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Discover Ghana Mobile App

• Teenagers -+13 to 16

• Organized by Adults

• 1-3 days

• Senior School [religious and social] groups

• Food and accomodation
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Why Android Design?

SAMSUNG NOKIA BLACKBERRY TECNO SONY ERICSSON
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Social Media Use

41.4

30.5

15.8
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Concept of App

Social Media Platform

• Documentation of trips

• Making friends

• Gamification

• Education

• Media Sharing
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Gamification

the use of game design elements in non-game contexts-
Deterding et al

 Use of game elements

 The experience of games

 The achievement of tasks
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Gamification-use of elements

 Avatars

 Points

 LeaderBoards

 Scoreboards

 Achievement Levels
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Gamification-experience of games

 Non-game into a game

 Effects of games

 Fun Factor

 Uniqueness to playing games



9 of 20

Gamification-achievement of tasks

 Accomplish actual life tasks

 Make ‘boring’ fun

 Engaging users

 Forming new attitudes to tasks
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App Features and Requirements
• Device & app history

• Identity

• Contacts

• Location/Map Features

• SMS

• Photos

• Camera

• Wi-Fi connection information

• Device ID & call information
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Navigation Map
Home

Discover

Places

Go To

Map

Feed Quiz Master

Culture

History

Science and Tech

Photo Gbe

Explore

Upload

Share

Must Go To Profile

Profile

Feed

Photos

Friends

Make Friends

Explore

Find

Settings Logout
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Sketches
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Creating of Persona

• Nana Ghana

• 15

• Senior High Student

• Enjoys the student trips

• Likes to increase knowledge
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Fonts, Icons, Colors
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Login, Sign Up, Confirmation
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Profile, Home, Quiz Master
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Photo Gbe, Say Some, Make Friends
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Discover Ghana, Places, Go To.
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Go To Share



20 of 20

References
• Johnson, Jeff. Designing with the mind in mind: simple guide to understanding user interface design 

guidelines. Elsevier, 2013.

• IT News Africa Study reveals Ghana mobile usage stats Source: http://citifmonline.com/2015/04/08/study-
reveals-ghana-mobile-phone-usage-stats/ retrieved on 14 June 2016

• Amofah-Serwaa, Naomi and Dadzie, Perpetua “Social Media Use and Its Implications on Child Behaviour: A 
Study of Basic School in Ghana,” International Journal of Social Media and Interactive Learning Environments 
3, no. 1 (2015): 49–62,  

• Mingle, Jeffrey and Adams, Musah “Social Media Network Participation and Academic Performance in Senior 
High Schools in Ghana,” Library Philosophy and Practice (Summer 2015): 7–21,

• Markwei, Evelyn and Appiah, Doreen “The Impact of Social Media on Ghanaian Youth: A Case Study of the 
Nima and Maamobi Communities in Accra, Ghana” The Journal of Research on Libraries and Young Adults
Volume 7, No. 2: June 2016

• Deterding, Sebastian, Dan Dixon, Rilla Khaled, and Lennart Nacke. “From game design elements to 
gamefulness: defining gamification.” In Proceedings of the 15th international academic MindTrek conference: 
Envisioning future media environments, pp. 9-15. ACM, 2011.

• Dribbble, www.dribbble.com

• Invision, www.invisionapp.com

• Flaticons, www.flaticons.com

http://citifmonline.com/2015/04/08/study-reveals-ghana-mobile-phone-usage-stats/


App Prototype

• Discover GH

https://invis.io/U77R3VN93

