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ABSTRACT
This project involves the creation of a prototype mobile application for a multi-cultural
community center in Utica, NY, Midtown Utica Community Center (MUCC). It is an inclusive
multicultural and refugee-friendly space for members to come and join in on different programs,
activities, and services that the center offers.
100’s of families utilize the open and welcoming space on a weekly basis and it serves as
a place for them to congregate and bring everyone together. It is a place filled with heritage and
members who are friends, but see themselves as family. This is where the idea for a mobile
application stemmed from. This mobile application would be used by both members and nonmembers of the community center, as well as the staff, executive board, and volunteers.
The goal of the application is to enhance the sense of community and bring a feeling of
unity to the members of the organization. In this unique scenario, since the application is being
built for a community center, the sense of “community” is already present—the utilization of
technology such as a mobile application will only enhance, build upon, and create a sense of
unity for the current and soon-to-be members of this organization. For the most part, members of
this center are made up of various youth age groups.
In this paper, I will explore research that has been conducted on the use of mobile
technology and applications by youth as well as ways to keep them engaged and interacting with
an application on a daily basis. Another area for exploration is the idea of using the application to
be in two places at once, to communicate with peers even though they may not physically be
present at the center.
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INTRODUCTION
Problem Statement
Like most organizations in today’s society, embracing and including mobile technology
into everyday practices has become inevitable. This is particularly important when the
organization deals mainly with a youth audience. For the community center in this case, in order
for them to effectively engage with and involve patrons, the creation of a personalized mobile
application for their use is of utmost importance for its future. The application must include
features that this youth population will find handy and make good use of, but more importantly,
the features should also help the organization to relieve any growing pains that it experiences as
it expands. The main research question below has driven the thought processes behind creating
the prototype.
“How do you create a prototype mobile application for a local community center
that will enhance community and unity?”
The following secondary research questions will support and assist in answering the main
research question above.
“What features do youth populations find most useful in mobile applications?”
“What types of content can create interactions and how can they be implemented
into the application?”
“What are the ways in which organizations can promote downloads of its
application?”
“How can one effectively create an application that suits the needs of both the
members and the organization itself?”
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LITERATURE REVIEW
Mobile Youth Culture
The obvious rise in technology among youth happens as a result of being born in a time
when mobile is all there was. Unlike older generations who had to become accustomed to mobile
technology, Gen X was born into it from a very young age. “The past decade has witnessed the
rapid and widespread adoption of mobile communication technologies. Teens are at the forefront
of this adoption process, both in developed and developing countries.” (Ling, 2010, as cited in
Vanden Abeele, 2015)
Mobile Youth Culture is a relatively new idea. “The MYC concept refers to the idea that
there are distinctive ways in which adolescents use mobile media to support and enhance their
everyday lives. Mobile media practices that are typically associated with adolescents are, for
example, a preference for mobile messaging” (Ling, 2005, 2010; Ling & Yttri, 2002, 2006, as
cited in Vanden Abeele, 2015), the use of mobile devices for self-presentation (Fortunati 2005,
Wilska 2003, as cited in Vanden Abeele, 2015), and respecting specific interaction rules and
norms in mobile communications with friends. (Caronia & Caron, 2004, as cited in Vanden
Abeele, 2015) The concept supports the thought that when youth engage with a mobile
application, they are looking out for the ways in which the program will make their lives easier
and allow them to engage more with their peers. The typical youth application user is tech savvy
and so are their friends. “Mobile devices offer the advantage of high pervasiveness, especially in
our target group of adolescents.” (Holzinger et al., 2010) The fact of the matter is, spreadable
content is not only a phenomena that happens online, it can also happen among peer groups. If
one friend is using a new community center application and enjoying it, they will typically refer
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a friend. This highly pervasive act is a positive for the community center and the promotion of its
app.
“Youth mobile media consumption has blossomed; mirroring adoption rates more
broadly, which is believed to be among, if not the most rapid broad adoption of communication
technology in history.” (Squire & Dikkers, 2012)
In creating an application that today’s youth will want to interact with, it must be
designed in a way that incorporates other functions that they find useful. They tend to switch
from application to application for different purposes. If the user can do everything they perceive
as important all in one place, that convenience alone will strengthen the bond with that particular
application. “Youth are spending substantial time consuming and participating in media through
music, video, games, social networks, websites, instant messaging, twittering, and increasingly
using applications that span across them.” (Squire & Dikkers, 2012) Everyday youth are faced
with a plethora of options for what type of mobile technology they will interact with, interaction
that is referred to here as “developmental goals”:
“In a society which lacks clear rites of passage to mark young people’s departure from
childhood, youth culture provides young people with a way to collectively express a
status of “youth” through commonalities in values, style, language, and behavior.”
“Youth culture does so by providing youths with a set of resources that help to
accomplish developmental goals: via their involvement in youth culture, youths can
express, support, and reinforce their autonomy; experiment with and express their
identity; and build and maintain intimate relationships with peers.” (Eisenstadt, 1956,
1962; Erikson, 1968; Giddens, 1991; Johansson & Miegel, 1992; Pedersen, 1994 as cited
in Vanden Abeele, 2015)

Enhancing Community
When referring to the statement of enhancing community, what is meant by this is giving
members another outlet to become closer with peers and the organization itself. In 2014, a study
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was performed by students at The Pennsylvania State University. The objective of the study was
to “investigate how people perceive, experience, and interact with community content that is
socially generated and tied to locations.” (Han, Rosson, Shih, & Carroll, 2014) The study was
made up of 34 local residents and results indicated that when given the opportunity, participants
willingly interacted with the content posted by others as well as shared their own experiences.
This demonstrated “an important role for user-generated content in user experience.” (Han,
Rosson, Shih, & Carroll, 2014)
These findings are directly in line with the idea that when trying to enhance community
within an organization and its member base using an application, giving people the opportunity
to share their own stories and get to know each other on a different level is an effective method.
As a multi-cultural community center, heritage is an important part of its DNA, and an
application is a good outlet to express heritage through storytelling, using photos and hearing
from others. “Storytelling of community history is an effective way to increase civic engagement
and participation in preserving and developing community heritage.” (Han, Rosson, Shih, &
Carroll, 2014)

Consumer Engagement and Long-Term Usage
“A study in USA by localytics (2011) has established that in October-Dec 2010 almost
26% of apps were downloaded and used just once before being discarded. This infers that people
are very selective in using their mobile applications.” (Trivedi, Kundu, & Kumar, 2014) When it
comes to consumer engagement, it’s important to take a hard look at what they will use and what
they won’t. The best way to keep users engaged when using mobile applications is to incorporate
stickiness in an effort to get them to stay longer, and use the application more frequently. When
it’s a known fact that almost 30% of users download an application and open it only once before
9
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deleting it, it makes the point that there needs to be something that will keep the user coming
back, some type of stickiness.
In a general study conducted on user experience of youth and wellness mobile
applications, researchers found some viable concepts for improvements. “One of their main
improvement aims was to increase the long-term motivation of their users.” (Holzinger et al.,
2010) “A high level of interactivity is also regarded as a good means of motivating users to
continue using the wellness application.” (Holzinger et al., 2010) Providing users with a mobile
application experience that allows them to have something to go back to is key. Including
features where content is regularly being added will motivate users to keep going back and
checking on the chat feature, the photo feature, etc. Some applications include still pages, where
content remains stagnant. These types of pages will not bring users back or create an interactive
environment. Social media sites continue to be popular because of the constant flow of content
being pushed out by family, peers, businesses, and news outlets. A successful app build will
leverage this known fact and incorporate it in multiple ways throughout the application. “You
can predict which features in any new technology will get used and which not. The usage of
features is inversely proportional to the amount of interaction needed to control it.” (Holzinger et
al., 2010) This shows that there is a correlation between usage of applications and their
interactivity. If nothing is requested of the user, they likely will not feel a strong enough
connection to engage with the application daily. “We need to understand the practices that users
engage in, their goals and intentions, and how different user groups construct technologies.”
(Squire & Dikkers, 2012) “Schmitt (2008) observed that the success of Mobile applications
depends on the relevance of the information that they offer to the users or how much utility value
they provide to end users.” (Trivedi, Kundu, & Kumar, 2014)
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In the article by Dovaliene, Masiulyte, and Piligrimiene (2015), customer engagement,
customer perceived value and customer satisfaction are examined through an online survey in an
effort to analyze the relationships between the three when it comes to mobile applications. The
article states “The results show that mobile app users perceive better value when they are
engaged with apps behaviorally and emotionally.” (Dovaliene, Masiulyte, & Piligrimiene, 2015)
Behaviorally in this case refers to someone who tends to spend a lot of time on an application
during the day. Emotionally refers to the person’s interaction with application such as comments,
referring friends to the app, and having positive feelings towards the application. These are the
kinds of relationships that application developers should strive to create and nurture. Its goal
should be to have the users of the application engaged and invested on a daily basis.

Social Networking
Social networking plays an important part in the research involved in creating a mobile
application. Youth use social networking sites several times a day, so it’s vital that we explore
some of the reasons why users are so enamored with them. Regarding youth, “social networking
allows them to share their experience and efforts with other same minded users.” (Holzinger et
al., 2010) “The commonalities that we see in young people’s uses and understandings of mobile
media, then, are not arbitrary, but an expression of collective experiences as they develop their
identity, gain autonomy from their parents and authority figures, and build a basis of
belongingness with peers in contemporary society.” (Vanden Abeele, 2015) For a youth
community center application in particular, building that sense of belongingness should be
engrained in the goals of the mobile application from the start.
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Multiplicity of Place
“Examining contemporary media practices, Squire (2009) maintains that such media
create a multiplicity of place. With mobile devices, people inhabit multiple places, both
physically and temporally as such devices enable participating in virtual communities or
networks across places and throughout the day, as well as deepening the experience of particular
places as people can access content created earlier in time related to that place, ranging from
historical documents to restaurant reviews.” (Squire & Dikkers, 2012) Multiplicity of place
comes into play for both existing and new members of the community center. For existing
members, the mobile application is a way for them to still engage with other members if they are
unable to be at the center physically. For new members, the application allows them to see all of
the different interactions that members have had in the past. They can experience the culture
evoked from the center right from their mobile device.
“Participants used mobile media devices to transport them away from spaces, but the
most remarkable moments were when they used such devices to deepen their participation in
practices.” (Squire & Dikkers, 2012) “In such moments, mobile media devices were tools that
extended their participation in activities and were described by participants as powerful tools.”
(Squire & Dikkers, 2012) When users leave the center, their involvement with the place doesn’t
have to end. If anything, the application should encourage them to elevate their participation with
the organization. Take for example a gym. Many gyms have mobile applications for users to
track progress. It enables them to still interact with the gym throughout the day even though it’s
not where they spend the bulk of their time. The same holds true for the community center and
its application.
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Design and Usability
The usability factor of a mobile application can be determined by how easy it is for users
to get information and add information to an application. A poor design can lead to confusion for
the user and may result in decreased or complete loss of engagement with it. There is also the
issue of bugs and crashing. It is best to avoid, or quickly remedy these issues to create a positive
experience for users. “Even though technical experience is definitely advantageous for device
handling, it could be shown that especially children and teenagers are highly sensitive for
suboptimal user interface design.” (Holzinger et al., 2010) This is most likely a result of youth
growing up in a time when good design is everywhere they look, so it is easy for them to
pinpoint a poorly designed interface. And, it will be much harder for them to interact with it.
“We should be aware that the usage of (mobile) technology, their success and
sustainability, strongly depends on the extent to which human properties—cognitive, affective
and motivational aspects—are taken into account. Even though mobile technology and mobile
applications are one of the fastest growing industrial sectors ever, considerable friction losses
with respect to usability concerns are to be noticed.” (Holzinger et al., 2010) A mobile
application should be designed for use by all different age groups and abilities. Clutter and
offering of too many options or ways to get from place to place are distracting and
overwhelming. “The still-present gap between technological genius and usability demands might
represent a serious obstacle for the acceptance of technology by a broad user group if not
adequately addressed by designers and manufacturers. Devices must meet the demands and
cognitive abilities of a broad user group and respond to users’ diversity likewise.” (Holzinger et
al., 2010) With an application for a multi-cultural community center, it is crucial to take into
consideration the fact that users will come from various backgrounds and have varying abilities
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when it comes to technology. Cohesiveness and simplicity are key as well as simple and straight
forward text, instructions and icons to serve a more diverse group of user understanding.
In Mendoza (2013) the reading explores the depths to which we must go in order to make
a mobile experience one that is enjoyable and addictive by nature. He focuses in on the fact that
with mobile, you certainly lose the ability to fit everything on one screen. He states that
“Cramming everything on a screen and trying to make it readable is now replaced by delivering
only the bare essentials, one easily digestible piece at a time.” (Mendoza, 2013) This fact is what
causes designers to have to evaluate content when it comes to a mobile application. Everything
that is on an organization’s website is not relevant when it comes to an application conversion.
This is the challenge—picking what the most important features are without over-cluttering or
missing the mark.
Zhao and Balagué (2015) explore mobile application development from a different lens.
The focus of their work is on applications created for businesses who are trying to gain sales and
keep users. They talk about the idea of social-centric apps; “From the user perspective, socialcentric apps are designed to target socializing for fun.” (Zhao & Balagué, 2015) This is an
interesting twist on the different functions that this community center application will have.
Many of these functions are related to socializing with others, such as the messaging forum, the
photo sharing option and the suggestion box feature. In social-centric apps, they describe it as
“brand engagement with loyal customers…” (Zhao & Balagué, 2015) In the case of this mobile
application, the “customers” are the members of the community center as well as any other
individuals who interact with the organization. They urge that when creating an application, to
explore the different features available on a mobile phone that can be leveraged, such as the
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camera, mobile video and location awareness, that can easily be integrated and help with
reinforcing community.
In the literature by Hsu and Tang (2019) they talk about employing the idea of stickiness
when creating mobile applications in an effort to have continued usage by consumers. One of the
features that is included in the application is a forum where users can interact with one another,
ask for help, get feedback and more. There is also a photo function where the users can upload
photos from different events and programs that take place at the community center. In the
literature, they state “When a user connects on line with other users and starts interacting with
them, this user will likely become a regular member of a particular community.” (Hsu & Tang,
2019) Being that there is already a community that has been established within this organization,
these features will only enhance the relationships that each of these individuals has with one
another and the organization.
Elberzhager and Holl (2017) dive into the idea of using user feedback as a way of
improving how a mobile application functions. They explore the different types of feedback that
can be received and how it can by analyzed. I found this to be an interesting topic because one
feature of the application is to submit feedback on what the organization can do better, what the
members like or don’t like, or just new ideas for it to consider. Though this isn’t specific to how
the application can be improved, the organization can take the information received and maybe
some of the issues can be solved by incorporating new features into the existing application.
Feedback is key. The literature states “We consider feedback as every piece of information that
is gathered and made available to an analysis component, with the primary objective of
improving an app. Improvement has two meanings in this regard: Identification of issues, and
identification of new features and improvements.” (Elberzhager & Holl, 2017) The feedback that
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will be given from the community center application could go either way and both will be very
useful for keeping the application in top shape for its users.

METHODOLOGY
Platforms
“As of March 2017, there were 2.8 million available apps at Google Play Store and 2.2
million apps available in the Apple’s App Store, the two leading app stores in the world.”
(Statista, 2017) The App Store is specific to downloading applications for Apple devices. The
Google Play Store is for Android devices. These are the two main platforms where applications
are downloaded from, but there is also the Windows Phone Store and BlackBerry App World.
Because of the different phone platforms and devices available, the mobile application will need
to be sized in various ways—for Apple and for Android devices, for tablet viewing and for
website browser viewing. The best way to do this is to have the application’s design be
responsive. “Simply put, responsive design allows you to create experiences that are optimized
for the device visitors are using to view your site, and the size of the window they have open.”
(Statista, 2017) For the purposes of this project, the prototype application will be designed and
oriented for a mobile Apple device.

Existing Community Center Applications
After research, it was determined that there were not any community center applications
in the App Store that were directly related to the theme and purpose of the Midtown Utica
Community Center app. There were, however, similar applications, most of them relating to
health and wellness centers all over the U.S., or community churches. The first thing noted with
these applications was that they were open to download to the public at no cost. In the earlier
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phases of this project, the thought was to require a login once the application was downloaded.
The decision to forgo this idea stemmed from the realization that most community centers are
open and welcoming to the public, the application for such a place should be the same way.
Another popular feature of these applications was a calendar. In nearly every single example, a
calendar of events was one of the main components of the application.
The question that seeks an answer in examining these applications is—what do they lack?
Some of them were very bare bones and contained stagnant, information rich pages with noninteractive features. Most linked out to social media sites if they had them. In conclusion, most
of the applications were just a regurgitation of the organization’s website. One’s that were less
on the content side, contained meaningless information features that would not engage users,
while the applications that were filled with content, had many wasted pages that users were not
likely to visit, causing the interactive features to be buried. There was no real happy medium of
an application that used its content wisely and really looked to have interaction with its users and
enhance community and unity among them.
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Uses and Gratifications Theory
After being more immersed in the project, the conclusion was made that audience equals
power, media has little or no power. Audiences, particularly youth, are highly active and
selective in the media they choose to use. They seek out media that will fulfill their needs. The
application would have to be built in a way that is inclusive of features that would work for the
audience and serve or gratify their needs.

Figure 1: Uses and Gratifications Model

Figure 1 shows the chain of reactions that occurs as a result of the uses and gratifications
theory. The audience, who in this case is someone related to the community center in some way,
has a need that has to be gratified. They want a media that will allow them to socialize and that
they can use as a form of entertainment and passing of time. The media that they choose in this
example is the MUCC application. The user’s need is gratified by the ability to talk with other
users and share stories and photos to pass time. This chain leads to continued use of the
application.

Creating the Prototype
As an outsider of this organization, to successfully create its new mobile application,
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exploring the organization as a whole was a necessary first step. In this phase, the MUCC
website, social media pages, and other community center applications were explored. The goal of
the exploration was to find out what features could be incorporated into the application for the
purpose of enhancing community and unity through interaction.
Leading up to the creation of the actual prototype, user stories were drafted. A user story
is a document that lists the things that a user can do in the application from their own
perspective. This phase was important because it allows the designer to put themselves in the
user’s shoes and get a sense for what they would want included. “Applications should be
developed in a way that users want to use it.” (Holzinger et al., 2010) The user stories allowed
for a first draft of the app layout to be developed. From here, hand sketches of the application
gave a better idea of what each different page within the application would lead to. The build out
was necessary to see where any tweaks might need to be made. A website called wireframe.cc, a
very minimalistic wireframing tool, was used to create black and white drafts of each page for
the application. Building the wireframes was where the first set of changes came into play.
Wireframing is very important in the development process for this reason. When the application
begins to come to life, the designer can see where some shortfalls are and correct them earlier on
in the process. This is where the decision was made to go from nine main categories—some of
which were strictly information-based and not interactive—to four main categories, all of which
had some type of interactive component or aspect to them. The final prototype was creating
using a website called InVision. InVision is a free online program that allows designers to create
interactive clickable prototype applications for a number of different devices. The site also offers
the ability to collaborate with others on the project and is an ideal environment for testing
purposes. It allows you to see how the application will function, and resolve any user experience
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issues before starting a real build and getting it to the App Store. Photoshop was used to design
the interface and then these designs were imported to InVision.
Throughout the mobile application figures shown in the following sections, Gestalt
design principles have been applied to make the application more coherent for users.

Figure 2: MUCC App Launch Screen

Figure 3: MUCC App Homepage

Launch Screen and Homepage
The launch screen (Figure 2: MUCC App Launch Screen) is the visual that users will see

20

ENHANCING COMMUNITY AND UNITY THROUGH MOBILE APPLICATION
when they first open the application. If they were to close out of the application completely and
then go back to it, this page would appear again. The homepage (Figure 3: MUCC App
Homepage) is just the landing spot that the user will stay on until they click on one of the four
features along the bottom of the screen. Both of these screens incorporate the branding of the
Midtown Utica Community Center as well as Gestalt principles of symmetry and order and
similarity. “The more commonality that individual elements have, the greater the sense of
coherence,” according to Gestalt theory. In this case, the use of color throughout the two pages
shows similarity. Symmetry provides the user with a sense of harmony and that everything being
shown to them goes together. This principle is represented in the alignment of all the icons, text
and images on the screens.
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Figure 4: Forum Home Screen

Interactive discussions
The interactive discussion feature (Figure 4: Forum Home Screen) will appear when a
user clicks on the forum button at the bottom of the phone screen. The section was put in place
so that users would have an outlet to connect with other MUCC members and visitors. Rather
than communicate via text message or email, the users can post to an open community forum to
ask questions, or just talk with one another. This function also serves as a place for the
organization to make announcements such as, recruiting volunteers for certain events, reminders
to submit forms, presenting ideas for new activities, etc.
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“Young people have appropriated mobile messengers in such a way that communication
via this mode is neither synchronous nor a-synchronous, but rather “near-synchronous” (cf.
Rettie, 2009 as cited in Vanden Abeele, 2015): in other words, conversations are ongoing
throughout the day without the use of opening or closing statements (Vincent, 2014 as cited in
Vanden Abeele, 2015) There are many ways that an interactive discussion section can be
formatted. The decision was made to make this into a forum style because there will be varying
topics discussed, so this will give it some type of organization and allow users to only read the
threads they are interested in. Instant chat would not have worked as well because it would be an
ongoing conversation among numerous contributors, there would no type of search capabilities
present. It was important to include this interactive feature because talking with members of the
community center will bring everyone closer, “embracing mobile messaging as a means of
belonging to and gaining support from the peer group 24/7.” (Ling & Yttri 2006; Vincent, 2014,
as cited in Vanden Abeele, 2015) This feature will also be an incentive for the user to keep
coming back to check on the forum discussions. This is key to keeping users engaged.
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Figure 5: Memory Maker Home Screen

Photo sharing
The photo sharing feature (Figure 5: Memory Maker Home Screen) is referred to as
Memory Maker in the application. The idea behind a photo sharing section is to foster a closely
knit community center. The sharing of photos can be referred to as a form of storytelling, the
“sharing of personal experience narrations,” (Han, Rosson, Shih, & Carroll, 2014) and for a
community center, this is huge. The center will have the ability to collect photos from the
perspective of its many members and be able to use those photos to highlight on social media
platforms and marketing materials. To see the community through the lens of local MUCC
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members will be both inspiring for the organization and allow the users to flex their creativity
and take unique photos relating to the center and to the community as a whole. Creating this
vibrancy through photos will enhance community and unity. “In the local community context,
digital storytelling encourages people’s interests in their community and is effective in creating
feelings of engagement and attachment among community members.” (Han, Rosson, Shih, &
Carroll, 2014)
In the photo sharing section, the Gestalt principle of proximity is very prominent due to
the grid layout of the photos. The shape and size of each photo is the same, creating an
association between all of them and leading the user through the design of the page.

Figure 6: Push Notification Alert

Push notifications
Push notifications is a way to sign up for alerts, it consists of a simple form. In the early
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stages of creating this application, the importance was stressed about having an instant alert
system to notify members of any changes to events. The community center holds a number of
different events and activities during the week. Sometimes, the event or activity may be
cancelled or postponed for one reason or another. The issue rests with getting the word out to
members that it has been rescheduled. In recent years, the organization has used social media to
do so, but this method is only effective to the members who happen to see the post. The push
notifications is a simple feature, allowing the user to enter their mobile phone number to sign up
for alerts. Once they click submit, their number will be added to a list of other members and all
will be notified about any important news or changes. This gives the user “the flexibility to align
their actions to changing circumstances over which they would otherwise have little control.”
(Bertel, 2013 as cited in Vanden Abeele, 2015) It will allow the members to better plan their
agenda’s for the day. They won’t show up for events that have been cancelled. This takes
pressure off of the organization if the need does arise to make a change to any event. This feature
can also be utilized for making announcements and highlighting new features in the application.

Check-in
“Several participants mentioned that they liked to mark their visit because they wanted to
leave a digital trace and expected that others (e.g. their friends) might see this in the future. This
activity promotes creating an additional layer of one’s presence to the landmarks.” (Han, Rosson,
Shih, & Carroll, 2014) The check-in function works as a QR code. From the application, the user
will enter a small set of data such as name, address, phone and then the app will generate a
unique QR code for them. They will scan this code each time they enter the community center.
This feature enables the organization to better grasp who is coming in and out of the center on a
daily basis and also acts as a way to gather attendance for different events. When the user scans
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the QR code at the center, all of their information is recorded in the backend via an excel
spreadsheet.

CONCLUSION AND NEXT STEPS
In our digital world, the development of a mobile application for an organization that
serves mainly youth is highly encouraged. In an effort to attract and then keep users engaged,
content within the application needs to be interactive and allow users to communicate, post and
share information among their peers. Uses and gratifications theory was the basis behind the
creation of the features within the app. All of these ideas are what inspired the main research
question for the project:
“How do you create a prototype mobile application for a local community center
that will enhance community and unity?”
The following secondary research questions supported the process of answering the main
research question above.
“What features do youth populations find most useful in mobile applications?”
“What types of content can create interactions and how can they be implemented
into the application?”
“What are the ways in which organizations can promote downloads of its
application?”
“How can one effectively create an application that suits the needs of both the
members and the organization itself?”
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The goal of the project to create a prototype application for MUCC that will enhance
community and unity has been completed, however, there are still steps that would need to be
taken in order to make this prototype a reality. User testing is a natural next step. Feedback from
the members who visit the community center most would be very helpful as they may have some
insight into any additions or changes to improve the experience. Just watching someone interact
with the application can give the builder a feel for if the flow of the pages and the location of
buttons are ideal.
The key to the success of any mobile application really comes down to the features that
the developers choose to include. If they are interactive and gratify a user’s need, chances are
they will keep coming back to that particular community and contributing. This interaction will
enhance the sense of community between members and non-members who will feel more
connected than ever. The features chosen for this particular application serve twice the purpose
by also giving the organization a new outlet to better communicate with its members and gain
better access to data regarding the organization as a whole.
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