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Getting started  
(10 minutes)

‘Designing an app’ presentation slides 2-3

Set the scene by showing slide 2 of the 
presentation and asking students which apps 
they have used in the past week. Write down 

their answers on a flipchart or whiteboard. 
Using slide 3, ask them how we could 

group or categorise these apps into 
themes. Students may suggest gaming, 
communication, imaging etc.

You could either rewrite the list under the 
suggested headings or circle app names in 
different coloured pens to demarcate the theme. 
Discuss with the students what types of apps 
they use the most. What other types of app 
category are there? Can they think of apps and 
categories that members of their families use 
frequently? Students may suggest news, banking 
and fitness.

The use of apps has become part of our everyday 
lives for leisure, gaming, health and work. Ask 
students to feed back on what they learned from 
the interactive activity they completed at home.

Learning objectives/intentions
•  Students understand the planning needed 

to be an effective entrepreneur
•  Students understand the importance of 

researching ideas and competition
•  Students understand the steps involved  

in planning an app 

Resources
•  Designing an app presentation
•  All about designing apps interactive 

activity 
•  App planner activity sheet
•  Build an app cost simulator interactive 

activity

Equipment 
•  Calculators 
•  Whiteboards and whiteboard pens or 

paper and pens (for informal notes and 
calculations)

Preparation required
•   Read through the Designing an app 

flipped learning resources 
•   Familiarise yourself with the lesson plan 

and PowerPoint presentation
•  Print and prepare activity sheets as 

required
•   Plan time in the previous lesson to 

introduce students to the flipped learning 
process and set their ‘at home’ task

•   Look out for ‘Assessment for Learning’ 
opportunities throughout this lesson plan 

Before the lesson
Students are required to complete the All 
about designing apps interactive activity at 
home. This includes:
•  Pre-activity quiz
•  Infographic
•  Post-activity quiz
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Ask students:
•  What are some of the steps that need to take 

place when you are creating an app? How do 
you know?

•  Why is research an important step? What 
type of information could you find out at this 
stage?

•  How can working out which features are 
essential, and which are desirable, help you 
plan financially?

•  How can an app earn money?

When answering the last question, above, 
students should cover all the options:
•  Upfront download cost – you buy the app
•   In-app purchases
•   Upgrades – a limited ‘lite’ version can be 

downloaded for free, then users can choose 
to pay to upgrade to the full app

•  In-app advertising

Main activities

Activity sheet: App planner  
(30-40 minutes)

Presentation slides 4-9,  
‘App planner’ activity sheet

The students will have completed the All about 
designing apps interactive activity at home. 
Show slide 4 of the presentation and ask them 
to feed back what they have learned about 
planning an app from this activity. Using  
slide 5, ask them to compare and complete  
their answers.

Explain that the App planner activity sheet will 
give them the opportunity to begin researching 
and planning an app that they might like to 
create. Working independently or in pairs, 
students can apply their learning to their own 
app-building scenario, recording their thinking 
using the activity sheet.

Based on their app planning, students can use 
the wireframe templates on the last page of the 
activity sheet to design a series of screens to 
mock up the design of their app. (Wireframes  
are used in website and app development.  
They are used to plan functionality and  
typically show boxed place holders.)

Using slide 6, ask students to consider what  
their app is for:
•  Is it for gaming, exercise or shopping?
•  Does it enhance a feature on their phone 

already, for example, a photo editing app?

Using slide 7, ask students to research the 
competition. Students should use the internet  
to conduct their research, but could also 
interview their peers to gather information.
•  Are there any similar apps out there?
•  What can students learn from them?
•  What will make their app different?

Using slide 8, ask students what the app needs  
to do. Decide on a list of different options, 
features and requirements. These could be 
planned as essentials and desirables. This 
task may require some online research to help 
students to develop their list. For example,  
if they are doing an exercise app, have they 
considered GPS mapping?

Using slide 9, ask your students to consider the 
best way their app could earn money. They will 
want to consider the pros and cons of charging 
upfront and of providing an app for free.
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How do different choices affect overall 
production costs?
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Extension activity

Build an app cost simulator
‘Build an app cost simulator’ interactive 
activity

Students can complete the Build an app cost 
simulator interactive activity on laptops or 
tablets. This activity will consolidate learning 
about the variety of choice and steps required in 
creating an app and how each step impacts on 
cost. Read through the client brief with students, 
checking their understanding. Ask them what 
the term multiple platforms means (it refers to 
different operating systems of phones, tablets, 
etc) and ask them to list the core essentials from 
the brief.

Additional support
Some students will have their own ideas for 
apps, while other students may find it easier  
to think about the planning that went into  
an existing app.

AfL opportunity

•    What reasons do you have for choosing 
some app features over others?

•  Do students present a reasoned 
argument for their choices for their 
own app? Have they considered the 
advantages and disadvantages of 
including certain desirables? Have 
they considered the different earning 
opportunities through free lite versions, 
advertising or in-app purchases?

Plenary  
(10 minutes)

Presentation slide 10 

Bring students back together and show them 
slide 10 of the presentation.
•  What have they learned about planning  

an app?
•  How important do they think it is to research 

each feature?

Take it further – opportunities  
for independent learning
Students could:
•  Write reviews of favourite apps, include what 

the apps are used for, how easy they are to 
use and how much they cost

•  Interview family and friends about their 
favourite apps. What are the most important 
things they look for in a good app? What 
makes a poor app? Why?

•  List the features of apps that they think 
work really well – perhaps the GPS mapping 
feature or a running app, or how well an app 
links to a social media website – and how 
these could be integrated in other apps
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