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Brief description of the business
‘Story Discovery’ is an educational application that can be downloaded at a yearly subscription fee of £20 on any digital device to support children’s learning, particularly their creative and reading development and is aimed at children between the ages of 3- 7. The application requires children to read (or be read to) a story and complete certain tasks to shape the story. For example, within the story they could be asked to explore the outdoors and find an area where birds can lay their eggs. This will then require them to use a digital device such as iPad, to capture the area and upload it onto the story. When the story is completed, it will put the story and images/videos into a film which will be played. This gives children the opportunity to share the stories they have created with others and also allows them to understand the story more as they hear and see it again.
Target audience: -
· Children – The opportunities to take control of the stories will engage children in their reading experiences.
· Educational settings – Teachers can personalise the application to meet children’s individual needs. E.g. voice assist can be enabled to provide feedback on words children are unfamiliar of.
· Parents – Parents can use our application to bond with their children whilst improving their child’s reading skills.


Short term objectives: -
· Create a range of different stories that children can read.
· Approach companies about the cost of designing the application.
· Produce questionnaires to use as feedback to improve my idea.
Long term objectives: - 
· To publish the application onto app stores so schools, parents and children can access it.
· To employ a team who looks at stories children have created to possibly publish onto our application.
· To receive large amounts of positive feedback from users.
· To be the leading educational application used in Schools.

Experience and Knowledge of the Industry
I grew up with a love of reading books, particularly during the early years of my life as they gave me the opportunity to imagine and set the scenes of the story in my head. However, as I grew older, digital technology rapidly increased and my passion for reading deteriorated as I was more attracted to playing games because they offered ways for me to interact with and be creative. This led me to become digitally competent at a young age which has given me a lot of experience with many different types of devices and applications. In addition, I have had a great deal of experience working with children from ages 3-16 and have found that reading print books is becoming less effective as children are drawn to more of the multimedia features seen in digital books. My years of experience working in the Foundation Phase of schools found that children want to use an iPad as much as possible, and become engaged within tasks when given the device. Therefore, I have decided to link reading and the use of digital technology together in order to support children’s engagement in reading.

Skills that I will bring to my business: -
· Dedication – I am extremely dedicated to make the application successful as I feel passionate about improving the language and creativity skills of children. I will contact schools for feedback so that I can use to improve the application. Likewise, I will design questionnaires for parents and children to complete in order to gain wider research that will support my application.
· Persistence – If I receive any negative feedback I will remain positive and look to improve the application, rather than viewing it as a barrier. I will use a democratic leadership style to gain feedback from staff to improve the services we offer.
· Creativity –  I will provide a great deal of creativity skills that will enhance the application. I will create stories and employ staff to help me design the exciting and educational content that will be beneficial to children’s learning. I will always look to update and improve the application so that it meets every user’s needs and grows further away from our competitors.

What makes the business different?
From personal experience, I have not come across an educational application that offers children to explore the outdoors whilst using technology to improve the reading skills of the user. Therefore, I decided to take advantage of this gap in the market and create ‘Story Discovery’. The current educational applications currently do not encourage children to use the outdoors, instead, children are only required to interact the device. From my experience of working in the foundation phase, I noticed that children show satisfaction when they create stories with the use of a green screen which adds a background to fit their story. However, this reduces children from experiencing the outdoors personally. For example, children were pretending to be animal investigators in the woods and instead of visiting the woods and recording this story, they used an image from the application to make it look as if they were in the woods. Therefore ‘Story Discovery’ would be more suited for children and their stories as visiting the woods would have given children actual experience of being animal investigators and the sound of the wildlife could have made the story more real and exciting to the users and audience.

Critique of competitors
Ooks: -
Strengths: -
· Allows children to publish their story onto a book.
· Offers in game interactions that will shape the story.
· Colourful interface which can be attractive for children.
Weaknesses: -
· Does not give children the opportunity to design their own stories.
· Does not provide children to interact with the outdoors.
· Some interactive features may distract children from the story.

Inspire Interactive
Strengths: -
· Allows children to shape the story with interactive questions.
· Exciting stories.

 Weaknesses: -
· Does not allow children to create their own stories.
· Does not provide children opportunities to interact with the outdoors.
· Does not allow children to share their stories with others.
Links to Early Childhood Development: -
· Creative Development – The opportunity to create their own stories and capture experiences will contribute to their creative development as they will be required to use their imagination and creative skills to design the stories. Thus, linking with the Foundation Phase Framework (2015) which states children should have opportunities to express their creative ideas (Welsh Government, 2015).
· Language Development – Sharing the stories to others will improve their language development as they will become confident in speaking to their classmates because they will be excited to share their story. Exposure to words within the story will also improve their language development as the application will provide feedback with words they do not understand. These two points links with the language element highlighted in the Foundation Phase Framework (2015) as they will be exposed to a language rich environment and are able to share and discuss their experiences (Welsh Government, 2015).
· Physical Development – Exploring and completing tasks outdoors will contribute to children’s physical development as they will be moving and experimenting with their bodies. This links with the Foundation Phase Framework (2015) as they are given the opportunity to move around and explore the environment.
· Science– Tasks that require experimenting and investigating nature will contribute to science as they will be learning about what wildlife lives in certain environments (Welsh Government, 2015).
· Digital competency/literacy – The ability to capture images will contribute to their digital competency as they will learn how to use the digital device to share and upload their experiences which links to the Digital Competence Framework (Welsh Government, 2018).

Risks
Cost – Would the business make a profit when the calculated cost of designing the application would be approximately £48,000 (Oozou no date) . Also, this figure would be higher when staff are employed too.
Solution – Conduct more research into ways I can design the application at a cheaper cost. 

Will all Staff be able to use the application – In order for children to gain the benefits of the application, they first need to be taught and how to use it. If all staff are not competent in digital technology, then children will miss out on the experiences the application offers.
Solution – Conduct training days for schools. Also, create a page that offers instructions for users.

Data Protection – Content users upload will need to be kept secure to comply with the General Data Protection Regulation (2016 cited in Xenith no date).

Solution – Include data protection into the design of the application. Although this will be cost worthy, it will be the most important feature within the application. In addition, a notification will be added which users can choose to allow or decline whether they want the application to access their content. 


Part 2
[bookmark: _GoBack]The use of digital devices within classrooms are becoming a popular choice as they are easy to use due to the touchscreen feature and its portability (Chaudron, 2015 and ASDF, 2019). In addition, Heppell (2012 cited in Kucirkova et al. 2014) agree and claim that the use of iPads within classrooms are increasing as teachers recognise that educational applications can support children’s learning. Figures published by The Building Engineering Services Association (no date cited in Vaughan 2013) believe that by 2020, 40% of digital learning will be seen in educational apps and England will reach 1.8 million tablet users in education. Therefore, Raith et al. (2017) believes that this increase of using digital technology within educational settings has led to more consideration of the selection of applications to support teaching and children’s learning. Kucirkova (2018) and Barnyak and Mcnelly (2016) reveals that E-books are one type of application which can be downloaded to support children’s learning. 
According to Kucirkova et al. (2014) digital stories allow children to personalise the content. For example, children have the opportunity to add their voice to the story which can make the story more meaningful to them (Kucirkova, 2018). Kadervaey (2004 cited in Kucirkova et al. 2014) believe that this can be beneficial to children with additional learning needs as it was found that two children with a hearing impairment were more engaged in reading when the stories were written by themselves or their parents. In addition, De Jong and Bus (2002 cited in Kucirkova 2018) and Barnyak and Mcnelly (2016) add that features can be enabled to highlight words as they are spoken to make it more eye catching to children and therefore, leads to the user paying more attention to the story. Also, they share that the ability to listen to the story and receive feedback from unfamiliar words can benefit the user as they will gain an understanding of new vocabulary and this links to the language area of learning seen in Donaldson’s (2015) ‘Successful Futures’ as they will be exposed to words from the stories which can allow them to understand the meanings of the words. The personalisation of digital stories is acknowledged by O’Byrne et al. (2018) as it is revealed that they are an effective way to engage children in the process of becoming creative thinkers as they will be encouraged to create individual stories to share to their classmates. 
Arnott et al. (2016) reveals that iPads can support these stories as the camera feature can be used to capture images to share their experience. Therefore, providing children this opportunity to use the digital device would link to the Foundation Phase Framework (2015 cited in Welsh Government 2015) as they are given the opportunity to use digital technology to express their ideas through creative ways. Heitin (2016) adds that it will also improve their digital literacy as they are finding and creating information through the use of a digital device which supports Sadik (2008 cited in Levin and Wadmany 2006) view that digital storytelling offers opportunities to enhance digital literacy. However, Vaala et al. (2015 cited in Kucirkova 2018) found that the top rated digital books focus on increasing children’s reading skills but does not give the user opportunity to be creative and imaginative. The application Ooks is an example of this as children are required to interact with story features in order to complete the story. For example, children are required to colour a hat that is already chosen for them to add to their characters appearance. However, it does not give them the choice of deciding what hat they would like, and does not offer the possibility of uploading an image of a personal hat that their character can wear. In addition, the story is decided from children’s actions and therefore, children are not given the opportunity to construct their own story (Ookshq.com no date). Such interactions are criticised by Chiong et al. (2012 cited in Ghalebandi and Noorhidawati 2019) as they believe these interactive features distracts children from the story as they are there to entertain the child as oppose to educate the child. Likewise, another application named Inspire Active does not allow children to give their own input into the story, instead, they are given multiple choices they have to choose from (Inspire Active no date). This supports the views of Marsh et al. (2018) who criticises some applications as they aim to improve a child’s creativity by providing an interactive paint brush, but, only provide a limited number of colours that the child can choose from and therefore restricts their creativity. Giving children the opportunity to take control to create their own story satisfied children in Levin and Wadmany (2006) study and Kucikova (2018) believes that this encourages children to become more engaged with a story because they have been involved in the process of making it. Teaching Young Children (2016) agree and state that engaging children goes further than the child listening, it is about allowing them to take some control of the activity and to not become easily distracted, which links to the views of Barnyak and Mcnelly (2016) who believe that it is through the lack of choice which discourages children from wanting to read. Clark (2005 cited in Ghalebandi and Noorhidawati 2019) would acknowledge this as he also revealed that children are becoming unmotivated to read, and O’Byrne et al. (2018) believes that becoming a motivated reader improves children’s knowledge and understanding of the world as they begin to construct learning from the stories they have read. Therefore, Kucirkova (2018) believes it is the teachers and practioners responsibility to allow children to create and share their stories. According to O’Byrne et al. (2018) this not only improves children’s digital skills, but also improves their communication skills as they are able to share their thoughts. Kucirkova et al. (2014) agrees and reveals that sharing digital stories can improve children’s cognitive and language development because the retelling of the story allows for children to learn how to communicate to an audience and enables them to understand meaningful events as they begin to reflect on the story. However, Kucirkova (2018) reveals that the use of digital books may be restricted due to the lack of technology in schools. Sweeney-Burt (2014) also adds that that the use of technology may be restricted due to teachers having low confidence with using it and Levin and Wadmany (2006) argue that this low confidence comes from technology constantly changing and therefore, VU (2015) advises that teachers should seek support and training to become competent in the use of digital technology.
The use of an iPad to capture experiences is recognised by Learning and Teaching Scotland (2010) as they believe it can be a useful device to share experiences with others. According to Siraj-Blatchford et al. (2014) practioners should provide opportunities where children can capture such experiences through the outdoors which enables children to learn about their environment. Reflecting back to the previous applications mentioned ‘Ooks’ and ‘Inspire Active’, both applications do not provide children the opportunity to interact with the outdoors, instead, they are only required to interact with the applications features (Oooks.com no date and Inspire Active no date). Similarly, the E-book ‘Little Red Riding Hood’ also does not provide children to interact with the outdoors as they are required to interact with the in-game story features in order to complete the story (Kucirkova, 2018). Therefore, Yelland (2011 cited in Slusky et al. 2014) recommends the use of applications which can support children’s outdoor experiences as they believe it can lead to children constructing deeper knowledge of the environment. This can be important to children’s learning as Moss (2012) and Slusky et al. (2014) claim that technology is to blame for children spending less time playing outdoors. The Welsh Assembly Government (2008) and O’Sullivan (2018) believe that allowing children to play outdoors gives them the opportunity to explore the nature whilst also experimenting with their bodies and surroundings. Moss (2012) considers this as important since The National Trust Survey (2008 cited in Moss 2012) found that half of the children interviewed were unaware of the difference between a wasp and a bee, and also could not recognise the appearance of a magpie. Therefore, Bong-Hyun and Dong (2018) advises practioners to allow children to learn through their own experiences as this gives them to the opportunity to construct their own learning, instead of listening to information that is being read to them which links to the views of Piaget (1977 cited in Levin and Wadmany 2006) that hands on experiences can support learning and also follows Sterling (2001 cited in Tinney and Merriman 2018) view that children are competent and should be viewed this way, as opposed to ‘empty vessels.
 The opportunity to experiment and explore the environment can contribute towards the science area of learning highlighted in Donaldson (2015) which allows them to gain to knowledge of the environment, thus, also linking to the humanities area of learning. Sigman (no date cited in Moss 2012) believes it through this experimenting with the  outdoor environment which leads to children scoring higher scores in science and social skills. Furthermore, it is through these positive types of experiences which Siraj-Blatchford et al. (2014) and Learning and Teaching Scotland (2010) believe sustainable development can occur. Rogers et al. (2012) and The Welsh Assembly Government (2008) would argue that this is because the positive experiences cause children to appreciate the environment more which leads to them wanting to protect it and this would comply with article 29 of the United Nations Convention on the Rights of the Child act where children should be encouraged to protect their environment. (Unicef.org no date). Therefore, this supports the Welsh Assembly Government (2008) claim that ESDGC can be used in stories to educate children of sustainable development.
Yelland (2011 cited in Levin and Wadmany 2006) and Magnusson (2018) conclude that the use of digital technology supports children’s learning as features such as the camera enables children to express their ideas and show their capabilities and therefore follows the Reggio Emilia approach highlighted in Samuelsson and Park (2017) where listening to the children’s ideas can provide the teacher with knowledge of the child’s abilities and listening to the child’s voice is highlighted in article 12 of the UNCRC (unicef.orf no date). O’Byrne et al. (2018) and Kucirkova (2018) believe that digital stories enable children to develop their creativity skills as they allow children to become creative thinkers as they begin to shape the story. Bruce (2011) would support this as promoting children’s creativity skills helps them to become confident in expressing their own ideas. Similarly, this supports the view of Siraj-Blatchford et al. (2014) who believes that it can encourage children to make decisions that will affect their own quality of life, as well as the quality of lives throughout the world. Finally, expressing ideas through creative ways links to the expressive arts area of learning highlighted in Donaldson (2015) and the Digital Competence Framework seen in The Welsh Government (2018) as children are using digital technology to display their ideas. Therefore, this meets The Education Act (2002 cited in Donaldson 2015) as the use of digital technology will be preparing children with skills that will be required in adult life. Hipkins (2017 cited in Reinsfield 2019) and Donaldson (2015) would support this as they reveal that digital competency will be needed in future workplaces.
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