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ABSTRACTABSTRACTABSTRACTABSTRACT    

 

The prevalence of mobile phones among young people has made it an ideal platform to cater for educational needs 

informally anywhere and anytime. This research work designed and developed a mobile educational game for students 

of tertiary institutions in Nigeria. Although there exist some mobile educational games, majority are Internet based and 

the selected questions for such games are yet to fit the Nigerian tertiary education curriculum thus making its usage 

irrelevant and non-productive to tertiary school students in Nigeria.  Therefore, this work developed an android 

mobile educational game which enable phone users in the aforementioned category learn anywhere and anytime. For 

self-appraisal of performance, a player’s current, previous, highest scores are displayed to a player as performance 

report. The application is designed using Object Oriented Analysis and Design Methodology (OOADM), Android 

technology was programmed using Java, Extensible Markup and SQLite as the database. A survey was carried out 

during the analysis phase in order to ascertain end users’ motivation for playing mobile educational games before the 

coding phase so as to develop a game based on end users’ requirement. 50 students participated (25 undergraduates 

and 25 post-graduates students). After the development phase, an end user testing of the developed system was done 

alongside with a survey to know if the game has good features that will interest users. The results show that, 52% of the 

respondents strongly agreed they had fun learning with the game while 2% of the respondents strongly disagreed that 

they had no fun.  For basis of selecting questions featured in the game, 38% of the respondents strongly agreed that the 

developed application feature questions related to their course of study while 6% of the respondent strongly disagreed 

that the selected questions are not related to their course of study. Therefore, students of Nigerian tertiary institutions, 

lecturers, researchers and the other android phone users can use the developed game to enhance their academic 

routine. 
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1. INTRODUCTION1. INTRODUCTION1. INTRODUCTION1. INTRODUCTION    

 

Educational games are games premeditated to teach humans specific subjects and skills [1]. Games are interactive play 

that teaches us goals, rules, adaptation, problem solving, interaction, all represented as a story [1].  As Prensky, quoted 

in [1] portray play as to having a deep biological, evolutionary important role, which has to do specially with learning. 

Educators and knowledge theorists advocate that play is an essential setting for learning, and games are suitable 

educational tools [2]. The contemporary study of play can be traced to the publication of the Dutch historian Johan 

Huizinga's pioneering study Homo Ludens in 1938 [3]. Huizinga explained play as a free and meaningful activity, 

carried out for its own sake, spatially and temporally segregated from the requirements of practical life, and bound by a 

self-contained system of rules that holds absolutely [4].  In the last decades, an emergent attention has heightened 

regarding the idea of how computer, videogames and game-like simulations can offer positive to learning experiences 

[5].  This interest was at first ignited by scholars who acknowledged the commitment and drive which games provide as 

a driving force that could improve learning even from when the first videogames were publicized [6-7].  
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Subsequently, some scholars also emphasized the use of games in keeping people of diverse learning conditions 

engrossed in the task for a very lengthy duration of time [8].  Games reflect the way the mind of humans was intended 

to learn. They stimulate players to take risks and actions, endure through failures, set and achieve progressively 

difficult goals and give attention, time, and effort to achieving knowledge and skills.  All these while the game is 

tracking actions of a player and assessing the player's achievements and skills which is similar to what is expected in 

education [9]. The prospective of game-based learning can be boosted when mobility is added to it [10]. For example, 

the games may relate to the environment, introduce the location of the players and provide multipurpose learning 

systems including mixed or augmented reality [10].  

 

The present technological advancement in the society has introduced innovative mobile devices and better connectivity 

that many consumers apparently see them as “cool gadget”. This notion alone acts as a stirring reason for the usage of 

mobile-based learning subjects for a specific population segment [10]. Mobile learning is the provision of education or 

learning support through the use of mobile phones, personal digital assistants (PDAs) or tablets [11].  This is fast 

becoming a progressively substantial portion of our day-to-day life, thus we have such devices within arm’s reach, 

allowing for prompt accessibility to information, entertainment and social interaction. Since smart devices are available 

and affordable it has provided additional prospect to embrace and exploit it as another learning medium [11].  Mobile 

learning and educational gaming are two developments that have swiftly grown to impact in Technology-Enhanced 

Learning [11]. Mobile learning (m -learning) has been seen as a further evolution of e-learning. Unlike computer-based 

learning (learning at a specific place with desktop computers), m-learning provides learning/teaching materials to a 

variety of lightweight devices such as, tablets, mobile phones (smartphones), which aid users to easily carry and use for 

learning anywhere and anytime [12].  

 

E-Learning has provided the capability to break out of the traditional classroom setting for learning. Students can now 

learn at any environment even at home which makes mobile learning an improvement upon e-learning by taking it a 

step further and allowing learning virtually anywhere a mobile signal is available [12]. This speedy growth of mobile 

learning is inclined to the ability to access learning content conveniently [12].  The demand capability is at a higher rate 

because mobile devices allows for merging of internet and communications technologies. With the accessibility of 

engines, the growth of mobile applications is faster and seamless [13]. This educational tool has become the 

mainstream which teachers and parents have recognized that if used by students it could aid valuable skill 

enhancement like; strategic thinking, planning, communication, application of numbers, transferring skills, group 

decision-making and data-handling [13].  

 

 The experience of gameplay considerably seems to affect learners' prospects of learning activities [14]. Preferred tasks 

are fast, active and empirical, with information supplied in multiple forms in parallel which the traditional school-based 

learning may not meet these demands [14].  Therefore, this research work developed an android mobile educational 

game that can be played using android phones or tablets which will help students of tertiary institutions in Nigeria to 

perform excellently in courses offered. This will help in solving the present problem of the poor reading habit 

exhibited by students and other phone users of various categories. The rest of this paper is divided into objectives of 

the study, review of related literature, research gaps in the literature, methodology, results, summary, conclusion, 

recommendation and areas for further work. 

 

1.1 Objectives of the Study1.1 Objectives of the Study1.1 Objectives of the Study1.1 Objectives of the Study    

The goal of this study is to design and develop a mobile educational game for students and other smartphone users. 

Specifically the objectives of this research are:  

a)  To Design and develop an android mobile educational game that will enable targeted users to excitedly study 

or learn outside the classroom environment.  

b) To educate phone users about other important functionalities of android phones.  

c)  To enable users to register their identity and play the game on their android mobile devices using the 

available players categories.  

d) To enable users appraise themselves as the game displays the current, previous and highest scores attained by 

a player.  

e)  To make the games easily accessible by publishing it on Google Play Store for download and/or can be 

transferred  from one mobile device to another through Bluetooth, Flash Share, Xender, Facebook, 

WhatsApp and so on. It is installed and played without Internet. 
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2. REVIEW OF RELATED LITERATURE 2. REVIEW OF RELATED LITERATURE 2. REVIEW OF RELATED LITERATURE 2. REVIEW OF RELATED LITERATURE     

    

2.2.2.2.1 The History of Educ1 The History of Educ1 The History of Educ1 The History of Educational Gaming ational Gaming ational Gaming ational Gaming     

Games as defined as systems in which players engage in an artificial conflict, well-defined by rules, that results in a 

quantifiable outcome [19]. The research work on educational game (computer and video games) can be traced back to 

the mid-1950s when the design, development and application of marketable video games were predominantly 

considered. Till 1980s, some researchers began to focus on the educational potentials of video games, studying how it 

inspired player's core motivation and trying to apply it into instruction [20].  Early 1990s, with the development in 

technology and network, study was not limited to video games, but it extended to the area of electronic games and 

large-scale online games. In the late 1990s, the design, development and application of educational games were 

progressively concerned in the field of instruction and game industry [20].  

 

With many students and teachers immersed in video games, it has made researchers set out on an adventurous search 

to study links between video games and classroom achievements and to identify the special affordances and benefits 

that video games have on school learning [20].  Since the beginning of the use of home computers and gaming console 

in the mid-1980s, school-aged children have been spending more time with electronic media than ever before. Video 

games have increased so much that 60% of individual from the age bracket of 8-18 played video games in 2009, 

compared to 52% in 2004 and 38% in 1999 [21].  In 2015, the estimated total number of video gamers worldwide was 

at 1.8 billion [22].   

 

Educational games are games that are clearly intended for educational motive and may have related or secondary 

educational value. They are planned to aid people in learning about certain matters, expand concepts, strengthen 

development, understand a historical event or culture, or help in learning skills in the course of playing [23]. 

Educational Games satisfy humans' vital need to learn by providing enjoyment, obsessive participation, structure, 

motivation, ego gratification, adrenaline, creativity, social interaction and emotion in the game itself while learning is 

taking place [23].  There are numerous games that have been designed with learning purposes in mind.  Entire virtual 

worlds, such as those using Active Worlds like Quest Atlantis and River City, areas of Second Life uses avatars to 

immerse students in 3D learning environments. Other existing gaming settings that focus directly on Science are 

Physicus, Virtual Cell, Geoworld, Sneeze and World of Goo. For Mathematics, examples are DimentionM, ASTRA 

EAGLE and for Languages, an example is My Spanish Coach and so on [23].  

 

There are also many games that focus more on broad-spectrum skills useful in school, such as spatial problem solving 

(Portal), Logic (L.A. Noire), and metal rotation skills (Tetris). Most of them are potentially fun and immersive, and 

have the capability of engaging students outside their classroom environment. They can be collaborative and 

enormously multiplayer, they can be customized and configured to address the needs of specific students and 

educators, or adapted to personal interests and they can unfold interactive fiction and be designed in ways that fit the 

constraints of the school day [23].  

 

A discovery in marrying of education and technology has for long been a subject of heated debate.  The certainty of 

combining machine learning and attention gripping graphics do not only make learning easy and interesting, but 

personalized, as that was the original push for gamifying education [24].  

    

2.2 Educational Game Design 2.2 Educational Game Design 2.2 Educational Game Design 2.2 Educational Game Design     

In [24], his landmark work gave the foundation for variation in learning behavior not in accordance with ideally known 

educational mindset, but rather explicitly in the model of education and gaming.  In his study, the categories of 

learner’s game behavior was divided into six categories: creative learners, exploring learners, collaborate learners, trial 

and error learners, inquiring learners and entertaining learners. Each of these types of learners require that specific 

design approaches be used so that regardless of learning type, all students remain engaged. A creative learner needs an 

environment that allow for a diverse set of solutions, whereas an exploring learner needs the game to lead him or her 

freely. A collaborative learner needs effective interaction and communication, a trial and error learner needs a large 

base of support and help, an inquiring learner needs the ability to discuss and play different roles, and  an entertaining 

learner needs choices, challenges, and an engaging story [24]. These various types of requirements provide the basis 

for good game design – taking into account the variation in player preferences which is essential for creating 

educational games that have pervasive appeal and value [25]. 
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Designers can produce better educational games once they have a better understanding of how to design games. For 

this reason, the authors analyzed three facets of game design and inquired to see how they relate to the design of 

successful games. Firstly, how players learn or understand while playing a game. Secondly, how designers can ensure 

players remain motivated to play the game. Lastly, how education and motivation should be considered from the 

perspective of game play [26]. In order to design good educational games, it is necessary to understand which elements 

turn an interactive piece of content into a game. What seems to be obvious in game design is that players are enticed 

by competitive challenges, especially if they are supported by awareness of progress [27]. 

More so, design is the key to balance between educational potential and playfulness in educational games [28].  The 

benefits of game on learning are enormous, therefore it should be designed to balance learning and fun since both 

satisfies our essential need to learn by providing pleasure, motivation and creativeness [29].  

    

2.3 Mobile Games and Learning 2.3 Mobile Games and Learning 2.3 Mobile Games and Learning 2.3 Mobile Games and Learning     

The birth of mobile smartphone, technology is the only thing that has made Education different from how it was in the 

60's and 70's. The prevalent infiltration of smartphones universally offers great opening and cooperation with 

traditional understanding of education. In today's world we know what addict people to technology; what makes them 

check smartphones ten times during dinner [30]. Mobile games first came into the society when the second generation 

(2G) mobile phones were presented. However, the number and quality of the games drastically increased when the 

third Generation (3G) mobile phones and when smartphones were also introduced, the global mobile applications 

market amplified exponentially. This in particular, has made mobile games to become exceptionally popular [30].  

 

In the past decade, a rising number of educational scientists have begun to recognize the multidimensional potentials 

that mobile learning games offer as a tool for teaching and learning.  In order to describe the relationship and cravings 

of game design outlines and learning outcomes, a conceptual framework was  suggested which comprises of  two 

components; the game pattern for mobile games established by Davidsson et al., whom described game play 

mechanics of mobile games and the classification of learning outcomes proven by Bloom who sorted learning 

outcomes into three (3) areas namely; effective domain which focused on motivational outcome, cognitive domain 

focused on knowledge gain and psychomotor domain focused on the manual/physical learning outcomes [31].  The 

results they obtained support the common postulation that mobile learning games have potentials to boost motivation. 

Game mechanisms such as Collaborative Actions or Augmented Reality were revealed as providing inducement to get 

engaged with learning and/or a specific topic [31].  

 

In another study, [32] classified a selection of educational applications with mobile technologies.  For that purpose, a 

theoretical and educational framework was created based on high versus low transactional distance and individualized 

versus socialized activity. He further attempted to place previous studies into four types of mobile learning: 1) high 

transactional distance socialized m-learning, 2) high transactional distance individualized m-learning, 3) low 

transactional distance socialized m-learning and 4) low transactional distance individualized m-learning. This was to aid 

instructional designers of open and distance learning to learn about the concepts of mobile learning and how mobile 

technologies can be incorporated into teaching and learning more effectively [32] 

    

2.4 2.4 2.4 2.4 GameGameGameGame----Based Learning EnvironmenBased Learning EnvironmenBased Learning EnvironmenBased Learning Environmentttt    

Games provides a unique structure that supplement traditional teaching approaches and infuse teaching with vigor, it 

sparks groundbreaking thinking and introduce varieties of  teaching techniques [33].  It makes learning concepts more 

desirable for students and supply learners with a podium for their creative thoughts to bounce around [33].  Also, 

games encourages innovative behavior and different thoughts and it has an excellent way of connecting people  and  

Games frequently act as learning stimulus prompting lively discussions on learning concepts amongst students 

participating in game play [33].  

 

The highly easy-going and dynamic nature of games implies that they could be modeled to fit a diverse of learning 

settings and environments. Apart from engaging students to learn curriculum content in a fun and relaxed manner, 

games also expose students to other skill improvement during game play via sequential, visual, verbal and kinetic and 

other game-based activities [33]. Game-based learning environments provide learning methods that better match up 

with current students' necessities and habits and, as a consequence, engage students in the learning process [33]. In 

[34], seventeen (17) papers which focused on grouping and combining models and frameworks targeted precisely on 

mobile learning were reviewed.  
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These models or frameworks were divided into five (5) categories: 1) educations and learning environment design; 2) 

platform/system design; 3) technology acceptance; 4) evaluation; and 5) psychological construct. This categorization 

can also help inform evaluation, design, and development of curriculum and environments for purposeful mobile 

learning experiences for learners of various demographics. In recent years games have assumed an important place in 

the lives of children and adolescents.  Children obtain digital literacy through play and neither schools nor other 

educational institutions take sufficient account of this important aspect [35]. Although some critics suggest that not all 

games are desirable since the content of a game can produce a simplification of reality and lots of games are based on 

violent and disgusting themes [35].  

 

However, the design of learning environment built on educational properties of games can be appropriate way to 

improve learning [35]. In the various experiences of their group, they used a methodological approach that 

concentrated on the creation of learning environment in which the selected video game was essentially to provide 

students with a rich learning environment based on four (4) types of actions;  Experimentation, Reflection, Activity and  

Discussion. In conclusion, they suggested that series of critical aspects of game based learning environment should not 

only be scrutinized from the point of view of education  specialists but also by video game designers since the structural 

aspects is one of the key things to consider in the design of educational game.  To produce an activity in general takes 

many hours thus most times it is difficult to establish the sequence of play that should be sufficient for both students 

and school curriculum [35].  

 

In this wisdom, the most effective thing to do is to let students continue to advance their knowledge of play outside the 

classroom, through the provision of access to games in schools [35]. 

 

2.5 2.5 2.5 2.5 Research Gaps in the Literature: The Way ForwardResearch Gaps in the Literature: The Way ForwardResearch Gaps in the Literature: The Way ForwardResearch Gaps in the Literature: The Way Forward    

After a thorough review of related works, most authors recommend mobile educational games as being very motivating 

and beneficial to learning especially if it is designed to balance both education and fun. Some critics added that games 

make the representation of things in real life simple, though they observed that not all games are desired because some 

are violent in nature.  While others suggested that technology is one feature that has distinguished the present day 

educational system from the traditional method of learning and teaching. Currently, in Nigeria the usage of mobile 

educational games is still minimal probably, the design of the existing systems are mostly foreign which is yet to fit the 

standard of the Nigerian school curriculum.  Majority of these games can be put to use only within the classroom 

setting while others are mostly Internet based. Others, the timing are not flexible hence challenging trying to solve 

mathematical related questions. Therefore, this proposed system offers a unique approach to design a mobile 

educational game to fill the aforementioned gaps using android technology. 
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3.3.3.3.    METHODOLOGYMETHODOLOGYMETHODOLOGYMETHODOLOGY 

 

The application was designed using Object Oriented Analysis and Design Methodology (OOADM), Android 

technology was programmed using Java, Extensible Markup and SQLite as the database. A survey was carried out  

by administering 50 questionnaires  to 25 third year undergraduates and 25 post-graduates students of the department 

of Computer Science University of Nigeria, Nsukka. The use case diagram of the proposed system is given in figures 1 

below. 

 

 

    

    

    

    

    

    

    

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

    

FigFigFigFigure 1:ure 1:ure 1:ure 1:        Use case diagram of the proposed systemUse case diagram of the proposed systemUse case diagram of the proposed systemUse case diagram of the proposed system    
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4444....    RESULTSRESULTSRESULTSRESULTS    

 

Figures 3,4,5,6,7, 8 and 9 below show the results of  the questionnaire. 

    

Do you have fun learning with the developed mobile educational game? Students    N= 50 Do you have fun learning with the developed mobile educational game? Students    N= 50 Do you have fun learning with the developed mobile educational game? Students    N= 50 Do you have fun learning with the developed mobile educational game? Students    N= 50     

The graphical representation is shown below. 

 

    
    

FigureFigureFigureFigure    3333: Fun while playing the game: Fun while playing the game: Fun while playing the game: Fun while playing the game    

    

    

Is the game userIs the game userIs the game userIs the game user----friendly? Students N= 50 friendly? Students N= 50 friendly? Students N= 50 friendly? Students N= 50  

The graphical representation is as shown below 

 

    
    

Figure Figure Figure Figure 4444: User friendliness of the game: User friendliness of the game: User friendliness of the game: User friendliness of the game    
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How would you rate the overall performance of the game in terms of accuracy and efficiency? Students N= 50 How would you rate the overall performance of the game in terms of accuracy and efficiency? Students N= 50 How would you rate the overall performance of the game in terms of accuracy and efficiency? Students N= 50 How would you rate the overall performance of the game in terms of accuracy and efficiency? Students N= 50  

 

The graphical representation of the game is as shown below 

 

    
    

Figure 5: AccuracFigure 5: AccuracFigure 5: AccuracFigure 5: Accuracy and Efficiency of the gamey and Efficiency of the gamey and Efficiency of the gamey and Efficiency of the game    

    

    

Do you recommend that the game be widely used across tertiary institutions in Nigeria?  Students N= 50Do you recommend that the game be widely used across tertiary institutions in Nigeria?  Students N= 50Do you recommend that the game be widely used across tertiary institutions in Nigeria?  Students N= 50Do you recommend that the game be widely used across tertiary institutions in Nigeria?  Students N= 50.  

 

The graphical representation is as shown below 

 

    
Figure 6: Recommend the game for use in tertiary institutionsFigure 6: Recommend the game for use in tertiary institutionsFigure 6: Recommend the game for use in tertiary institutionsFigure 6: Recommend the game for use in tertiary institutions    in Nigeria.in Nigeria.in Nigeria.in Nigeria.    

    

    

    

    



  

 
 
 

35 

Computing, Information Systems, Development Informatics & Allied Research Journal  
Vol. 9  No. 2, June, 2018  -  www.cisdijournal.org  

 
 

How would you rate the allotted time of 37.5 seconds for answering each question?  Students N= 50How would you rate the allotted time of 37.5 seconds for answering each question?  Students N= 50How would you rate the allotted time of 37.5 seconds for answering each question?  Students N= 50How would you rate the allotted time of 37.5 seconds for answering each question?  Students N= 50. . . .     

The graphical representation is as shown below 

 

    
    

Figure 7: Allotted time of 37.5 second for answering question.Figure 7: Allotted time of 37.5 second for answering question.Figure 7: Allotted time of 37.5 second for answering question.Figure 7: Allotted time of 37.5 second for answering question.    

    

    

How would you rate the user interface of the How would you rate the user interface of the How would you rate the user interface of the How would you rate the user interface of the application?  Students N= 50 application?  Students N= 50 application?  Students N= 50 application?  Students N= 50     

The graphical representation is as shown below 

 

    
    

Figure 8: Graphical User Interface Design of the GameFigure 8: Graphical User Interface Design of the GameFigure 8: Graphical User Interface Design of the GameFigure 8: Graphical User Interface Design of the Game    
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Does the game feature questions relevant to your course of study?  Students N = 50 Does the game feature questions relevant to your course of study?  Students N = 50 Does the game feature questions relevant to your course of study?  Students N = 50 Does the game feature questions relevant to your course of study?  Students N = 50     

The graphical representation is as shown below. 

 

    
    

Figure 9: Are Choice of Questions Relevant to Course of StudyFigure 9: Are Choice of Questions Relevant to Course of StudyFigure 9: Are Choice of Questions Relevant to Course of StudyFigure 9: Are Choice of Questions Relevant to Course of Study    

    

    

4.4.4.4.2222    General Remark from the usability testingGeneral Remark from the usability testingGeneral Remark from the usability testingGeneral Remark from the usability testing    

From the survey carried out on the Testing of the developed mobile educational game, the following were deduced. 

i. Majority of the respondents had fun learning with the game. 

ii. Majority commended the game to be user-friendly. 

iii. The overall performance of the games in terms of accuracy and efficiency is very good. 

iv. The developed game will be strongly recommended for use across tertiary institutions in Nigeria. 

v. The allotted time of 37.5 seconds for answering each question is moderate. 

vi. The rating of the user interface was very good. 

vii. The selected questions for the developed mobile educational game are relevant to courses offered in tertiary 

institutions in Nigeria. 
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Given below are some screen shots of the game player’s interfaces. 

 

 

                                                                           
                                                                                            Splash screen                                                     Player’s  Registration scrSplash screen                                                     Player’s  Registration scrSplash screen                                                     Player’s  Registration scrSplash screen                                                     Player’s  Registration screeneeneeneen    

 

FigFigFigFigure 10:ure 10:ure 10:ure 10:    Screenshots of some Activities of the PlayerScreenshots of some Activities of the PlayerScreenshots of some Activities of the PlayerScreenshots of some Activities of the Player    

 

                                 
                                                                        The Welcome Screen                                                    The question display pageThe Welcome Screen                                                    The question display pageThe Welcome Screen                                                    The question display pageThe Welcome Screen                                                    The question display page    
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                                                                                                                                                Question failed screen                                  The share feature of the gameQuestion failed screen                                  The share feature of the gameQuestion failed screen                                  The share feature of the gameQuestion failed screen                                  The share feature of the game    

                                                                                            

 

For the Game Admin user, he or she logs in with a pre-assigned username and password which re-directs the 

user to the admin module where courses, categories, sub-categories, questions, can be added, modify and 

viewed. But for efficiency and easy populating of the database, it is more convenient to directly manipulate 

data in the database by hard coding the questions using arrays in the database (SQliteOpenHelper. java) a 

java class via a computer system owing to the fact that the use of the game is not dependent on Internet 

thereby updating of data does not automatically update the game on the player’s mobile device rather the 

player will be notified to update the application from Google Play Store.  Below are some Screen shots of the 

game admin interfaces. 
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Admin Welcome Screen                                       Admin Welcome Screen                                       Admin Welcome Screen                                       Admin Welcome Screen                                                        

 

 

 
Add Question ScreenAdd Question ScreenAdd Question ScreenAdd Question Screen    

 

 
 

View Questions ScreenView Questions ScreenView Questions ScreenView Questions Screen    
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View Registered Player ScreenView Registered Player ScreenView Registered Player ScreenView Registered Player Screen    

Fig 4.3 Fig 4.3 Fig 4.3 Fig 4.3 ScreenshScreenshScreenshScreenshts of some actts of some actts of some actts of some activities of the game admin userivities of the game admin userivities of the game admin userivities of the game admin user    

    

5. 5. 5. 5.     SUMMARY SUMMARY SUMMARY SUMMARY     

    

This mobile educational game is an android mobile application developed using Java, XML, XSL and SQLite as 

database. Object Oriented Analysis and Design Methodology (OOADM) were used for the analysis, design and 

development of the system while Unified Modeling Language (UML) was used to model the software. From the 

survey of the testing phase of this application, the game developed is fun to use, it is user-friendly, it has a very 

good design of the user-interface, it is accurate and efficient in terms of performance, the timing is flexible and the 

selected questions based on courses offered in tertiary institutions in Nigeria.  

The aim is to promote learning from the comfort of your mobile device at anyplace and anytime. For consistent 

use, upgraded versions of the game shall be released from time to time as the Nigerian school curriculum 

updates.  

 

6. CONCLUSION6. CONCLUSION6. CONCLUSION6. CONCLUSION 

 

Currently, existing mobile education games are yet to suit the Nigerian school curriculum for tertiary institution as 

the questions captured in such games are mostly selected based on general knowledge therefore not being very 

helpful to phone users of the aforementioned categories. The goal of this research work is to strengthen the 

Nigerian educational system through the use of a motivating mobile educational game designed and developed 

according to end users’ requirement to enable students to learn outside the classroom environment founded on 

the Nigerian school curriculum. This we believe will reduce the present poor reading habit exhibited by students 

using a medium that they are addicted to most; which is android mobile devices. 

 

7. RECOMMENDATION7. RECOMMENDATION7. RECOMMENDATION7. RECOMMENDATION 

 

From the result of this study, the system is recommended for use by students in tertiary institutions in Nigeria and 

the world at large. Also any lover of education that has access to android mobile devices can also learn with this 

application. In addition, teachers and lecturers can use this game to generate quiz as revision tactics for their 

students before examinations. 

 

8. SUGGESTED AREAS FOR FURTHER WORK8. SUGGESTED AREAS FOR FURTHER WORK8. SUGGESTED AREAS FOR FURTHER WORK8. SUGGESTED AREAS FOR FURTHER WORK 

 

Mobile educational games designed and developed should be cross-platform in order to embrace other mobile 

device operating systems such as iOs, Blackberry Os, Symbian, Java, and Windows Phones and so on. This will 

expand the usage coverage. Also the selected questions for such game should cover more courses offered in 

tertiary institutions in Nigeria. Furthermore, the number of questions should be increased in order to 

accommodate more users. 
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