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Arvest: An Educational Art Board Game for All
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Goals & 
Objectives
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Objectives

1. App Branding 2. Marketing 
Strategies

3. App Design 
Feedback



The App Must Be Used For It To Be Effective: 
A Well Branded App Is More Likely To Be Used



The App Will Be Downloaded More if 
Promoted Through the Appropriate Channels



Testing Gives Feedback to Eiva, Helping Them 
Design a More Engaging Experience
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Project Plan
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Project Plan
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App Branding
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A Well Developed Brand Captures the 
Essence of an Organization
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A Mission Statement Is Necessary to Concisely 
Define the Purpose of the Organization
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An Icon is Necessary to Create a Visual 
Brand for the Application

Iteration 1

Iteration 2

Iteration 3
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A Slogan Works to Further Define the Brand in 
a Catchy, Memorable Way

Most Favorite Least Favorite
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Find Art in Your 
Heart
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Marketing Strategies
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Selecting Appropriate Promotional Channels 
Ensures Effective Marketing



19

Promotion Through Social Media is Free and 
Effective

FacebookInstagram
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A Video Will Help Promote the App
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Influencers Promote Apps for More 
Downloads

 Low
 Medium High

Rankings:
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App Design 
Feedback
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Holding In Person Testing Sessions Increases the 
Quality of the Results
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Users Give Valuable Suggestions for 
Improvements to the App



25

There Are 3 Channels Through Which Most 
People Find Apps to Download
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Implementation Plan & 
Recommendations
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Eiva Needs Materials to Continue Marketing the App
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A Social Media Calendar Outlines What Content to Post 
Ahead of Time 



29

Thank you to 
the Eiva Arts 
Foundation!
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Questions?


