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Overview 
 

This study details the stages of researching, designing, and developing an educational, 
competition-driven mobile application for middle and high school students. Everything from idea 
conception to design strategies to integration of research results are reviewed.  This research includes topics 
such as lessons-learned, development issues, usability testing, and “Aha!” moments.  Discussion of the 
possible obstacles and successes that similar designs and implementations could introduce occurs.  

 
TriviaPrep 

 
An ever-growing trend in education is the integration of mobile devices in the school setting, 

especially considering the abundance of research on “BYOD”.  Not surprisingly, a common concern found 
is the lack of student interest in educational applications. Thus, these concerns have fueled the passion 
behind this design development of this tool. 

With trivia/quiz games like “Trivia Crack” and “Quiz Up” littering the best selling charts of the 
top mobile applications, one can’t argue that competitive trivia gaming is ‘all the buzz’.  An application 
designed to harness the competitive and addictive qualities that these offer while replacing the random 
trivia questions with core curriculum concepts could be a major asset to the learning culture in the school.  
TriviaPrep is an idea that has been designed with that possibility as its emphasis.   
  

“You know, something like this could change the entire culture and atmosphere of the school.” 
 - Paul Prater, Principal, Bath County High School, KY.  

 
It can be said that competition breeds excellence.  When competition is integrated into a learner’s 

environment it fuels focus on their individual success as they make comparisons to their peers (Lam, Yim, 
Law, & Cheung, 2001).   A driving factor behind the design of this application is the integration of school-
based leaderboards.  As users play this multiple-choice quiz game, they can compare their scores with that 
of other students in their grade level and across the school.   Recognition of “Top Students” in each class is 
essential and will be highlighted throughout the multi-platform application.  Weekly and monthly 
leaderboard reset options are currently being evaluated to retain competitive value. 

The process of evaluating one’s own abilities derives from comparison to others. Naturally, 
students are creatures of comparison.  In order to determine our level of success, or lack thereof, we 
compare ours with the achievements of those surrounding us (Gilbert, Giesler, & Morris, 1995).  
Competition, therefore, results in motivation to improve.  This application is designed around this core idea. 

So, what exactly is the content of the trivia questions and why?   
The answer to that question is this: Common annual high school effectiveness measurements heavily favor 
the results of annual standardized testing and/or undergraduate admissions tests (ACT, SAT, etc.).  The 
questions asked will be collected from national standardized assessment practice questions and will be 
categorized accordingly.  Essentially, students will be working toward improving assessment scores while 
competing with classmates across their school.   

Another key design goal to integrate fun into the application and to mask the applications 
appearance as “just another learning app” is the blending of randomized sports, entertainment, and “School 
Spirit” trivia items into the game . These items occur at a 20-30% likelihood.  The “School Spirit” items 
will be user/school submitted questions covering random facts about their school and community.   
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To remedy possible educator integration apprehension, development of teacher and administrative 
resources for numerous school and/or district wide integrations of the application will be developed before 
release.   The website www.triviaprep.com will be used for educator resources and forums.   

With a target of a school-wide pilot implementation in the coming months, the development of the 
mobile application will be broken into numerous phases that will later be determined by further study .  
Currently the application is in the final stages of research, development, and design.   
 

Design and Development Overview 
 

• Application name: TriviaPrep 
• Initial target audience:  High school students, ages 14-18. 
• Initial trivia content: ACT and SAT practice questions, blended with “random fun” 

questions and/or “School Spirit” trivia. 
• Scoring:  Correct Answers, Speed (based on question type), Multipliers (Consecutive 

correct answers, wagers, “Rock/Paper/Scissors”) 
• Logo: 

 
• Splash Screen mockup: 

 
• Navigation/Home Screen mockup: 

                 
• Website: www.triviaprep.com   
• Programming language:  LiveCode 
• Platforms:  Multiple (IOS, Android, and HTML5) 
• Initial research and school-wide integration pilot location: Bath County High School, 

Owingsville, KY 
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The quality of research that goes into design and development prior to release may contribute 
significantly to the success of an application.  Informal discussions, student focus groups, educator surveys 
and testing results are to be integrated into the research. 
 

Closing: 
 

The development of this application is approaching its final stages.  The processes, obstacles, successes, 
and frustrations that occur during the development of an educational application from idea to product is 
emphasized.  This research may serve as a valuable resource for those interested in mobile application 
design and development. 
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