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“Freddy the Thingbug” is a 32-page interactive story app recommended for children 
ages 3- to 5-years-old. The app plays vertically on any iPad and features animations, 
sound effects, and narration. Navigation swipes like turning the pages of a book, and 
tap-able elements are on every page. 

The story follows Freddy who wants to be more than just a thingbug, so he goes on 
a quest to find out what makes him special.  Along the way, he meets different bugs 
that join him on his journey. The final bug shows Freddy that what makes him special 
was there all along. 

Kids are using technology even before they can walk and talk, so it is important 
to reach parents and thier children in their current learning environment. The iPad 
came to market in 2012 and over 500 million units have been sold. According to The 
Common Sense Census Report, the percentage of U.S. children 8 and under who live 
in homes with a tablet has increased from 8% in 2011 to 75% in 2020. 

Screen time has also increased with daily use ranging from 49 minutes among those 
younger than 2, to 2.5 hours among 2- to 4-year-olds, and just over three hours 
among 5- to 8-year-olds. This may seem like a lot, but the perceptions of screen time 
for children have really shifted over the years. Nearly three-quarters of parents say it 
helps the child’s learning, and 60% say it helps the child’s creativity. 

Pitch

A Thingbug is a generic 
little green bug with big 

eyes that doesn’t appear 
to stand out in any way.
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Freddy the Thingbug is a children’s interactive app and picture book that follows 
Freddy on a quest to find what makes him special. 

Society pressures kids to stand out, excel, and be the best at something. But we can’t 
all be the fastest or the smartest or the most creative. This original story embraces 
Freddy’s insecurities, and with the help of his friends, he learns that what truly makes 
him special comes from the heart, and can’t always be seen or measured.

The Freddy the Thingbug interactive story app is intended for preschool children, 
aged 3-5 years old, and allows the reader to tap on text boxes that highlight the 
words as they are narrated, so the child can read along. The story should entertain 
children while building positivity and communication skills. Race or ethnicity is not 
a specified demographic since the creation of bug characters removes the identity 
barrier and encourages acceptance.

How can technology enhance traditional learning methods and increase the time a 
child spends reading or is read to?

One method may be to simply reach the children and parents where they are. 
Children are learning to use technology before they can even walk or talk. This can be 
a challenge for short attention spans and busy parents. Screen time and reading time 
has increased for children from birth to age 8 over the last decade. Technology in the 
home has also increased, especially since the COVID pandemic. The percentage of 
homes with mobile devices has greatly increased in the last decade, creating more 
opportunities for app and content development, especially for children. 

Tablets are a popular device for children based on their ease of use and variety of 
content. On average, children from birth to age 8 use about two and a half hours 
(2:24) of screen media a day. Daily use ranges from 49 minutes among those 
younger than 2, to two and a half hours (2:30) among 2- to 4-year-olds, and more 
than three hours (3:05) among 5- to 8-year-olds. Parents of 0- to 8-year-olds have 
overwhelmingly positive views of the screen media their children use. 

Purpose Statement

Problem Statement
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(Source: The 2020 report “Common Sense Census: Media Use by Kids Age Zero to 
Eight” is the only nationally representative, probability-based study tracking the use 
of media by children from birth through age 8 in the United States. It presents the 
findings from the fourth wave of Common Sense Media’s ongoing series of surveys 
about the media lives of young children in the United States. The series began nearly 
a decade ago, in 2011; over this period, more than 5,700 respondents have been 
surveyed.)

The following data and age ranges are defined by CommonSenseMedia.org: The 
three subgroups are from birth to 23 months (babies and toddlers); from age 2 
through 4 (preschoolers); and from age 5 through 8 (school-age children).

Research Analysis

The percentage of homes with mobile devices has greatly increased in the last decade, 
creating more opportunities for app and content development, especially for children.

Tablets are a popular device for children for both ease of use and adaptability of content.

Screen Time
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On average, children from birth to age 8 
use about two and a half hours (2:24) of 
screen media a day. Daily use ranges from 
49 minutes among those younger than 2, 
to two and a half hours (2:30) among 2- to 
4-year-olds, and more than three hours 
(3:05) among 5- to 8-year-olds.

Parents of 0- to 8-year-olds have 
overwhelmingly positive views of the screen 
media their children use. The majority don’t 
report being concerned about the amount 
of time their kids spend with screens, the 
impact screen media has on their child, the 
quality of the content available to them, or 
the challenges of getting their children to 
disengage with screens when it’s time for 
other activities.

Six in 10 (60%) parents whose children use 
screen media say their child spends “the 
right amount of time” with screens, and 75% 
say they are satisfied with the amount and 
quality of the educational media available to 
their children. Nearly three- quarters (72%) 
say the media their child uses help the 
child’s learning, and 60% say media help the 
child’s creativity. Most (59%) say they don’t 
find it difficult to get their child to stop using 
media when they ask, although 40% find it 
at least somewhat difficult. The only aspect 
of children’s media use that parents are 
clearly more negative than positive about 
is its effect on children’s physical activity: 
Forty-three percent say it has a negative 
effect.

Research Analysis cont. 
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According to the Cooperative Children’s Book Center (CCBC), School of Education, 
University of Wisconsin, Madison (ccbc.education.wisc.edu), most picture books are 
pretty short, and not just because their audience—younger children—have pretty short 
attention spans. Most picture books are printed in full color, and that’s expensive. 
Because books are printed in signatures, picture books come in lengths of 16, 24, 32, 
40, 48 pages or sometimes more; 32 pages is the typical length. 

Using cumulative or predictable language, the same familiar words over and over, and 
rhyme and rhythm can make a text easier for younger children to follow. Illustrated 
story books, or picture storybooks, have a story that could be read on its own. The 
illustrations add to the story, but it would still make sense without them. Illustrated 
storybooks also often have more text, perhaps a full paragraph per page, or a chunk of 
text facing an illustration.
 
In my own search, I came across a very wide range of art styles, from felted stop 
motion, to bright and energetic. I tended to lean toward vector art with simple, 
cartoony, big expressive eyes. I took inspiration from two apps in particular, including 
what NOT to do based on client reviews, The Cat in the Hat and Billy’s Coin Visits the 
Zoo.

Billy’s Coin offered a clean and simple aesthetic with the options to read aloud (voice 
over) or to read it yourself. The animations and interactivity were directly related to 
progressing the story, although it did feel rather simple and boring. The Cat in the 
Hat, however, was noisy chaos. I had to close the app after just a few pages because 
I couldn’t handle the stress, and this reaction was not uncommon based on many 
parental reviews. The app did follow the traditional story, but there were additional 
features like finding options, choosing options for specific events, background music, 
sound effects, and LOTS of motion. 

Children’s Books & Entertainment
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Production will still begin with the physical book, and that will drive the development 
of additional products. The first edition of the book will be printed on demand through 
IngramSpark.com, and will be expanded to amazon.com and brick and mortar 
bookstores upon project completion. This will require the purchase of an ISBN barcode 
for the printed book, and I plan to personally copyright the material as well. 

The interactive book app will mirror the story and art of the physical book, but also take 
advantage of unique interactive features. This will include voice narration, tappable 
animated objects, sound effects, and an easy to navigate user interface. Apple offers 
many helpful options for development, like App Store Connect and TestFlight for user 
testing, an App Store Review process, and product page design. 

The second phase of the project is a physical coloring book and digital coloring app, 
much like the two products above. These would go through the same process of 
production and distribution. A product website will tie all of the elements together in a 
way that makes sense, and easy for the consumer to purchase. 

Technology + Features
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There are millions of Children’s educational e-books, apps, and games on the market. 
I was completely overwhelmed by the quantity and range of learning apps, like letters, 
shapes, numbers, etc. 

The app store recommends age 4+ for children’s apps as a default, regardless of the 
actual recommended developmental ability by the app developers. Several product 
descriptions worked around this by specifying age 0-5, 2+, etc. The majority of apps 
seemed to fit Preschool and Kindergarten levels (age 3-5). These apps are very 
beneficial for kids as they have a great impact on the development and growth of their 
mental skills. 

Pricing for apps and books did not seem to follow any particular trend. Some were 
free with in-app purchases, some were free with commercials, some were a flat 
rate, and some required a subscription. Educational apps ranged between $1-$3, 
while interactive books were closer to $2-$5. Many books were ipad only, but most 
educational apps were ipad and iphone accessible.

While the relatively new market for children’s interactive stories has grown quickly, 
Freddy the Thingbug takes advantage of new technology and traditional media in order 
to enhance the reading experience wherever children already consume content. Using 
the hardcover illustrated book as a foundation, the “Freddyverse” will expand to include 
the interactive story app, a physical coloring book, a coloring app, perhaps a sequel, 
and a website that offers the products for purchase and/or download. 

Competitive Advantage
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A top competitor would most likely be Dr. Suess children’s entertainment, since they began publishing in 1950 and 
have created a media empire. Oceanhouse Media has adapted the classic books into interactive story apps and 
collections. Each story may be downloaded individually, purchased in bundles, or through a collection app with 
subscription fee.

Dr. Seuss Treasury - Kids Books: Reading, Learning, and Stories
 In-app purchases (free 7-day trial), 4.7 stars from 11K ratings

The Cat in the Hat: Read and Learn with Dr. Suess
 $3.99, 4.5 stars from 2.6k ratings

Green Eggs and Ham: Read and Learn with Dr. Suess
$3.99, 4.5 stars from 9.5k ratings
Also included in 2 bundles (see below)

9 Dr. Seuss Begginer Books
 $19.00 (regularly $49.91), includes 9 apps $3.99 each individually
 3.3 stars with 7 ratings

10 Dr. Seuss Bestsellers
 $24 (regularly $55.90), includes 10 apps $3.99 each individually
 3.8 stars with 15 ratings

Dr. Seuss Treasury - School: 50 best kids books for school
 $49.99, 4.7 stars from 316 ratings

Another top competitor for interactive story apps would be Epic as the top rated children’s reader. This is a 
subscription service for children’s books, but there are also several smaller subscription services that fall under this 
category. 

Epic - Kids’ Books & Reading, by Epic’s Creations, Inc.
 4.7 stars with 446k ratings, Editors’ Choice Award, children 12 and under
 In-app purchases, 10k books $9.99/month or $71.99/year
basic version allows one free book from a small collection per day

Amazon Kids+
 4.5 stars with 43k ratings, children 3-12
 In-app purchases, 10k books free for 1 month, then subscription price (not shown)

Kids Stories: Learn to Read, by IDZ Digital Private
 4.5 stars with 9.6K ratings
 In-App purchases, 4 free stories, or 450 stories for $2.99/month or $19.99/year

Competitive Advantage cont. 

Top Competitors
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Target Market

Personas

A 5-yr-old boy whose 
favorite word is “why”? 
Constantly asks questions 
to understand how 
something works. Very 
intelligent and very sensitive 
with a soft heart. Is on the 
edge of needing his parents 
attention and approval, 
and of wanting his own 
independence and to do 
things his way.

A woman in her thirties, she 
works an 8 hr day and then 
picks up her two kids from 
preschool. Looks forward 
to spending time with them 
every evening, but they can 
be a handful with so much 
energy, and it is hard to 
keep their attention for long. 
Sometimes she extends 
screen time just so she can 
eat something in peace. 

A 3-yr-old girl who is always 
on the move and not afraid 
to get dirty. Loves to play 
with any mobile device she 
can get her hands on, but 
mostly just swipes and taps 
around. A pandemic baby, 
she is used to entertaining 
herself, and although she 
was shy at first, she is 
quickly learning how to 
make friends. 

The primary target audience is parents with children aged 3-5 (preschool). The 
physical book, often meant to be read together, shared, or passed down, is marketed 
to older adults and educational professionals. The Interactive story app is targeted 
to Millenial and Gen Z women, with an extra effort to catch the attention of young 
children. Race or ethnicity is not a specified demographic since the creation of bug 
characters removes the identity barrier and encourages acceptance through the 
moral of the story. 

Jackson Marie Sarah


