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Getting started  
(5 minutes)

Using apps has become part of our everyday 
lives for leisure, gaming, health and work. 
Explain to students that they will be considering 
the planning and design that goes into creating 
an app, alongside the corresponding costs, 
before it is released into the market. Explain  
that good financial planning is key to creating  
a successful app. 

Before watching the video, ask students the 
following questions, noting down their ideas in a 
group mind map before feeding back to the class:

•  What different apps have you used in the past 
week? Why did you use them?

•  How did you access them (phone/tablet/
desktop/laptop)? Why?

•  In your opinion, what features make an app 
stand out from the competition?

• How much did the app cost you?
• How do you think apps make money?
•  What would you need to consider or research 

before developing an app? Why? 

Main activities 
(30-35 minutes)

‘Designing an app’ video, ‘Build an app  
cost simulator’ interactive activity

After watching the Designing an app video,  
ask students to think about how the app  
designer went about planning their app, and 
what needs to be considered before starting  
to build an app.
•  How did the app designer start their 

own business?
•  What money skills do you need  

to start a business?

Ask students what they thought of the 
app the designer created.
•  What was the purpose of the app?
• How would the app make money?
•  What do designers need to consider 

before beginning an app’s design?

Student suggestions may include ideas around 
design, function and usability as things to 
consider before building an app. Try to also 
draw out ideas about why an app needs to be 
cost effective – either by attracting business to 

Learning objectives/intentions
•  Students demonstrate enterprising 

skills: researching opportunity, and 
managing risk, competition, marketing 
and quality

•  Students demonstrate financial 
understanding and make informed  
financial decisions

Equipment and resources
•  Designing an app video
•  Build an app cost simulator 

interactive activity
• Computer or laptop with online access

Preparation required
Familiarise yourself with the resources 
available as above. Look out for 
‘Assessment for Learning’ (AfL) 
opportunities throughout this lesson plan.
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an organisation, selling something, or earning 
money through an initial download payment  
or in-app purchases and upgrades.

Ask them to consider why creating a detailed 
estimate of the cost of building an app is 
important.
  

•  Display the Build an app cost simulator 
interactive activity on the whiteboard, 
or individual laptops/tablets if these are 
available. 

•   Tell students that the cost of creating an 
app can range from being phenomenally 
expensive to being relatively inexpensive. 
A simple app can cost around £7,000, but 
more complicated apps (for example, those 
for large news organisations, or games with 
high-grossing in-app purchases) can cost 
over £100,000! The type of app you create 
will determine the cost. 

•  Explain that, in this activity, students will be  
costing a mid-range shopping app. Look at  
the client brief together.

The brief
New online clothes retailer ‘YouNique’ has 
asked you to develop a multi-platform app 
that will work across computers, tablets  
and smartphones.

They would like customers to have the  
option to:
•  Log in and create a profile
•  Share information about their purchases 

on social media
• Make one-click purchases

Check students understand the task:
•  What does the phrase ‘multi-platform’ mean? 

How do you know? (It refers to different 
operating systems of phones, tablets, etc.)

•  The client has asked for their app to include 
certain functions: 

  •   Log in and create a profile
   •    Share information about their purchases  

on social media
 •   Make one-click purchases
What will be the benefit of each? How do you 
think it will affect the cost? Why?

Individually or in pairs, students can then use 
the Build an app cost simulator interactive 
activity. They will choose various app features 
and functions, each with a different cost. This 
will give students the opportunity to understand 
further the variety of choice and steps, and the 
impact on cost. 

As they progress through the activity, students 
should make decisions based on the brief, but 
should also consider customer opinion and the 
advantages and disadvantages of different 
options. 
•  A beautifully designed app would cost more, 

but to what extent would the design help it 
stand out in the crowd?

•  How easy is it for users to connect?
•  An email login may cost less, but would 

customers prefer to connect through their 
social media accounts if it’s quicker?

Ask students to feed back their findings 
after using the Build an app cost simulator 
interactive activity.  How could this activity help 
them plan costs for other activities in the future 
(for example, by helping them to break down 
total costs into costs for each step, and helping 
them to weigh up the cost effectiveness of 
different options)?

AfL opportunity
Can students give reasons why costing both 
the build and any potential income from an 
app should be planned and estimated before 
starting a project? 

AfL opportunity
Can students give reasons for choosing 
some app features over others?

Designing an app
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Extension activity 
(15 minutes)

To make their app profitable, students must 
consider their predicted earnings against their 
start-up and running costs.

Explain to the students that they have two app 
options, and must use a spreadsheet to compare 
how costs can be recouped and what profit can 
be made for each.

Option A
Start-up costs: £8,000
App download cost: £1.99
In-app purchases: £1.49
Initial number of downloads: 500

Option B
Start-up costs: £95,000
Free app
In-app purchases £0.79
Initial number of downloads: 9,000

Jan Feb Mar Apr May Jun Jul Aug Sep Oct Nov Dec Total

Maintenance (£)

Number of 
downloads 

Income 
generated from 
downloads (£)

Promotion  
costs (£)

Number  
of in-app 
purchases

Income 
generated 
from in-app 
purchases (£)

Total income

Total 
expenditure

Total profit
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Their calculations should consider the following:
•  They need to include monthly maintenance 

costs, estimated at 3% per month of the 
overall start-up costs

•  Download numbers are estimated to halve 
after the first six months of release

•  They will spend £2,500 on promotion in 
March and then again in August

•  They estimate that 5% of customers who 
download the app will make in-app purchases 
each month

Students should work out the following:
•  Whether option A and option B will  

be in profit by the end of the year
•  For each option, what could they  

do to increase their profit?

Additional support
Some students could benefit from using a 
calculator to work out their total estimate or 
by consolidating their understanding through 
further online research using different app 
calculators.

AfL opportunity

Can students explain why forecasting is 
important when planning a business?

Plenary  
(5 minutes)

Bring students back together to discuss their 
learning from the interactive activity and 
forecasting activity:
•   How could creating an app earn you money? 

Why would this earn money?
•  How could creating an app without proper 

planning put you at financial risk?
•  How could research influence your business 

plan and your forecasting?
•   Why is it important to estimate production 

costs and forecast sales before you begin? 

Take it further – opportunities  
for independent learning
Students could:
•  List the features of apps that they 

think work really well – perhaps 
the GPS mapping feature of a 
running app, or how well an app 
links to a social media website – 
and research the cost of these 
features online

•  Research online the costs of different types  
of apps, using online app-building calculators

•   Using a table like the one on the next page, 
compare three or four apps that perform 
a similar task, and rate them on usability, 
design, special features and cost

Designing an app
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Name Example 

Usability Really easy to log in and choose different options. The navigation is easy.

Design Cool design, looks really professional.

Special As well as being able to edit your photos, you can add your favourite tunes to a slideshow.
features

Cost £5.99 upfront with options for in-app upgrade too.

Rating
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