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Not your average children’s app’
An app designed to promote early years development in young children and bring families together.
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Executive summary
This brochure will discuss the “THRIVE TIME” app idea in more depth and will discuss other important areas, which were briefly discussed in the business pitch.  As stated the product is an app which is aimed at children and their families, there are no age or ability limits so it is available for all to use. The concept and purpose of this app is to change the way children spend their free time, and also support their development. The app will include daily tasks the children can choose to complete and each task is designed to benefit their development, as well as boosting their well-being. An example of a task may include baking or a walking activity. Once the task has been ticked off as completed, points will be added to their account. Once a certain amount of points have been gained, a free educational short game will unlock. There will be additional extras included in the daily task, where the child will be asked to upload pictures they have taken, and upload the image onto their learning journal to document their achievements. The app will be funded by The Development Bank of Wales, which was set up by the Welsh Government to support the economy of Wales (Welsh Government, no date).
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Who am I?
I am an individual who has a vision to change the lives of children and their families. Professionally, I am an experienced Learning Support Officer, who supports young children to learn and help their development in a school setting. Being in the role has highlighted how times have changed over the years and what effect spending a large amount of time on a digital device can have on young children.  As a mother of three children with the eldest now being a teenager, as a family we have been a part of the era when devices such as tablets were introduced. The Guardian (2014) stated the iPad was launched in April 2010, after that tablet ownership doubled in the first few years of being on the market.  Personally, I have noticed a complete difference in all of my children’s early years experiences, and soon realised my youngest has spent an alarming amount of time on technology.  As an entrepreneur, with a vision to create a product which has the ability to change this issue and find a healthy balance for young children to be more active and hands on. Tittel and Terzidis (2020) state the definition of the term ‘Entrepreneurship Education’ is interchangeably and an individual who has the ability to recognise opportunities and has the self-esteem and skills to expand on their vision. Although entering the business world for the first time may be a challenge as I have not much experience in this domain, I do not see it as a barrier. As an individual, I feel I have the creativity, drive, motivation and the ability to learn through experience (Dinning, 2019).
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What is it all about?
The app ‘Thrive Time’ is exactly what this app is all about. This app is designed with young children’s development as the main focus, as they are encouraged to engage in a range of activities that promote play and creativity. According to Marsh et al (2018) study showed the majority of young children have access to a digital device in the home or child care setting, and states today’s children are fully immersed in the digital world. The study also highlighted apps stating they promote creativity are actually quite limited and basic. For example, a painting app where a child needs to use their finger as a paint brush and tap the screen to create a picture.  In comparison to a ‘Thrive Time’ activity, the child would be prompted to use real life products in order to strengthen their fine motor skills, whilst also allowing the child to experiment mixing the paints to create new colours or using objects to use as a paintbrush, a fork or flower. According to Ouvry and Furtado (2019) research raised concerns on how too much screentime can have on children’s brain and eye development, alongside communication skills. However, Ouvry and Furtado (2019) also suggests technology can be a powerful tool to use although first hand experiences are vital and cannot be replaced. Connell and McCarthy (2014) agree and suggests screens have no sensory impact real objects or nature can provide and no app should replace the opportunity to have hands-on experiences in the real world.
The appearance of the app will be bright and colourful with age appropriate images so it is eye catching and memorable to young children (Coad and Coad 2008). To start the app will display ten different tasks to give variety and choice, and once a task is complete it will be ticked off. The following day will show any of the tasks that remain undone along with new challenges. Every time a task is completed, the child will see a tick in the box followed by points added to their account. Once the child collects a certain amount of points, the child will unlock a short educational game or e-book to support language development, mathematics or scientific skills. 
[image: Bee][image: Caterpillar][image: Butterfly]An Example of a Daily Task
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Marvellous Minibeast Hunt
This task is suitable for all ages and is linked to the curriculum as it is science based (Scottish wildlife trust, no date). 
Time: 60 minutes is the daily recommendation by the NHS.	
Put your wellies on, grab your coat and go on a marvellous minibeast hunt with a grown up! Here is a minibeast tick list you can use to tick off all the bugs you spot. Don’t forget a pencil. Are you ready?
1. Don’t forget minibeasts like to hide so try searching in long grass or underneath stones.
2. If you spot one take a quick snap for your Thrive journal and gain extra points.
3. Be gentle if you are picking one up.
4. Have a close look at it and see if you can find out what kind of bug you’ve spotted. 
5. Don’t forget to gently pop it back where you found it.  Good luck and have fun!
How many did you find? Use your finger to input the number of minibeasts you spotted. If you are feeling really clever you can add a voice note describing what the looked like. Well done. What an excellent explorer you are!
If your grown up wants to upload a picture of your findings on social media then please tag us in your amazing work using @ThriveTime and #ThriveTime
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Early Years Development
The task example is suitable for all ages and benefits early years development as well as links to the curriculum (Scottish Wildlife Trust, no date). Every task will highlight how it is beneficial to a young child’s development or learning. The task above encourages children of all ages to want to go on a walk, which according to Harris, Milnes and Mountain (2019) over 75% fail to achieve the recommended levels of physical activity. The NHS (2021) recommends children aged 5 and above should aim for at least 60 minutes of physical activity per day. Active activities can help lower the obesity prevalence among children, as the percentage of children still remains higher then pre-pandemic levels (NHS, 2023).
During the activity the child will be climbing trees, moving rocks or tree stumps to try and find the minibeasts. This is a great way to improve balance and mobility in young children according to Bohm, Rammelmayr and Doderlein (2015), who also suggested climbing helps coordination too. Exploring the outdoors can boost an individual’s wellbeing and also introduces risky play,  as the natural environment encourages unstructured play which is an essential aspect of a young child’s development (Harper and Obee, 2021). Similarly Ouvry and Furtado (2019) suggested children need to be able to explore the outdoors as it urges the children to move more and sparks curiosity.  
There are many opportunities to build on skills in the example above. Asking the child to take a photograph of their findings, and challenging them to describe what the minibeasts look like helps language development. Encouraging the child to count the minibeast and then form the number is building on their mathematic skills and knowledge.
The app also encourages families to spend quality time together, and create strong bonds and connections, and according to Bronfenbrenner’s ecological system theory this can have a positive influential effect on a child’s development (Velez-Agosto et al, 2017). 
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THE CUSTOMERS
The app has been created for children and their families to enjoy together with the hope to have a positive impact of their development, and it will be available to download from app stores for a small one off payment of 99p. The cost of the app will be split into two, and 50% will go towards a children’s charity and the other 50% will go back into the business to help future developments and support growth.  After two years of the app being on the market I would like to approach child care settings, such as private nurseries and schools to develop a ‘Thrive Time’ app exclusive to their settings needs. For future development I would like the aim to be a part of the recommendations implemented by the NHS and Government to support children’s health and well-being. I feel this app is exactly what today’s society needs and I feel the growth is limitless and can be used worldwide. 
Part 2
The Research
This section will discuss how and why the ‘Thrive Time’ app can support young children. According to Carson et al (2017) early years are a critical period for young children’s physical, cognitive, social and emotional development and it is important children experience frequent physical activity for healthy growth. Carson et al (2017) reports suggest consistent physical activity interventions had strong links associated with improved motor and cognitive development. According to the Welsh Government (no date) fine motor skills are the small muscles children need to use to help manipulate objects with controlled movements, such as their hands, fingers, lips, eyes and tongue. The muscles used work with the brain and nervous system and these skills contribute to a child’s ability to be independent. Moreover, it is crucial young children are given the opportunities to develop fine motor skills, and gross motor skills for their physical development (Welsh Government, no date). 
The outdoor task used in the business plan brochure as an example showcases how it can enhance gross motor skills. Exploring outdoors opens surrounds a child with a natural sensory experience, and allows the child the open space and freedom to explore the world around (Hussein, 2017). The outdoor environment can help a child learn to process different textures and sensations, whilst picking up logs or stones to find the minibeasts and if the ground is wet and muddy or dry and hard. However, Nundy, Dillon and Dowd (2009) over the years practitioners in early years settings lack confidence in taking the young children outside, which means children are missing the opportunities and the benefits of the outdoors in child care settings too. 
The minibeast hunt activity with a grown up included physical development opportunities, and social interactions that help build relationships and strengthen social skills (White, 2014). Reports shortly after COVID-19 indicates the pandemic had a negative impact on young children’s social, emotional development and well-being, due to losing access to family members, childcare settings and the ability to mix with others (Pascal et al, 2020). This highlights the importance of encouraging children to engage more with others and spend less time isolated on a device or game console. 
A variety of physical activities included active play such as walking, running and moving objects. The ‘Thrive Time’ app has been designed to encourage young children to engage in more physical activities, in order to support development. The daily tasks ideas have aspects which are beneficially to early years development, with a mix of activities to enjoy inside and outdoors. It is important that outdoor activities are included in the tasks as the environment allows freedom and space that cannot be replicated inside (Bilton, 2004). Ouvry and Furtado (2019) similarly suggests being outdoors supports every aspect of children’s learning and development, additionally has a positive effect on children’s well-being. This links to Garrick (2009) survey results, which suggested the most memorable and pleasant memories of being outdoors as a child included family members and natural contexts. However, in today’s times the amount of time children spend outdoors have declined, and children reports suggest children are spending a substantial amount of time spent on technology instead (Larson, Green and Cordell 2011). The idea behind the ‘Thrive Time’ app is to find a healthy balance for children. 
As previously stated, the tasks are a mixture of indoor or outdoor activities, allowing the child and family options on what they would like to do. One task may include a simple baking or cooking session, however taking an in-depth look at this activity through a developmental perspective would highlight how beneficial the task can be for young children (Robinson, 2020). There are numerous developmental benefits which can be incorporated, such as literacy, mathematics and science as the child will need to follow a step by step recipe and in the right order. The app will list mathematical language the adult can encourage the child to use during baking, for example more or less and heavy and light. Introducing addition and subtracting whilst weighing the ingredients, or even doubling the recipe to change the quantity and discussing how long will it need in the oven (Twinkl, no date).
Children will be exploring different materials and textures through multiple senses, pouring the ingredients, which requires hand and eye coordination. Mixing ingredients together and watching the substance change or kneading dough can help strengthen muscles too. According to Hollywood et al (2022) study suggests cooking can be used a mechanism for improving an individual’s wellbeing as well as competence in young children. Hollywood et al (2022) research also suggested when children are involved in cooking activities it can have a positive impact on behaviour and potentially influence healthier food choices which could help with the rise of obesity. 
In order to create and build a successful business, the entrepreneur will need to develop an effective plan which focuses on the product, marketing, financial proposal and also any concerns or barriers (Haag, 2013). The app will need consumers to purchase it through the app store. However, consumers will need to know it exists. Social media is the most used tool to market businesses and ideas, according to Soegoto and Utomo (2019). The social media platform ‘Instagram’ is the most frequently used by individuals all over the world, and can help online sellers communicate using the hashtag feature (Soegoto and Utomo, 2019). Therefore, for marketing purposes the app will be advertised using this platform and similar media. Huey and Yazdanifard (2014) agree social platforms can be used to conduct successful business marketing, although suggests the entrepreneur will need to identify who the target customers are first to ensure the marketing is reaching potential consumers. The app is will be targeted to parents, families and also child care settings. The example given in the business brochure shows how it encourages users to hashtag ‘Thrive Time’ and to tag the business in the pictures taken.
This research has shown clear links on how the app ‘Thrive Time’ could benefit aspects of early years development. Using examples of the activities has demonstrated how and why the idea can support young children to learn new skills, whilst having a positive impact on their well-being by spending less time on devices and quality time being active and more interactive with family members. The study has shown there is a gap in the market for such a tool, and how it can change the divide which currently effects most households. As the business brochure pinpoints, there are government grants to help fund the idea, and potentially a wide audience. This app has the possibility to implemented across the early years field and the growth is endless. 
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