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RECLAIM Project Ltd: TFN Interim Report 
18 January 2016 
 
Funding date: 23 January 2015 
 
Project: Leadership ‘app’ 
 
This interim report is in lieu of a final project completion document: our leadership app is not yet 
finalised and we are still awaiting receipt of the end product. 
 
RECLAIM undertook focus groups with two groups of young people, both prior to submitting the 
application and then again after the positive reception to our London pitch by Georgia Rigg 
(Leadership Project Lead) and Sinead Andrews (Youth Consultation Lead). 
 
The group were charged with working with RECLAIM staff members to identify a clear, accessible 
and fun way to track their progress throughout the two year RECLAIM project and how to measure 
their successful navigation through their bespoke leadership pathway. It became clear through our 
research that other leadership apps existed but none did what we needed, i.e. had a dual role of 
self-monitoring, whilst also providing impact measurement data that would better inform our team of 
the progress of our young people, allowing us to modify the programme according to need. We now 
have a customised CRM system (Salesforce) and it was crucial that their new app could tie in with 
our new data management systems. 
 
Our young people have worked with futurists in Manchester, who talked to them about the 
challenges of app creation and common pitfalls of those wishing to create a new app. They also 
made the young people aware of the limited life cycle of an app and the fact that its currency can be 
very limited as even during the process of creation it can be eclipsed by a new product. 
 
We spoke with app designers and communications firms who also made us aware of the 
prohibitively high cost of producing the full scope of the app we had originally wanted. We were 
quoted prices upwards of £30k and also told this could take several months.  The original tech firm 
we intended to partner with on this project seemed a little less enthusiastic after a few months and 
so we ended up switching and approaching KPMG's Gamification unit, as they were partnering with 
us on another programme and they agreed to help support us pro-bono. 
 
Their team in London at Canada Square, Canary Wharf have been working with us to sharpen the 
brief and then construct a viable product plan. We are relying on them working on this around their 
other projects as they are providing pro bono support.  This has slowed down the progress 
somewhat, however the end result will be a hi-spec professional Leadership App that far outstrips 
our original ambitions.  
 
The app will be based on a gamified approach to maintaining engagement, drawing on employee 
engagement tools used by KPMG.  The app will be based around a curriculum of activities which 
young people complete in real life and then evaluate their own skills and progress within the app. 
They will gather points throughout, working towards ‘LEAD Pioneer’ status at the end of the 
programme.  This information will allow young people to be more actively aware of and engaged 
with their progress, and provide valuable evaluation data which will enable us to understand the 
success of the programme.  We will ask young people to use the app at the end of our sessions 
with them, and then revisit the questions and their responses in the following (real life) session to 
further their learning.  This therefore integrates its use within the programme to ensure their 
engagement.  
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To ensure that the app meets data protection/security standards, we will integrate the app with our 
Salesforce system.  This high level of integration with our current system will simplify the build of the 
app and ensure that we can capture and easily report on young people’s responses to evaluation 
questions. This is a safer and simpler solution than trying to build a custom platform.  Each young 
person will have a personal log in and parents will give specific permission for their children to 
engage with this tool.  
 
The main significant revision to this project is a move away for a traditional ‘app’ (i.e. which could be 
downloaded from the App Store etc.).  To ensure all young people can use the tool (even if they 
don’t have a smart phone – approx. 15% of participants on the programme don’t have their own 
smart phone) we will develop a ‘web app’ which would be downloaded from a section of our 
website.  It will still however look like an app for young people, but will allow multiple participants to 
use the tool on the same tablet or laptop at events.  This approach also presents significant cost 
savings.   
 
We are now concluding the design, consulting with young people to agree the scoring structure and 
the visual ‘look’ of the tool.  The next step is to build out a user portal from Salesforce that is 
engaging and links it together. 
 
We are hopeful of having the final product within 3 months and will then be able to share all project 
outcomes and cost implications. 
 


