App Development Strategy

Three Apps to Amplify The Learning Conditions

Market research, competitive analysis, and gated build plan
for a viral quiz, teacher companion, and parent app

Mamta Motwani

April 2026

The Learning Conditions — Business Launch Series



Context: The Learning Conditions by Mamta Motwani Research Inputs: Domain research
(EdTech virality), Market research (competitive landscape), Technical research (solo-dev
feasibility), Business launch guides, Monetization strategy, Framework definition, Soka
influence report Review Applied: 15-point adversarial review stress-tested assumptions,
revenue projections, scope, and sequencing

Executive Summary

Three app concepts emerged from research across 23 ideas. All three survived
adversarial review on strategic merit — the market gaps are real, the framework-to-app
translation is sound, and the value ladder integration is strong. What did NOT survive:
the original execution plan of shipping three products in 14 weeks while simultaneously
launching a business from zero audience.

The revised plan: Audience first. One product at a time. Each gated on the previous
one's measurable success. Developer time treated as real cost. Kill criteria at every gate.

The three concepts (unchanged): 1. My Learning Profile — Viral personality-style quiz
(PWA, broadest appeal) 2. The Learning Conditions Check — Teacher practice
companion (mobile app, core product) 3. Conditions at Home — Parent companion
(mobile app, mass market)

The revised sequence: - Months 1-3: Execute launch playbook (no app development) -
Month 3-4: Build and launch My Learning Profile into existing audience - Month 5-7:
Build teacher app IF quiz proves demand - Month 8+: Build parent app IF teacher app
achieves traction
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Brainstorming Process

Ideation Techniques Applied

Twenty-three app concepts were generated using six techniques:

1. Analogy Transfer — What worked for Duolingo/ClassDojo/Kahoot/Seesaw,
adapted to LC

2. Gap Exploitation — Concepts targeting the five market gaps identified in market
research

3. Audience Expansion — Concepts extending LC beyond teachers to parents,
leaders, general public

4. Viral Mechanics First — Concepts designed around specific WOM triggers

5. Value Ladder Integration — Concepts that slot into the existing Tier 0-4
monetization architecture

6. First Principles — What does the LC framework uniquely enable that nothing else
can?

Raw Concepts Generated (23)

# Concept Primary Audience WOM Mechanic

1 Teacher diagnostic + practice Teachers Shareable conditions
companion profile

2 Parent learning conditions Parents Parent network sharing
companion

3 Universal "My Learning Profile” Everyone Personality-quiz virality
quiz

4 Classroom conditions camera (Al Teachers Before/after visuals

photo analysis)

5 Micro-PD daily challenges Teachers Streak sharing
(Duolingo model)

6 Student voice pulse check Students > Kahoot spectacle effect
Teachers
7 Teacher reflective journal + Al Teachers Story sharing
coaching
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8

9

10

L

12

13

14

15

16

17

18

19

20

21

22

23

Concept

Conference/workshop companion
app

Classroom observation tool for
coaches

LC-aligned lesson planner

Parent-teacher conference prep
tool

School culture audit dashboard

Learning conditions card game
(digital)

“Conditions Report” newsletter
companion

Teacher book club / cohort
platform

Classroom story sharing platform
PYP planner with LC overlay

Learning conditions podcast + app
bundle

School leader conditions
dashboard

Teacher onboarding toolkit for new
staff

Cross-cultural teaching translator

Al classroom dialogue analyzer

Workplace learning conditions
assessment

Primary Audience

Conference
attendees

Instructional
coaches

Teachers

Parents +
Teachers

School leaders

PD facilitators

Newsletter
readers

Cohort
participants

Teachers
IB PYP teachers

Podcast listeners

Heads of school

HR/school leaders

International

teachers

Teachers

Corporate L&D

WOM Mechanic

Event-driven adoption
Coach - teacher
network

Utility =
recommendation

Seasonal viral spikes

Institutional purchase

Workshop distribution

Shareable weekly
reports

Community WOM

Emotional story sharing
Niche utility

Content = app funnel

Top-down institutional

New-teacher seasonal

Niche but passionate

“"Look what |

discovered”

Cross-industry
expansion
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Scoring Malrix

Each concept scored 1-10 on six criteria (weighted):

Criterion Weight Rationale

WOM/Viral potential 25% Explicitly prioritized for brand growth

Mass appeal 20% Must reach beyond IB/progressive niche

LC brand reinforcement 20% Must strengthen The Learning Conditions identity

Value ladder fit 15% Must integrate with Tier 0-4 monetization

Build feasibility 10% Solo dev with Al assistance

Defensibility 10% Leverages Mamta's unique assets

Top 5 Scored Concepts

Rank Concept WOoM Mass Brand Ladder Build Defend

1 My 10 10 9 8 10 7 9.15
Learning
Profile
(Quiz)

2 Teacher 8 7 10 10 8 10 8.70
Practice
Companion

3 Conditions 9 9 8 7 7 8 8.25
at Home
(Parent)

4 Micro-PD 7 6 8 8 8 8 7.35
Challenges

5 Classroom 8 7 6 5 6 6 6.60
Camera

Scoring honesty note: These scores reflect the author’s judgment, not validated external
ratings. The top 3 were selected for deep analysis; real-world performance will diverge.
Kill gates (defined below) exist precisely because scores are assumptions.
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Top 3 App Concepts: Deep Dives

APP 1: My Learning Profile

The Viral Engine That Makes Everyone a Learning Conditions Ambassador

Tagline: "Discover what conditions you need to learn — and share your profile with the
world."

The Concept

A beautifully designed, 5-minute interactive assessment that tells anyone — teacher,
parent, student, manager, coach — what learning conditions they personally need most.
Think MBTI, Enneagram, or StrengthsFinder, but for learning. Users get a personalized
“Learning Profile” showing their relationship to the four conditions: Cultivate Safety,
Invite Ownership, Reveal Thinking, Bridge Worlds.

The result is a shareable visual card — your “learning type” — designed to be posted on
LinkedIn, Instagram, WhatsApp, and email signatures.

This is not a diagnostic tool for teachers (that's App 2). This is a lead generation engine
for anyone who has ever learned anything.

Why This Concept (Honestly)

What's genuinely strong: - Personality-style quizzes are proven shareable formats
(MBTI, Enneagram, StrengthsFinder, VIA Character Strengths) - Every completion
teaches the four conditions through personal experience — the most effective brand
education possible - Lowest friction entry point: no account, no download, no payment -
Fastest to build, cheapest to run, easiest to iterate

What the adversarial review correctly challenged: - “Everyone is a learner” is too broad
for targeting — mass appeal without a specific reason to take the quiz right now
produces zero completions - Viral quizzes that worked (MBTI, StrengthsFinder) had pre-
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existing cultural momentum, books, communities. Mamta has none yet - The comparison
to NYT dialect quiz and BuzzFeed is flattering but misleading — those tap identity and
entertainment, not pedagogical frameworks - Question design is the hard part, not the
tech build

How the revised plan addresses these: - Quiz launches INTO an existing audience
(month 3-4, not month 1), seeded through 200+ LinkedIn connections, 100+ newsletter
subscribers, and 100+ warm contacts - Question design gets dedicated time and testing
(see "The Question Design Challenge” below) - Success is gated: if it doesn't work, we
stop before investing in mobile apps

The Question Design Challenge

The adversarial review correctly identified this as the actual product, not a production
detail. A quiz that produces meaningless or obvious results won't be shared.

The problem: The four Learning Conditions were designed as teacher actions in
classrooms, not personal learning preferences. Mapping them to individual learner types
requires careful translation.

The approach (4-week question design process):

Week Activity Output

1 Framework translation workshop — Mamta maps each 40 draft questions
condition to learner-facing language. “Cultivate Safety” -
“I need to feel safe to take risks before | can learn." Draft 40
candidate questions (10 per condition).

2 Internal testing — 10-15 trusted contacts (educators, Refined question
parents, non-educators) take the draft quiz. Analyze: Do set, eliminate weak
results feel accurate? Are any conditions indistinguishable? items

Do people want to share?

3 Pilot — 50-100 people via newsletter and LinkedIn. Track Data-validated
completion rate, share rate, qualitative feedback on result question set (20
accuracy. final questions)

4 Visual design of result cards. Each profile type gets a name, Launch-ready
description, and visual identity. Test shareability with pilot assessment
group.
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This means the quiz doesn't ship in 2-3 weeks of engineering. It ships in 4 weeks of
question design + 2 weeks of engineering = 6 weeks total (month 3-4 of the overall
plan). The tech is the easy part.

User Journey

1. Discovery: See a friend's "Learning Profile" card on LinkedIn/Instagram/WhatsApp
OR: CTA in newsletter / LinkedIn post / practitioner guide
2. Curiosity: "What's my learning profile?" - tap link
3. Assessment: 20 questions, ~5 minutes, beautifully designed
- Questions span all four conditions
- Context-aware: "When you're learning something new, do you..."
- Not academic — accessible, relatable, even fun
4. Result: Personalized Learning Profile card
- Primary condition (strongest need): e.g., "You're a Bridge Worlds learner"
- Secondary condition
- Brief description of what this means
- "Share your profile" prominent CTA
5. Share: One-tap share to LinkedIn, Instagram Stories, WhatsApp, X, email
- Visual card designed for each platform's dimensions
- Card includes: profile type, descriptor, The Learning Conditions branding, URL
6. Deepen: "Want to learn more about your profile?"
- Enter email for detailed report (lead capture)
- Educators: link to practitioner guide and teacher app (when available)
- Parents: link to "Conditions at Home" tips (when available)
7. Repeat: "Send this to someone you learn with"
- Compare profiles with a friend/colleague/partner

Viral Mechanics

Mechanic How It Works Proven By Honest Risk
Identity “I'm a [type] learner” MBTI, Enneagram, Only works if types
labeling creates sharable StrengthsFinder feel distinct and
identity accurate
Visual card Beautiful, platform- Spotify Wrapped, Requires strong visual
sharing optimized result card NYT dialect quiz design investment
Comparison "What's YOUR Every personality Needs critical mass of
impulse profile?" drives quiz ever early shares to start
friend-to-friend the loop
sharing
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Mechanic How It Works Proven By Honest Risk

Team/group “Let's all take it at our StrengthsFinder Requires educator
usage staff meeting” team workshops champion to initiate
Low friction No account, no BuzzFeed quiz Low friction also
download, no model means low
payment —just a commitment
URL

Monetization & Business Integration

Direct Revenue: None. This is Tier 0 — pure lead generation.

Business Value: - Email capture: Detailed results require email - feeds newsletter -
feeds value ladder - Brand awareness: Every shared card puts “The Learning
Conditions" in front of new audiences - Segmentation: Quiz data reveals which
conditions resonate most = informs cohort topics and product design - Educator
pipeline: Teachers who take the quiz see “Want to create these conditions for your
students?” - links to teacher app and digital products - Conference tool: “Take the quiz
right now” during speaking engagements - immediate audience capture

Value Ladder Integration:

My Learning Profile (FREE - Tier 0)
| email capture

Newsletter subscriber
| educator?

Practitioner Guide download (FREE - Tier 0)
| wants tools?

Classroom Self-Audit Toolkit ($49 - Tier 1)
I wants guided change?

4-Week Cohort ($297 - Tier 2)
| wants school-wide?

School Workshop ($2,500-$6,000 - Tier 3)

Technical Specification

Component Technology [\ [o] (=1
Platform PWA (web app) No app store friction, instant access
via URL
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Component Technology [\ [o] (=1

Frontend Next.js or SvelteKit SSR for SEO, fast loading

Backend Supabase Results storage, analytics

Assessment Client-side JS Scoring algorithm runs in browser

engine

Result cards Server-side image generation Platform-optimized share images

Sharing Web Share API + platform One-tap sharing

deep links

Analytics PostHog or Plausible Privacy-friendly, track viral
coefficient

Al (Phase 2) Claude Haiku Personalized insights in detailed
report

Engineering Build Time: 2-3 weeks Question Design Time: 4 weeks (overlaps with
launch playbook months 2-3) Total Time to Launch: ~6 weeks from start of question
design Infrastructure Cost: ~$10/month (Supabase free tier + Vercel free tier)

Risk Analysis (Post-Adversarial Review)

Risk Severity Mitigation Kill Signal

Quiz feels High 4-week question design process Pilot testers (n=50+)
superficial/ with real testing. Tone: insightful, report results feel
BuzzFeed-y not fluffy. Mamta’s practitioner inaccurate or generic

expertise grounds every question.

No organic High Launch AFTER audience exists Fewer than 200

distribution (month 3-4). Seed through 200+ completions in first 4

(cold start) LinkedIn, 100+ newsletter, 100+ weeks despite active
warm contacts. Every newsletter promotion

includes quiz CTA.

Low share rate Medium Invest heavily in visual card Share rate below 5%
design. Test shareability with pilot after 500
group before public launch. completions
Low email Medium Make detailed report genuinely Email capture below
capture valuable (condition-specific 10% after 500
conversion insights, not just a teaser). completions
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Risk Severity Mitigation Kill Signal

Framework Low The four conditions (safety, Pilot testers can't
doesn't map to ownership, thinking, connection) distinguish
personal ARE universal human learning conditions in their
learning needs. Pilot testing validates this. results

Success Metrics & Kill Gate

Metric Target (6 weeks post-launch)

Quiz completions 500+ < 200
Share rate 10%+ <5%
Email capture rate 15%+ <10%
Viral coefficient 0.2+ (each share produces 0.2 new <01

completions)

Qualitative: "Did your result feel 70%+ yes <50%
accurate?”

Kill gate decision: If kill signals are hit at 6 weeks post-launch, do NOT proceed to the
teacher app. Instead: diagnose why, iterate the quiz, or redirect development time to
other launch playbook activities (digital products, workshop materials).

Proceed gate: If targets are met, greenlight teacher app development.

APP 2: The Learning Conditions Check
The Daily Practice Companion for Teachers
Tagline: “Three minutes a day to transform your classroom.”

Build trigger: Only after My Learning Profile passes its kill gate.
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The Concept

A mobile app that helps teachers diagnose, track, and improve the four Learning
Conditions in their classroom. A framework-driven, habit-building, Al-coached practice
companion that turns expert knowledge into daily action.

The core loop: a weekly 3-minute “Conditions Check” where teachers self-assess each
condition, receive Al-powered coaching suggestions, and track progress over time.

Why This Concept

The Whitespace Is Real: All three research reports independently confirmed: no app
helps individual teachers assess and improve classroom conditions against a coherent
pedagogical framework. Panorama and Satchel Pulse serve institutions (B2B). TeachFX
measures behaviors without a framework. ReflectiveTeacher offers generic prompts with
minimal adoption.

Why ReflectiveTeacher failed (addressing the adversarial concern): ReflectiveTeacher
had no framework (generic prompts), no Al coaching, no community, no visual output,
no sharing mechanics, and no business ecosystem behind it. It was a notebook app with
templates. The Learning Conditions Check has a researched framework, Al
personalization, shareable outputs, and an existing content/workshop ecosystem.
Different product, different context.

The "Headspace for Teaching” Analogy — Honestly Examined:

The adversarial review correctly noted that Headspace works because meditation
produces an immediate felt benefit (calm) within the session. A teaching self-
assessment does not produce the same dopamine hit.

The retention design must address this directly:

Headspace's Retention TLC Check's Equivalent Honest Gap

Immediate calm after ??7? No equivalent immediate

session benefit

New guided meditation Al-generated coaching tip Close — if the tips are

each day personalized to your genuinely useful and novel
classroom
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Headspace's Retention TLC Check's Equivalent Honest Gap

Progress visualization Conditions trend over time Weaker — self-reported scores
(minutes meditated) aren't as satisfying as
meditation minutes

Community (“millions Community insights Potentially strong if community
meditating with you") ("teachers like you improved reaches critical mass

X by doing Y")
Andy Puddicombe’s Mamta's voice, stories, and Requires careful Al prompt
voice/personality personality embedded in the design

Al

The honest answer for retention: The app must deliver a genuinely useful teaching idea
every time the teacher opens it. Not a score. Not a streak badge. A specific, actionable,
context-aware suggestion that makes tomorrow's class better. If the Al coaching doesn't
deliver this, the app dies. This is the hardest design challenge and should be prototyped
before committing to a full build.

Addressing the AI Coaching Risk

The adversarial review flagged Al coaching as high-stakes: bad pedagogical advice
damages the framework’s credibility.

Guardrails:

Risk Guardrail

Al gives harmful System prompt constrains all output to LC framework. Al never

classroom advice advises on discipline, assessment, or curriculum — only conditions.
Suggestions are framed as reflective questions, not directives: “Have
you considered..." not “You should..."

Al contradicts the All Al output anchored to the practitioner guide (loaded as reference

framework context). Al cites specific conditions and behavioral markers from the
guide.

Edge cases Hard guardrails: Al flags sensitive topics and redirects to professional

(student safety, resources. “This sounds like it may benefit from specialist support —

special needs) here are resources.”

Quality drift over Monthly review of Al output samples. User feedback mechanism on

time every tip ("Was this helpful?”). Low-rated tips trigger prompt revision.
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Risk Guardrail

Brand risk from Beta period with 50+ trusted educators before public launch. All Al
bad output output includes subtle "Al-generated suggestion” label.

Pre-build validation: Before committing to the full 6-week mobile app build, spend 1
week building a bare-bones Al coaching prototype (web-based, text only). Test with 20
educators. If coaching tips are rated "useful” by 60%+, proceed. If not, redesign
prompts or descope Al to curated (human-written) tips only.

User Journey

Day 1: Onboarding
- "What do you teach?" (grade, subject, school type)
- "What matters most to you?" (select from LC-aligned values)
- First Conditions Check: rate each condition 1-5 with behavioral anchors
- AI generates personalized "start here" recommendation
- See your first Conditions Profile (visual dashboard)

Daily (2-3 minutes):
- Push notification: "Today's reflection: Reveal Thinking"
- One focused question about today's teaching
- AI coaching tip based on response + history
- Optional: voice note about a teaching moment (transcribed + analyzed)
- Streak counter updates

Weekly (5 minutes):
- Full Conditions Check (all 4 conditions)
- AI-generated "This Week's Conditions Report"
- Trend visualization
- "Share your progress" CTA - shareable report card
- One "Try This Next Week" strategy recommendation

Monthly:
Detailed Conditions Report with trends
AI-identified patterns

Recommended practitioner guide chapters

Community averages comparison (anonymized)
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Viral Mechanics

Mechanic Implementation Honest Assessment

Shareable Weekly visual report Medium WOM — teachers share professional
Conditions card for social sharing achievements, but self-assessment scores
Report may feel too personal to post publicly. More

likely shared privately (text to colleague) than
publicly (LinkedIn).

PD Built-in slides and QR High WOM — this is ClassDojo’s proven

presentation codes for presenting mechanic. One teacher champion presenting

mode to colleagues at PD = 20-30 downloads.

Streak Daily reflection streak Retention tool, not WOM driver. People share

mechanics with visual tracker Duolingo streaks because language learning is
aspirational. Teaching reflection streaks are
private.

Conference 60-second demo High WOM — but requires Mamta to be

demo mode showing the full speaking at conferences (month 7+ in the

experience launch playbook).

Monetization & Value Ladder Integration

Tier Structure:

Tier Price Includes Target
Free $0 One-time Conditions Diagnostic Individual
+ 1reflection/week + basic teachers
profile (acquisition)
Practitioner $5.99/mo or Daily reflections, Al coaching, Individual
$49/yr full tracking, community, voice teachers
notes, shareable reports (retention +
revenue)
School Team $349/yr (up to Everything in Practitioner + team PYP coordinators,
25 teachers) dashboard (anonymized), PLC department
facilitation guides, school-level heads
reports
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Tier Price Includes Target

School $1,500-3,000/yr Everything in Team + parent- Heads of school
Partnership facing features, admin

dashboard, 1 virtual consultation

with Mamta, custom school

report

Addressing the “free tier too generous"” concern: Free = diagnostic + 1/week. Paid =
daily + Al + tracking + community. The free tier must deliver genuine value (not a
crippled trial) to build bottom-up adoption, but the daily coaching and longitudinal
tracking create clear upgrade motivation.

Integration with Existing Revenue Streams:

The Learning Conditions Check (FREE diagnostic — $49/yr)
. "go deeper"
Practitioner Guide + Digital Toolkit ($49 - Tier 1)
I "I want guided change"
4-Week Cohort ($297-$397 - Tier 2)
I "my school needs this"
School Workshop ($2,500-$6,000 - Tier 3)
I "sustained transformation"
School Partnership ($3,000/yr app + consulting - Tier 3-4)

Technical Specification

Component Technology Notes
Platform Expo (React Native) iOS + Android from single
codebase

Backend Supabase (PostgreSQL + Auth + RLS for data isolation
Storage)

Al Coaching Claude Haiku 4.5 $0.02-0.15/user/month

Deep Analysis Claude Sonnet 4.6 (monthly Batch API for 50% savings
reports)

Voice Notes Expo AV + Deepgram Nova-2 $0.0043/min transcription

Push Expo Notifications Daily reflection reminders

Notifications
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Component Technology Notes

Content Feed Ghost Content API Blog posts and guide content
Report Server-side image generation Shareable visual reports
Generation

Build Time: 6 weeks (includes 1 week Al coaching prototype + testing) Infrastructure
Cost: ~$40-50/month at launch

Risk Analysis (Post-Adversarial Review)

Risk Severity Mitigation Kill Signal
Teachers won't High 3 min/day max. Replace paper < 100 downloads in first
adopt another reflection journals. No account month despite quiz
app for free diagnostic. Launched funnel of 500+

into quiz audience (not cold). educators
Al coaching High T-week prototype test with 20 < 60% "useful” rating
feels generic or educators before full build. on Al tips during
harmful Guardrails above. Monthly prototype testing

quality review.

Low retention High The daily coaching tip must be 30-day retention below
after initial the reason teachers come 15%
diagnostic back. Not streaks. Not badges.

Genuinely useful, context-
aware teaching ideas.

Free tier Medium Free = taste. Paid = daily Conversion below 3%
cannibalizes practice. Clear value gap. after 6 months

paid

Competing with Low App drives product purchases Monitor for

own digital (different modality). cannibalization in
products product sales data

Success Metrics & Kill Gate

Metric Target (3 months post-launch) Kill Signal

Downloads 500+ < 200
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Metric Target (3 months post-launch) Kill Signal

Weekly active users 150+ <50
Free - Paid conversion 5%+ <2%
30-day retention 20%+ <10%
Al coaching “useful” rating 65%+ < 50%
School Team licenses 3+ 0

Kill gate decision: If kill signals hit at 3 months, do NOT build the parent app. Diagnose
retention and coaching quality issues first. May need to pivot to curated (human-written)
content instead of Al coaching.

Proceed gate: If targets met, greenlight parent app and begin content development.

APP 3: Conditions at Home

The Parent Companion That Bridges School and Life

Tagline: "Know what your child needs to learn — and create it at home.”

Build trigger: Only after The Learning Conditions Check passes its kill gate AND school
partnerships are requesting parent features.

The Concept

A mobile app that helps parents understand and create the four Learning Conditions in
their home environment. Not a homework tracker or grade checker — the first app that
helps parents understand the quality of their child’s learning environment and take daily
action to strengthen it.

18 The Learning Conditions



Why This Concept (Honestly)

What's genuinely strong: - The parent market is massive and completely underserved
for learning conditions (not grades, not behavior, not communication) - Progressive/
international school parents are highly engaged, educated, and willing to pay - “Bridge
Worlds" is literally a core condition — this app makes it real - Parent WOM loops
(WhatsApp groups, playground conversations) are proven viral channels - Parents
lobbying schools for LC workshops is a genuine high-value revenue pipeline

What the adversarial review correctly challenged: - The “Trojan Horse" model (parents
- school workshop demand) requires 5 nested unlikely events, each with major drop-off
- "Understanding learning conditions” is not an acute daily pain for parents —it's an
intellectual interest - Al-generated parenting tips risk feeling generic, preachy, or
culturally tone-deaf - Content quality at scale requires real investment, not “1-2 weeks
with Al" - This app only makes strategic sense AFTER the teacher ecosystem proves
demand

How the revised plan addresses these: - Built LAST, only when teacher app has traction
and school partners request parent features - Content developed carefully over time, not
batch-generated - Mamta reviews and curates all parenting content (brand quality is the
asset) - “Trojan Horse" treated as a bonus outcome, not the business model —
subscription revenue must stand on its own

User Journey

Day 1: Onboarding
- "Tell us about your family" (child's age, school type, what matters to you)
- "The 4 Conditions Your Child Needs" — 60-second animated intro
- Quick Home Conditions Check: 8 questions about your home learning environment
- Personalized results with first daily tip

Daily (1-2 minutes):
- Push notification with today's tip (condition-specific, age-appropriate)
- Example: "During dinner tonight, ask your child 'What did you figure out
today that was hard?' (This builds Reveal Thinking)"
- Optional: "Did you try it?" - brief reflection
- Streak tracker

Weekly:
- "This Week's Focus: Invite Ownership"
- 3 age-appropriate activities
- One conversation starter for talking with your child's teacher
- Shareable card: "This week my family is working on [condition]"
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Monthly:
- Home Conditions Report (visual, shareable)
- Progress tracking across all 4 conditions
- "Questions to ask at your next parent-teacher conference"

The “Bridge Worlds” Flywheel

Teacher uses LC framework in classroom
!
School introduces Conditions at Home to parents
!
Parents learn the 4 conditions vocabulary
!
Parents reinforce conditions at home
!
Teachers notice improvement - recommend to more parents
!
Parents recommend to parents at other schools
!
New schools discover The Learning Conditions - workshop pipeline

Honest assessment: This flywheel is real in theory but takes 12-18 months to develop
meaningful momentum. It's a Year 2 outcome, not a launch metric.

Content Quality Strategy (Revised)

The adversarial review correctly identified that “120 tips in 1-2 weeks with Al" risks brand
dilution. Revised approach:

Phase 1 (launch): 60 curated tips (15 per condition) - Mamta writes or closely reviews
every tip - Each tip tested with 5+ parents before inclusion - Quality over quantity —
better to repeat good tips than ship mediocre ones - Sufficient for 2 months of daily
content

Phase 2 (month 2-4): Expand to 120 tips - Al generates drafts from practitioner guide -
Mamta reviews and edits every draft - Community feedback (“Was this helpful?”) drives
quality iteration - Tips rated below 3/5 stars are removed

Phase 3 (ongoing): Community + seasonal content - “What worked for your family?”
creates user-generated content - Seasonal content (back-to-school, exam season,
summer) - Soka-influenced encouragement practices as a content series
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Monetization

Tier Price Includes

Free $0 Home Conditions Check (one-time) + 1
tip/week + framework overview

Family $4.99/mo or $39/yr Daily tips, full tracking, age-specific
content, conversation starters

School- Included in School Everything in Family + teacher-parent
Connected Partnership ($1,500-3,000/yr) alignment, school-specific content

Technical Specification

Component Technology Notes
Platform Expo (React Shared codebase with teacher app
Native)
Backend Supabase Shared instance
Al Tips Claude Haiku 4.5 Personalized by child's age and condition focus
Push Expo Notifications Daily tip delivery

Notifications

Localization i18n framework International school parents speak many
languages

Build Time: 4-5 weeks (shared infrastructure with teacher app accelerates development)
Infrastructure Cost: ~$15-25/month incremental (shares Supabase)

Risk Analysis (Post-Adversarial Review)

Risk Severity Mitigation Kill Signal

Parents don't Medium Never use jargon. Translate: > 40% drop-off
understand “Safety” = “"Does your child feel during onboarding
“learning safe to make mistakes?” Conditions Check
conditions”
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Risk Severity Mitigation Kill Signal

Content feels High Tone: invitation, not instruction. User reviews cite
preachy/ “Try this if it feels right.” Mamta "preachy” or
prescriptive reviews every tip. Diverse family “judgy” tone

contexts represented.

Low daily Medium Streaks + seasonal content + 30-day retention

engagement after “Did you try it?" micro-feedback below 15%

novelty loop

Parent = school Medium Don't depend on it. Subscription Track separately

workshop pipeline revenue must justify the app on — don't conflate

doesn't materialize its own. Workshop pipeline is a with app metrics
bonus.

Success Metrics & Kill Gate

Metric Target (3 months post-launch) Kill Signal
Downloads 1,000+ < 300
Weekly active parents 300+ <100
Free - Paid conversion 8%+ < 3%
30-day retention 25%+ <10%
Tip helpfulness rating 70%+ <50%

Revised Build Sequence: Audience-First, Gated
Execution

The Core Principle

Every hour building apps is an hour not spent on proven, zero-cost activities. The
launch playbook (LinkedIn, newsletter, warm outreach, podcasts) is the foundation. Apps
are accelerants that amplify an existing audience — not substitutes for building one.
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Phase o: Execute Launch Playbook (Months 1-3)

No app development. Follow the launch playbook exactly as written:

Month Activities Milestone
1-2 Optimize LinkedIn, launch newsletter, 200+ LinkedIn connections, 50+
create Quick Diagnostic PDF, activate subscribers, 30+ guide downloads

100+ warm contacts

3 Continue LinkedIn (3 posts/week), blog 500+ LinkedIn connections, 100+
pillar essay, pitch podcasts, daily subscribers, 2+ podcast
engagement appearances scheduled

During month 2-3 (parallel to playbook): Begin quiz question design (4 weeks). This is
research/writing work, not engineering — it doesn’t compete with playbook activities for
Mamta's time. Developer builds the quiz platform in weeks 3-4 of question design.

Phase 1: My Learning Profile Launch (Month 3-4)

Prerequisite: Audience exists (200+ LinkedIn, 100+ newsletter, 100+ warm contacts).
Build: 2 weeks engineering (quiz platform already built during question design period).

Launch distribution: - Newsletter blast to 100+ subscribers: “I| made this — take your
Learning Profile” - LinkedIn post series (3-4 posts over 2 weeks) driving to quiz -
Personal message to 100+ warm contacts: “I'd love your feedback on this" - Every future
LinkedIn post includes quiz CTA - Practitioner guide updated with quiz link

Success evaluation at 6 weeks post-launch:

Outcome Action

Targets met (500+ Greenlight teacher app (Phase 2)

completions, 10%+ share

rate)

Mixed results (200-500 Iterate: improve questions, redesign result cards, test new
completions, 5-10% distribution. Re-evaluate after 4 more weeks.

share rate)

Kill signals hit (< 200 Stop app development. Redirect to digital products and
completions, < 5% share workshop materials from the monetization strategy. The quiz
rate) becomes a nice-to-have on the website, not a growth engine.
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Phase 2: Teacher App Build (Months 5-7)

Prerequisite: Quiz passed kill gate. Quiz email list provides beta testers.

Week 1: Al coaching prototype (web-based, text only). Test with 20 educators from quiz
email list. Must hit 60%+ “useful” rating.

Weeks 2-7: Full app build (if prototype passes).

2 Auth, onboarding, profile, navigation, design system

3 Conditions Check (self-assessment), scoring, dashboard

4 Daily reflection prompts, Al coaching integration

5 Streak mechanics, push notifications, shareable reports

6 Ghost content feed, voice notes, polish

7 Beta testing (50+ educators from quiz list), app store submission

Success evaluation at 3 months post-launch:

Outcome Action

Targets met (500+ downloads, 20% Greenlight parent app (Phase 3). Begin school team
+ retention, 5%+ conversion) sales.

Mixed results Focus on retention. Improve Al coaching. Add more
curated content. Delay parent app.

Kill signals (< 200 downloads, < 10% Pause. Diagnose whether the problem is product,
retention) distribution, or market. Do NOT build parent app.

Phase 3: Parent App (Month 8+)

Prerequisites: - Teacher app passed kill gate - At least 3 school partnerships requesting
parent features - 60 curated parent tips reviewed and approved by Mamta

Build: 4-5 weeks (shared infrastructure).
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This phase is conditional. If the teacher app succeeds but schools aren't asking for
parent features, the parent app may never get built — and that's fine. The teacher app +
quiz may be the complete product ecosystem.

Honest Financial Projections (Revised)

Build Investment (Real Costs)

Item Cost Notes

Developer time (14 $0 cash / ~$21,000 At $75/hr market rate. This is time

weeks at ~20 hrs/week) opportunity cost not spent on other revenue
activities.

Apple Developer $99/year

Program

Google Play registration $25 one-time

Supabase Pro $25/month = $300/year

Al API costs (Year 1) $600-2,400/year Scales with usage

Vercel Pro $240/year For quiz PWA

Domain(s) $24/year

Legal (privacy policy, $500-1,000 one-time

ToS)

Year 1 cash outlay $1,800-4,100

Year 1total cost $22,800-25,100

(including time)

Revenue Projections (Deflated)

Previous projections used industry-high conversion rates and assumed all three apps
ship successfully. Revised projections use conservative conversion rates and account
for the gated build sequence (later launches = less time in market).
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18-Month Projection (if all three apps pass their gates):

Revenue Source Pessimistic Realistic Optimistic
Quiz email capture - value ladder $2,000 $8,000 $20,000
Teacher app subscriptions $3,000 $12,000 $30,000
Teacher app school licenses $5,000 $20,000 $50,000
Parent app subscriptions $2,000 $8,000 $20,000
Workshop/consulting pipeline (app-driven) $5,000 $25,000 $75,000
Total app ecosystem impact $17,000 $73,000 $195,000

Key differences from original projections: - Pessimistic scenario dropped from $63K to
$17K (more honest about cold-start reality) - Realistic scenario dropped from $200K to
$73K (using 2-3% conversion instead of 5-8%) - Optimistic dropped from $465K to
$195K (removed compounding assumptions) - All projections assume the apps actually
get built (gated — may not all happen)

Break-even analysis: - Cash break-even: $1,800-4,100 investment - pessimistic $17K =
4-9x cash ROI - Full-cost break-even: $22,800-25,100 - realistic $73K = 2.9x ROI -
Against pessimistic + full cost: $17K / $25K = 0.7x (net loss if everything underperforms)

The honest conclusion: The apps are a reasonable investment IF the gated approach is
followed — each phase only proceeds when the previous phase proves demand. The
financial case depends on discipline: cutting losses early when kill signals appear rather
than throwing good time after bad.
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Appendix A: How Each App Links to Existing Business
Plans

My Learning Profile «+ Launch Playbook

Playbook Element App Integration

Month 1: LinkedIn content engine Share quiz results as LinkedIn content; “Take your
Learning Profile” as recurring CTA

Month 2: Warm contact activation “I made this — take it and tell me what you think” to
100+ contacts

Month 3-4: Implementation Gap My Learning Profile IS the upgraded version of this
Quiz (planned) planned asset

Month 5-6: Cultivate Safety Mini- Quiz identifies Safety-first learners - targeted mini-
Course course enroliment

All months: Newsletter growth Every quiz completion = email capture opportunity

Teacher Companion +~ Monetization Strategy

Strategy Tier App Integration

Tier O (Free) Free Conditions Check replaces planned Quick Diagnostic PDF as
lead magnet

Tier 1($29-$149) App recommends relevant digital products based on weakest
condition

Tier 2 ($250-$2,000) Cohort participants use app during program; app graduates invited

to cohorts
Tier 3 ($3,000- School Team/Partnership licenses; consulting pipeline
$25,000)
Tier 4 (Recurring) App subscriptions ARE recurring revenue; community features
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Conditions at Home <+ Market Opportunity Brief

Brief Finding App Response

Parent persona underserved First product directly serving parents

IB school parents = high purchase $39/yr within willingness to pay

intent

Peer-referral driven market Parent WOM through school WhatsApp groups

Dual-track purchasing Parents buy individually; schools buy for parent
community

All Three Apps < Soka Influence Report

Soka Recommendation App Feature

Named encouragement practice (3 verbal Daily tip in parent app: specific

moves) encouragement scripts

Teacher's own ongoing growth Teacher Companion: tracks professional

growth journey

Long accompaniment across years App retention: long-term tracking, yearly
retrospectives

Purpose statement (what conditions are My Learning Profile: purpose framing in results

FOR)

Appendix B: Adversarial Review Summary

Fifteen findings were raised in adversarial review. Key changes incorporated:

Finding Status How Addressed
Scoring matrix is Acknowledged Added honesty note. Kill gates replace scores
self-serving as decision mechanism.
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Finding

Status

How Addressed

“Everyone is a

learner” is a targeting

trap

Quiz question design
is the hard part

Headspace analogy
conceals retention

gap

Revenue projections
ungrounded

Three apps =
resource disaster

Parent Trojan Horse
is wishful

No existing audience
(cold start)

Al coaching is high-
stakes liability

Whitespace may
mean no market

Phase 1 failure
invalidates
everything

Content quality at
scale

App store discovery
is zero

Three products =
brand confusion

ROI calculation
excludes time cost

Addressed

Addressed

Addressed

Addressed

Addressed

Addressed

Addressed

Addressed

Partially

addressed

Addressed

Addressed

Acknowledged

Addressed

Addressed

Quiz launches into existing audience, not cold.
Distribution plan is specific.

4-week question design process added. Pilot
testing required.

Honest retention analysis added. Al coaching
must deliver genuinely useful daily ideas —
validated via prototype.

Deflated projections using conservative
conversions. Developer time costed.

Gated sequence: one at a time, each
conditional on previous success.

Treated as bonus, not business model.
Subscription must stand alone.

3 months of playbook execution before any
app launches.

Guardrails, prototype testing, human review
cycle.

ReflectiveTeacher failure analyzed. Kill gates
catch market absence.

Kill criteria and contingency at every gate.

Curated over generated. Mamta reviews
everything. Slower, better.

Distribution is audience-driven (newsletter,
LinkedIn, conferences), not app store organic.

Sequential launches with months between.
Each product earns its existence.

Full-cost ROI calculated. Honest break-even
analysis.
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