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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



4 of 20

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
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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



16 of 20

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
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App Prototype

• Discover GH

https://invis.io/U77R3VN93

