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ABSTRACT 
This paper describes the development of the Ara Art Tour Android mobile app. The project was initiated by the art curator 
at Ara Institute of Canterbury Ltd. The purpose of this project is to actively educate students about the artwork on display 
on Ara’s Madras campus. In addition to providing information about each artwork included, the app can help users easily 
find the artwork they are interested in via filter, a customized map and GPS. The project is a single-person project through 
a modification of the Lean method. The application is publicly available in the Google Play store. 
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1. INTRODUCTION 
The aim of this project was to create a student-centric mobile 
app to help students explore and learn about the art on display 
on Ara’s Madras campus. The initial idea was proposed by the 
Art curator of Ara, who felt that most students were either 
unaware of or indifferent to the art dotted all over the campuses, 
even if it was right in front of them (library entrance for 
example). With the success of the app, Ara students can 
become actively engaged in learning about the artwork. 

The application has the following features: 

• Displaying details and images of artwork with filtering 
options 

• Map to locate the selected artwork on campus 
• Direction Finder to point to a specific artwork from the user 

location 
• Puzzle (game) 

These features can help students learn about each artwork in 
which they are interested. 

Figure 1 

Ara Art Tour: Mobile Application Short Paper Poster 

 

2. PROCESS 
The project used a modified version of the Lean methodology 
(Kanbanize, 2021) for one-person project and a digital Kanban 
board (Rehkopf, 2021) for task tracking shown as Figure 2. 

Figure 2 

Kanban Board Used for Ara Art Tour Project 

 
At the beginning, the lead author met with the Art curator to 
gather information related to this project, especially the user 
requirements.  

After knowing the user requirements, several design ideas were 
proposed and tested with the curator and other stakeholders 
using low-fidelity wireframes and storyboards such as the one 
shown in Figure 3. 

Figure 3 

Low-Fidelity Wireframe and Storyboard Example 

 

This quality assured poster paper appeared at the 13th annual conference of 
Computing and Information Technology Research and Education New Zealand 
(CITRENZ 2022) and the 35th Annual Conference of the National Advisory 
Committee on Computing Qualifications [hosted in Christchurch], October 4 - 7. 



After confirming the product concept with the curator, the lead 
author developed the app incrementally through several two-
week development iterations. During each iteration, the lead 
author selected only one or two features (to obey ‘implement 
fast’ of Lean) based on their priority, generated corresponding 
high-fidelity wireframes and storyboards such as Figure 4, then 
asked the stakeholders to review the updated design, and 
implemented the features based on feedback. Roughly, at the 
end of each iteration, stakeholders, especially art curators, 
reviewed the updated prototype. 

Figure 4 

High-Fidelity Wireframes and Storyboard Example 

 

When a change was required, it was done immediately if it was 
simple, otherwise a new task was logged on the Kanban board. 
This process was repeated until the development was complete. 

To achieve hight code quality, the lead author used Java best 
practices (XPerti, 2021) and took advantage of Android 
Studio’s built-in tools, especially the analyser. 
Closed testing was performed before the public release of the 
app. The pre-release version of the app was uploaded to the 
Google Play store. Selected testers downloaded and installed it 
with their Android devices and then gave feedback after testing 
it. 

3. OUTCOMES 
The app was publicly released as an Android mobile app on 
the18th of November 2021. Figure 5 shows the key screens of 
the app, namely Home, Gallery, Art Information, Puzzle, and 
Map (from left to right). It can be downloaded from Google 
Play store by scanning the QR code shown in Figure 6. 

Figure 5 

App Screenshots 

 
 

 

 

 

Figure 6 

QR Code to The App on Google Play Store 

 
Two legal issues have been noted. 

1. All images in the app are copyrighted. There is nothing to 
prevent users from doing anything with the images, so the 
image quality is only suitable for mobile phones and not 
for reproduction purposes. 

2. Privacy policy. This has become a complex topic and even 
a basic app like this has a quite long privacy statement. 

4. CONCLUSION 
Through doing this project, the lead author learnt a lot, e.g., 
Android, Android Studio, time management, Lean, Kanban, 
and version control (GitHub, n.d.). 

Future possibilities for the application include: 
• Expansion to include all artwork from all Ara campuses 
• Availability for other platforms, such as iOS and web 
• Updating the asset management component to make it 

easier for non-programmers, such as administrators, to 
manage the assets of this app. 
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