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Section 1: Product Description  

Understanding your product:  

We found that our team is good at research, pitch and demo presentation skills and 
marketing and branding. We found that some people were good at coding while nobody 
had used appinventor we felt we could apply our knowledge. 

We found that our team wasn’t that strong with project Management, design and 
wireframing. To overcome this we needed to research on project Management, design and 
wireframing using google and books to find examples.  

Our app started off as an information app about cybersafety. Along the way we decided to 
make it more kid friendly by making it a game story app. 

The things we have taken out because  we wouldn’t have enough time or the coding skill: 

● storing game scores in the cloud  
● we reduced our information  
● we didn’t add in teachers accounts  

 

 

 

 

  

100-word description:  

The app we have created called CyBye, an app that helps kids learn about 
cyber bulling. You have a mission to save planet CyBye. You are a little 
pink fuzzy creature named what ever you like. You are welcomed into 
planet CyBye and you find it is being attacked by bully monsters. The way 
to get rid of the bully monsters is to answer the cyber related questions 
and take the bully monsters by surprise! We have created a scoring 
system so you can see if you need to learn more about cyber safety or if 
your a cyberwise genius!  
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Section 2: Potential Market & Research 

When we started the app we couldn’t find anything exactly like our app idea. After we 
began our project we found that a new app was released called Interland. Interland has 
worlds that you unlock as you answer cyber related questions but our app is just one world 
as you try to defeat the bully monsters which is different to Interland and Cyberwise. 
Cyberwise was an app that we found and is based in a house where you have to complete 
tasks set by the monsters but our app is based in space and you have to answer the cyber 
related questions to defeat the cyber bullies.  

Competitor Analysis:  

There has been google producing a new app called interland, in that app you had to try 
and solve the question to try and get somewhere. Unlike our app, they didn't include what 
to do if you were being cyber bullied, they just asked you questions about: would you do 
this if this happened?  

Features/Competitor  interland  CyBye (our app)  Cyberwise 

Price  website (free) free free 

In-app purchases  no no  no 

Basic/Medium/High 
Functionality 

High Medium High 

Ease of navigation   Easy Easy Easy 

Tracking features with 
web app 

Good Good Good 

 

Trend Research: 

We have done a survey at The Friends’ School finding out which app we should make 
based on our 2  original ideas. We were deciding on using and found out that most of the 
ages 9-12 said the cyber safety app from a fitness app. We were going to do The fitness 
app because it got more votes but we found out that it was to unachievable.  

Consumer research: 
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We did a survey at our school (The Friends’ School) and used another option that we were 
deciding whether to use or not and with the cyber safety app. Most year 4-6 said the cyber 
safety app was best.  

Target Market: 

We think that the app is aimed at kids around 8-14 all genders. Our range we are probably 
going to promote our app in is Australia. Our app market is as big as grade 3-8. It could be 
used once or twice a week or as often as you like. We think kids who are getting 
cyberbullied should use the app because people all around the world are getting 
cyberbullied and not doing anything about it. 
 
Potential Market Size: 

It is quite big because parents care about their kids being safe online and this is the app to 
teach them.They would most likely be located in houses because parents would install this 
app for their kids. They might use it once or twice a week if there online bullying is 
continuous but if its not continuous every month maybe just to refresh your brain. if they 
are being hacked they might come back to it every day.  

From our research we have found: 

● Over half of young people  and teens have been bullied online, and about the same 
number have engaged in cyberbullying. 

● More than 1 in 3 young people have experienced cyberthreats online. 
● Over 25 percent of young people and teens have been bullied repeatedly through 

their cell phones or the Internet.  
● Well over half of young people do not tell their parents when cyber bullying occurs. 

Source: http://www.bullyingstatistics.org/content/cyber-bullying-statistics.html 

 

873 million teens are online which makes our market 92% of teens. There are one big app and 
1 website which means we share about half of the market.  

Section 3: Finances  

Budget:  

We would say it took about 8 weeks to complete our app with around two hours 
doing it we would  say  $5 an hour for people work on the app 
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Revenue Model: 

When the product is finished we would like to get a business to sponsor us and give us 
some money for advertising their product. This will help pay for our time spent making it. 
$5 an  hour  We are hoping to ask the Australian Government to buy the app from us to 
distribute it and advertise our app. we are hoping to get money from the Department of 
Education or department of health and human services.  

We are hoping to sell this app to a government organisation or to a business to sponsor for 
$400 ( $100 each) 
 
Section 4: Marketing 

Branding & Promotion  

We will sell the app to the government and they will  be in charge of marketing it. 

Platforms: 

Android app using app inventor 

 

Launch 

The government organisation will do this for us. 

Growth/Future: 

If successful we would add more questions and strategies,  add a scoring system and add 
more characters at the start to choose from.  
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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 

Anneka  2 4 2 4 4 4 4 2 

Daisy  2 4 2 3 4 4 2 1 

Chloe  3 4 2 3 4 4 4 3 

Amy  2 3 4 3 4 3 3 3 

          
 
 
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  
   

OPPORTUNITIES 
 

 

 
 
NOTE: Aim for 5 points for each. 
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WIREFRAME YOUR APP 
 
Draw out each of your screens here or use index cards. Think about how your screens 
will interact with each other, and draw arrows to indicate the flow of your app. 

 

 

   

  PAGE 10 



 

 
 

PROJECT PLANNIng 
 

Feature  Resources to learn 
how to use  

Timefram
e  Priority 
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USER TESTING: COLLECTING FEEDBACK  
 
 

Questions  Notes  Changes that need to be made 
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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