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How to Choose an App 
 
We know, it’s just an app. It doesn’t feel like a big deal. But taking a few 
extra minutes to select the right app for a child can make the difference 
between a successful experience and a pretty rough one. Here, we give 
you key tips to help make the process go smoothly from the start.  

 
Define Your Objectives 

1. If you want the app to teach a new academic skill, you will want 
to find one that helps the child learn without being so challenging 
that it causes frustration.  

2. If you want the app to help your child practice an academic skill, 
you will want to find one that will help your child improve and be 
fun relative to alternative option.  You also want to be sure that 
you are able to track progress over time. 

3. If you want the app to strengthen a cognitive skill, you want to 
find one to help your child feel encouraged. Your number one 
priority should be to build a child’s self-confidence. Unlike 
academic skills, cognitive skills aren't mastered. As long as your 
child is making progress, you are on the right path. 

 

Before the Child Plays 
Be selective. Children appreciate your effort to understand their 
specific strengths, challenges and likes. If you choose apps that 
they find boring, too easy, or too hard, children may be reluctant 
to trust your choices and be skeptical about trying them.  
 
Try it yourself first. Letting children figure out an app on their 
own can be a great opportunity to develop reasoning skills. But 
this approach is not appropriate for all apps or all 
children. Some apps are simply too complicated for children to 
navigate on their own the first time. Mindprint will tell you which 
apps may need your support, but trying an app first is a good 
rule of thumb.   
 
Adjust settings before the child plays. You want settings to 
be a “just right challenge” similar to helping your child select a 
“right fit” book. Adjust settings based on specific needs including 
the timer on/off, sound/silent, and the difficulty level. Set the 
child up for success but do not make the settings so easy that 
the child will think the app is insufficiently challenging and not 
worth the effort. Starting with the proper settings can make all 
the difference in the child’s engagement and overall experience. 
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Try the free version first. Many apps, especially expensive ones, 
can be sampled before buying. We recommend taking full 
advantage of this option. You may decide to let a child choose 
among a few free apps you pre-select. Giving a few select choices 
will demonstrate that you understand their needs yet respect their 
opinions. It also creates ownership and a greater likelihood that the 
app will be used.  
 
In most cases, if there is both a free and a paid version, you will 
eventually need to buy the app if you want the child to receive the 
app’s full benefit and avoid distracting ads. The Mindprint Reviews 
in your Toolbox will explain the differences between the free and 
paid versions. 
 

Keep the Experience Positive 
Remember that children expect apps to be fun. Many children do 
not expect apps to be purely instructional, especially if it is 
introduced a supplement to required work or a “reward”. Great apps 
can be more work than fun, but managing expectations is key to a 
successful experience. 

 
Remember, it’s just an app. Fortunately, apps are generally far 
less expensive than games and workbooks. If you discover that the 
app is no longer helping a child, move on and find another. There 
are so many good app alternatives in the market that there is no 
need to stay with one that no longer meets a child’s needs. 
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