version   like   Vocabulary   Voyagers .   We   would   simply   sell   the   app   with   the   add   on   games. 12

Launch 

We   would   have   a   dedicated   website   (Wordpress   blog)   to   information   consumers   and   press   about   the   app.   Our   main 
advertising   would   be   through   social   media.   As   we   are   too   young   for   accounts   we   would   pay   a   third   party   company   (if 
we   could   afford   it)   or   ask   for   volunteers   to   promote   it   regularly   through   facebook,   instagram   and   twitter.   We   are   also 
going   to   be   presenting   at   a   shopping   centre   soon.   It   will   be   important   to   have   a   business   card   with   a   qR   code   on   it   so 
people   can   link   back   to   our   website. 

Growth/Future: 

As   mentioned   we   will   expand   the   app   in   this   way: 

● Add   games   regularly   (in   app   purchase) 
● Customise   content   for   different   countries 
● Add   peer   to   peer   features   such   as   chat   so   people   can   support   each   other.   However,   this   will   need   to   ensure 

privacy   and   safety.   Currently   the   app   is   aimed   at   the   individual   user. 

 
  
  
  

12    https://play.google.com/store/apps/details?id=appinventor.ai_creatingappsteam1.Prototype&hl=en  
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APPENDIX 
 
FLOWCHART 
https://www.draw.io/?state=%7B%22ids%22:%5B%220B6CalXThmIXHNWhDeXFhWTdGYWs%22%5D,%22action%
22:%22open%22,%22userId%22:%22106125500590370935655%22%7D#G0B6CalXThmIXHNWhDeXFhWTdGYWs 
 

 
 
 
  
SKILLS   MATRIX 

  
Role   names Project 

Management 
Research 
skills 

Design Docume
nt 
busines
s   plan 

Pitch   &   demo 
presentation 

Marketing 
&   branding 

Budgets 
&   finance 

AppInventor 
and   coding 

Student   1    mikayla    aoife    anna    aoife    finn     finn  

Student   2    finn mikayla     finn    finn    mikayla        mikayla 

Student   3    aoife    finn    mkayla    mikayla    aoife      anna  

Student   4    anna    anna    aoife    anna        finn    anna 
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Resources 
Research   about   the   topic 

● https://www.urmc.rochester.edu/senior-health/common-issues/top-ten.aspx This   is   a   link   to   top   10   common 
health   issues 

● A   Ted   talk   about   stress    http://blog.ed.ted.com/2016/03/10/how-stress-affects-your-brain-in-ted-ed-gifs/  
● Types   of   stress    http://www.healthline.com/health/whats-your-stress-type#types-of-stress3 
●     http://kidshealth.org/en/parents/stress.html 
● http://raisingchildren.net.au/articles/stress_management.html 

Digital   Assets 
● https://www.assetstore.unity3d.com/en/#!/search/page=1/sortby=popularity/query=category:7 
● Free   buttons http://www.freepik.com/free-vector/colors-kinds-of-web-buttons-pack_832547.htm 
● Copyright   <a 

href="http://www.freepik.com/free-vector/colors-kinds-of-web-buttons-pack_832547.htm">Designed   by 
Freepik</a> 

● Tutorials 
○ Clock    https://www.youtube.com/watch?v=tIKowBYIAG0 
○ Data   base   with   fusion   table    http://explore.appinventor.mit.edu/ai2/pizzaparty 

 

Mindfulness 
● https://smilingmind.com.au/smiling-mind-app/ 
● https://itunes.apple.com/au/app/mindfulness-app-meditation/id417071430?mt=8 
● http://www.mindful.org/free-mindfulness-apps-worthy-of-your-attention/ 
● http://www.healthline.com/health/mental-health/top-meditation-iphone-android-apps 

 

Code 
● This   is   a   link   to   a   quiz   we   can   use    http://www.itee.uq.edu.au/filething/get/867/AppInventor.pdf  
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    Survey   Question   ideas 
 

person Question   one  Question   two Question   three Question   four Question   five 

miki How   often   do   you 
get   stressed? 

What   helps   you 
when   you   get 
stressed? 

What   makes   you 
feel   stressed? 

What   has   made 
you   feel   supported 
when   you   have 
been   stressed 

Does   this   happen 
over   a   long   period 
of   time? 

aoife What   calms      you 
when   you   are 
stressed? 

What   type   of 
things   stress   you? 

Do   you   like   having 
someone   there 
when   you   are 
stressed? 

Do   you   usually   get 
stressed?  

Do   certain 
pictures   make   you 
feel   less 
stressed? 

anna Normally   how 
often   do   you   get 
stressed   for   when 
you   are   stressed? 

How   do   you   react 
to   people   that   are 
stressed? 

What   strategies 
will   help   you   to 
destress? 

Is   it   ever   anyone 
else’s   fault   when 
you   are   stressed? 

Do   cool   colours 
help   you   destress 
more   than   warm 
colours? 

finn When   do   you   get 
stressed   ? 

would   you   like   in   a 
app? 

Does   anyone   help 
you   when   you   get 
stressed?yes/no 

Would   you   like 
people   to   help   you 
when   you’re 
stressed?ye/no 

Does   it   happen 
often?yes/no 

 
  
Pre-launch   Survey 
  

Questions Notes Changes   that   need   to   be   made   by   the 
team 

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

  
  
  

  

Would   you   prefer   the   app   look   or 
behave   differently? 

  
  
  

  

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

  
  
  

  

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

  
  
  

  

Did   your   expectations   differ   from   the 
intent   of   the   app? 
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