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Abstract

This paper introduces a client-based experiential learning project for the System Analysis and Design
(SA&D) course. We established a partnership with a local nonprofit organization center to recruit and
select candidate software/system projects from nonprofit organizations. Once a suitable project was
selected for a particular class, all teams worked on the same project independently and were required
to deliver a functional prototype by the end of the semester, each student was expected to work about
40 hours on this project outside of the class. External judges (project sponsor and users) were invited
to judge the presentation of the prototype. The client then chose one prototype or features from multiple
prototypes for the actual implementation. Some students continued to work with the client, doing an
internship or practicum for the final implementation. Since 2009, students from this course implemented
over 15 projects successfully. This paper describes experiences about the design and execution of the
project in the Spring semester of 2025. The class survey showed that students felt the project was
relevant, they enjoyed working on the project, gained knowledge from the project, and were comfortable
with the technologies used. In addition to learning the knowledge and enhancing skills in the domain of
system analysis and design, students also learned teamwork, project management, and working with a
real client. The paper also discusses the major success factors of implementing this project and tips for
other instructors to adopt the project.

Keywords: Experiential learning, Project-based learning, client-based project, System Analysis and
Design, nonprofit organizations, project management.
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Bridging the Gap via Community Engagement:
Enhancing Systems Analysis & Design Education
through Client-Based Projects

Reda Haddouch, Clayton Looney, Eric Legvold, Shawn Clouse, and Fang Chen

1. INTRODUCTION

The goal of this article is to present the design
and implementation of a repeatable client-based
experiential learning project for a System
Analysis and Design (SA&D) course. Experiential
learning is “learning through reflection by doing”,
which bridges abstract concepts to concrete
experiences (Felicia, 2011; Samuel, et al., 2025;
Triantoro, et al., 2025). The final deliverable for
our client-based experiential learning project was
a functional system prototype, and this project
facilitated all six levels of learning in Bloom’s
Taxonomy: Remember, Understand, Apply,
Analyze, Evaluate, and Create (Anderson &
Krathwohl, 2001). By developing a functional
system prototype, teams experienced the entire
system analysis and design cycle. As a result,
they not only grasped the concepts of system
analysis and design, but also applied these
concepts for the project by analyzing the user
requirements, coming up with alternative
designs, evaluating these designs, and creating a
functional prototype based on a selected design.

In addition to facilitating students’ learning of the
concepts of system analysis and design, this
client-based project also offered additional
learning opportunities, such as problem solving
with real organizational issues, client
communication and relationship management,
and delivery of a functional prototype within a
semester. The project bridged the students’
needs for experiential learning opportunities and
the nonprofit organizations’ needs for developing
or upgrading some of their systems. Research
shows most of the nonprofit organizations face
technological challenges such as outdated
software / technology, limited budgets for
technology investment, and a lack of
technological expertise (Fallon, 2024; Lynch,
2024). One common issue/problem with the local
nonprofit organizations was that they usually
have an outdated website, which needs additional
features/functions with simplified navigation and
more visually appealing design. Like most other
nonprofit organizations, they have limited
budgets and expertise to update their websites,

and they are willing to collaborate with us for
these projects.

Project-based learning has been widely used in
system and analysis education (Cappel, 2001;
Guidry & Totaro, 2013), some used case studies
(Guidry & Totaro, 2011; Russell & Russell, 2015),
and some used real projects from organizations
(Ivancevich & Ivancevich, 2003). The approaches
have their own advantages and disadvantages.
Case studies usually provide a fixed set of project
descriptions; therefore, instructors have more
control about the planning and execution of the
project, and the cases provide more structure for
students to follow. The disadvantages of a case
study approach include the lack of communication
with clients and the concrete context such as the
project scope and relationship between the
proposed system and all other existing systems.

On the other hand, using real projects poses
some significant challenges: difficulties in finding
suitable clients, significant workload and time
commitment from instructors, students, and
clients (Lopez & Lee, 2005; Razzouk et al., 2003).
Moreover, clients may not always be available or
willing to engage fully with students, and
coordinating client deadlines with academic
schedules can be difficult (Tabbaa et al.,
2023). Arling et al. (2010) came up with a
compromise between case study approach and
the real projects approach. They used a real
project case from PricewaterhouseCoopers
(PwC), instead of engaging a real project each
term, the instructors used exactly the same
project case for multiple semesters. To simulate
the real project, they invited employees from PwC
to talk about this project each term so that
students felt the project was real, but the
deliverable from the project will not be used by
the PwC. The reason that PwC was willing to
provide support for the project was the
opportunity to recruit the top students from the
class. The major drawback for this approach was
that the organization will not benefit from the
students’ project deliverables. How can we use a
suitable real project each semester and ensure
the project deliverables are useful for the client?
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In this paper, we describe how we established a
repeatable process to recruit and select suitable
clients; developed structures, guidelines, and
templates to guide clients and teams to go
through the project process; and ensured the
client implement the system with our students’
continued support after the semester is over. The
contribution of this paper is to present an
approach fulfilling the dual goals of providing
students with experiential learning for real
organization and providing service to local
communities.

The paper is structured as follows: section 2
presents literature review of experiential learning
and project-based learning, section 3 describes
the course structure, and the project set up,
section 4 presents students’ feedback, section 5
discusses our reflections about challenges and
success factors, and lists some tips for other
instructors to adopt the project.

2. LITERATURE REVIEW

Experiential Learning

Experiential learning emphasizes the role of direct
experience in developing knowledge and skills.
Kolb (2015) defines learning as "the process
whereby knowledge is created through the
transformation of experience." This perspective
highlights the importance of active engagement,
continuous reflection, and personal involvement
in the learning process. Kolb (2015) further
explains that "the aim for experiential learning
theory was to create a model for explaining how
individuals learn and to empower learners to trust
their own experience and gain mastery over their
own learning." This reinforces the idea that
learning is an active and continuous process
where knowledge is constructed rather than
passively acquired.

While experiential learning offers many benefits,
there are also some potential drawbacks to
consider. de Pillis et al. (2020) identified “four
main categories of trade-offs that must be
acknowledged and negotiated: (1) quality vs.
cost, (2) institutional versus individual goals, (3)
institutional aims for the student experience
versus students' aims from participating in an
experiential learning program, and (4) providing
'real-life' experiences vs. protecting vulnerable
students from ‘real-world'  inequalities.”
Additionally, when instructors provide minimal
guidance, experiential learning may be ineffective
and inefficient (Kirschner et al., 2006).
Experiential learning encompasses various
approaches, such as practicums, internships,
simulations, and role-playing. However, the type

of class and its learning objectives should
determine the most suitable approach. For
example, a Project-Based Learning (PBL) model
using instructor-designed projects may be more
effective for a required Intro to Operations class
that all business students must take. In contrast,
a client-based form of PBL may be better suited
to a Systems Analysis and Design (SA&D) class
with 20-40 students, which is the focus of this
paper.

Project-Based Learning (PBL)
Education

According to Du and Han (2016), "Project-Based
Learning (PBL) is a student-centered model that
organizes learning and studying around projects.”
Similarly, PBLWorks (n.d.) defines PBL as "a
teaching method in which students gain
knowledge and skills by working for an extended
period to investigate and respond to an authentic,
engaging, and complex question, problem, or
challenge.” Together, these definitions emphasize
the structured, student-centered nature of PBL
and its focus on real-world problem-solving.

in Higher

PBL is known to be one of the most effective
pedagogical techniques that can enhance student
learning. Its effectiveness has been studied
across multiple disciplines, including social
sciences, mathematics, technology, and
engineering, through a 20-year meta-analysis of
journal articles (Chen & Yang, 2019). Compared
to traditional instruction, PBL has a medium to
large positive effect on students' academic
achievement (Chen & Yang, 2019). PBL is
generally ideal for large classes and could be
implemented in classes that are required for
students in the entire college or school.

Client-based Projects in Higher Education

In systems analysis and design, a course offered
as part of the Management Information Systems
curriculum, PBL provides many benefits, including
improving students' problem-solving skills,
engaging them with real-world applications, and
offering opportunities to work in teams. A specific
subcategory of PBL used in this course is Client
Based Projects (CBP), where students work
directly with a business, a nonprofit, or other
organizations to solve real problems or address
issues. CBPs enhance the learning experience by
providing hands-on exposure to real-world
challenges, closely mirroring professional
environments. This technique is widely
recognized as a powerful pedagogical tool with
numerous benefits (Lopez & Lee, 2005; Podeschi,
2016; Pollard, 2012).
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However, there are some disadvantages to this
technique. Razzouk, Seitz, and Rizkallah (2003)
outlined several challenges, including difficulties
in finding suitable clients, grading projects that
require extensive feedback, and the significant
time commitment involved. Lopez and Lee (2005)
cautioned that CBPs can be overwhelming for
instructors, as the significant workload and time
commitment required may deter many from
implementing them. Another disadvantage is that
clients may not always be available or willing to
engage fully with students, and coordinating
client deadlines with academic schedules can be
difficult (Tabbaa et al., 2023).

According to Schwering (2015), the success of
client-sponsored projects depends significantly
on the careful selection and socialization of the
project sponsor, ensuring that they are aware of
the goals and capable of supporting the learning
process. When sponsors understand their role in
fostering student development and are
committed to the project’s success, the learning
outcomes for students improve.

Beyond teamwork, the SA&D client-sponsored
projects also introduce an element of
competition. In this course, student teams
compete against one another to develop the best
prototype, adding a dynamic layer to the learning
experience. The next section will explore how
competition enhances experiential learning.

Team Competition as a Learning Tool

Teamwork in project-based learning contributes
to both academic success and professional skill
development. Soia et al. (2024) highlight that
integrating teamwork skills in digital and
computational learning environments helps
students improve their academic performance,
develop both soft and hard skills, and build
professional competencies. This demonstrates
that collaborative, hands-on learning not only
enhances students' technical abilities but also
prepares them for real-world challenges by
fostering essential teamwork and problem-
solving skills. However, as Dong (2023) notes, if
not all members of student teams demonstrate
commitment and work ethic and are unable to
break old habits (such as delaying work until the
last minute), team performance can suffer.
Razzouk et al. (2003) noted that a concern for
professors in today’s global classroom is students’
tendency to select friends as teammates. This
issue can be mitigated by having the professor
assign team members. In the SA&D course,
students complete a questionnaire at the
beginning of the semester (Appendix A). This
questionnaire assesses their skills, and students

with diverse skill sets are strategically assigned to
different teams.

Incorporating competition into this teamwork can
further enhance student motivation and
engagement. In the SA&D class, students work in
teams to develop a prototype for a real-world
client, usually a local non-profit. At the end of the
semester, the best prototype is selected by
judges. This competitive element encourages
students to go beyond minimal requirements and
strive for excellence. Carroll (2013) describes
Competition-Based Learning as a variation of
project-based learning in which student teams
work on an open-ended assignment similar to a
scaled-down real-world problem. The distinctive
element is that projects are tested and compared
against those of other teams, adding a
competitive dimension. This competitive drive not
only pushes students to refine their work but also
benefits the client, as it increases the likelihood
that the final prototype will be well-developed and
aligned with their needs. By striving to
outperform their peers, students are more likely
to deliver a polished, functional system that
exceeds basic expectations, ensuring a tangible,
valuable outcome for the client.

3. PROJECT STRUCTURE & EXECUTION

Project Background & Team Setup

The study focused on a team project, which took
place in a 300-level business course entitled,
“Systems Analysis & Design.” The course is
delivered over a 15-week semester at a public
university in the western United States. All
undergraduate students seeking a bachelor’s
degree in Management Information Systems or
Cybersecurity are required to pass the course. A
smaller proportion of students take the course as
an elective to earn a certificate in Accounting
Information Systems, Data Analytics, or Digital
Marketing.

The  course provides a comprehensive
presentation of the concepts, procedures, and
tools necessary for building computer-based
information systems in modern organizations.
The course introduces students to the systems
development lifecycle and develops project
management, analysis, design, coding, testing,
implementation, and documentation skills
through a team project. Although the traditional
waterfall approach served as a roadmap for the
project, teams were encouraged to use an agile
methodology during the design phase, which
required several, quick iterations to arrive at the
final design.
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Students learned to balance project requirements
with individual, team, and client constraints in
real-time during the project. The scope of the
project was controlled as tightly as possible, with
an estimated time per student approximating 40
total hours.

Project Selection & Client Engagement

To maximize realism, teams designed and
developed a prototype system for a real-world
client organization. The partnership between the
local branch of United Way and the College of
Business, specifically through the Systems
Analysis & Design course, offers a high-impact,
community-engaged learning opportunity
grounded in experiential education and systems
thinking. Since the partnership’s inception in
2009, this collaboration has supported
approximately 15 student-led projects, each
designed to meet the technological needs of local
nonprofit organizations while providing students
with real-world, client-centered project
experience.

From the nonprofit community’s perspective, this
collaboration provides a valuable opportunity to
access technical expertise that many small and
mid-sized organizations would otherwise struggle
to obtain. Our local nonprofits often operate with
limited budgets and minimal IT support, yet they
rely heavily on their websites for outreach,
fundraising, volunteer  coordination, and
community engagement. Historically,
participating nonprofits have represented a broad
cross-section of organizations delivering vital,
community-based services, while also creating
sector-strengthening opportunities that generate
positive ripple effects throughout the community.

At the end of the project, these nonprofits receive
a newly developed or significantly improved
website that supports their mission and
strengthens their digital presence. At the same
time, the College of Business benefits by working
with committed community clients who provide
students with authentic, real-world project
experience. United Way of Missoula County plays
a key role in recruiting and screening nonprofit
partners to ensure that participating
organizations are prepared to actively engage
with students, commit time to meetings, and
provide feedback throughout the project. This
structured partnership, which has been refined
and improved over the years, ensures that both
students and nonprofit organizations benefit from
a meaningful and productive collaboration, while
also creating opportunities for the broader
community and other partners to engage with
and support mission-driven projects.

Each academic semester, students enrolled in the
course undertake a team project that applies core
principles of systems analysis and design to
create a customized, community-facing website
for a selected nonprofit. Projects either involve
building a completely new website or modernizing
an existing site to improve functionality, design,
and user experience. The County Nonprofit
Center facilitates the client selection process by
distributing a call for proposals through its weekly
newsletter, reaching approximately 120 member
organizations and 400 nonprofit personnel.
Nonprofits interested in participating submit
project applications, which are reviewed by a
selection committee based on mission alignment,
organizational readiness, and project feasibility
within the constraints of a single semester.

Once a nonprofit is selected, student teams work
directly with the organization’s leadership and
stakeholders to conduct interviews, gather
system requirements, and develop a
comprehensive System Specification Report and
Project Overview. This structured methodology
ensures that the final deliverable is technically
viable, user-centered, and strategically aligned
with the nonprofit’'s goals. The process fosters
authentic engagement, knowledge transfer, and
the development of solutions that add lasting
operational and outreach value.

The class meets with the client during the third
week of the semester for a one-hour introductory
session, where the client provides an overview of
the project and students can ask initial questions.
Approximately three weeks later, each team
conducts their own client interviews to gather
detailed requirements. About four weeks after the
interviews, teams meet with the client to review
and refine their design proposals. Finally, at the
end of the semester, all teams demonstrate their
completed prototypes to the client and other
stakeholders.

At the conclusion of the semester, particularly
motivated students often pursue continued
collaboration through internships with the
nonprofit partner. These internships—eligible for
academic credit toward the MIS major—allow
students to further refine web content and back-
end functionality, while also supporting nonprofit
staff through onboarding, training, and long-term
site management. This extended engagement
facilitates a smooth project handoff and ensures
the sustained utility of the developed platform.

Team Setup
The project usually started in the third week. For
the first two weeks, students were introduced to
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the Systems Development Life Cycle (SDLC),
where they learned how the SDLC would be used
as a roadmap for planning and executing the
project. Students completed a background
questionnaire (see Appendix A), which the
instructor used to construct teams with diverse
skillsets. The class typically enrolls 30-45
students, who are divided into 6-9 teams, with
each team consisting of 4-6 students. Referring
to Table 1, the group collaboratively decided
which role each team member would take on
during the project:

Role Responsibilities

Project Manager | Client liaison, manages
timeline, writes status
reports

Interacts with the client to
collaboratively determine
design

Transforms design into a
working prototype
Determines system
requirements, conducts
feasibility study
Produces system
documentation

Table 1: Role for Each Team

Designer

Developer

Analyst

Trainer

The scope, timeline, and budget were
collaboratively determined between the instructor

Following the kick-off meeting, teams created and
submitted a Team Charter (see Appendix D) to
the client via e-mail. The Team Charter outlines
the goals of the project team and documents the
roles and responsibilities of each team member.
It also explains how the team will collaborate
(within and outside the team) and documents a
plan to resolve conflicts should the need arise.

Performance Assessment

Teams  produced the following project
deliverables:
1. Project Workbook. Formal, written

documentation describing the project and its
associated deliverables. (See Appendix J)

2. Website Prototype. A working model of the
system, which demonstrates the structure,
content, navigation, and page layout.

3. Team Presentation. A demonstration of the
prototype in front of a panel of judges. The
instructor provided the student teams with a
presentation template to structure their
presentation around (See Appendix K)

4. Peer Evaluation. Referring to Appendix L,
students rated the performance of their team
members. Scores were used by the instructor
as a basis for adjusting individual grades.

Table 3 shows the weekly schedule and the key
documents completed throughout the project.

and client. At the beginning of the semester, a Week | Project Deliverables & Events
project overview document (see Appendix B) 1
containing this information was distributed to 2 | Student Background Questionnaire
students. Table 2 lists the milestones. 3 | Assigning students into teams
4 Project Introduction meeting
Meeting Objective 5 Interview Guide completed
Introductory Introduce teams to the 6 Client Interviews
Meeting client and provide an 7
overview of the project, 8 Data Collection Plan completed
including time, budget, and 9 System Requirements completed
scope. 10
Analysis Determine system 11 Feasibility Study completed
requirements. 12 Client Design meeting
Design Determine updated website Design Document completed
design. 13
Presentations Present website prototype, 14
submit project workbook, 15 | User Guide completed
submit peer evaluations Website Prototype completed

Table 2: Client Interactions

The project kicked off with a class session
dedicated to an introductory meeting, where the
client talked about the project and students asked
questions. The project was initially defined
through a System Service Request (SSR), which
outlined the client’s needs and formed the basis
for the student teams’ work (see Appendix C).

Final | Presentations and Q&A Session
Week
Table 3: Weekly schedule for the project

Presentations and website prototype
demonstrations were evaluated by a panel of
judges consisting of the instructor, client sponsor,
and other stakeholders involved in the project.
Using a rubric developed to rate presentations

©2026 ISCAP (Information Systems and Computing Academic Professionals)

https://isedj.org/; https://iscap.us/org

Page 72



Information Systems Education Journal (ISEDJ)
ISSN: 1545-679X

24 (4)
July 2026

and provide feedback (see Appendix M), judges
recorded their opinions and overall ratings for
each team. After the presentations, the judges
were given a few days to review the project
workbook and provide additional comments. The
panel then met virtually to determine the winning
team. Each team received an email announcing
the winner and thanking them for their time and
contributions. Teams also signed the Website
Transfer Sheet to formally transfer their
deliverables to the organization (see Appendix N).

4. STUDENTS’ FEEDBACK

During the Ilast week of class, students
participated in a brief survey, which asked them
to rate their learning experience. The results

reported here are from the most recent year in
which this pedagogical method was implemented.
The survey used a seven-point Likert scale (1 =
strongly disagree to 7 = strongly agree). 38 of 44
students completed the survey. Table 4 reports
the survey results.

In general students reported being very satisfied
with the learning experience. Students thought
the project was relevant, they gained knowledge,
they enjoyed working on the project, and were
comfortable with the technologies used. The
students were very satisfied that the goals of the
team project were clearly stated and consistently
pursued (6.18 out of 7). There were four
negatively worded questions stating the project
was not relevant (2.21), they gained no new

Item (*Item reverse coded.) N M SD
The team project helped me understand Systems Analysis and

Design concepts 37 5.73 1.539
The team project improved my understanding of business

processes. 38 5.76 0.971
The team project increased my knowledge of how system

development functions. 38 5.66 1.047
The team project enhanced my understanding of how Systems

Analysis and Design impacts all functional areas of business 36 5.31 1.215
The team project enhanced my understanding of how Systems

Analysis and Design concepts are relevant to my future career. 37 5.65 1.338
The goals of the team project were clearly stated and

consistently pursued 38 6.18 1.111
The team project was not relevant to this course.* 38 2.21 1.679
I gained no new knowledge from the team project.* 38 2.24 1.635
I did not enjoy working on the team project.* 37 2.97 1.724
I was uncomfortable or unfamiliar with the required technologies

or applications used in the team project.* 36 2.56 1.539
I had access to reliable communication tools (e.g., Zoom, Skype,

Google Meet) during the team project. 38 6.24 0.913
I had access to reliable internet service during the team project. 38 6.68 0.662
I had access to a reliable digital device (e.g., laptop, mobile

device) during the team project. 38 6.66 0.815
Rate your overall level of satisfaction with the learning

experience this semester. 38 5.68 1.397
Rate your level of satisfaction with what you learned in class this

semester. 37 5.62 1.299
Rate your level of satisfaction with the knowledge you gained in

class this semester 38 5.55 1.329
Rate your level of satisfaction with the learning experience in this

class compared to other face-to-face learning experiences 37 5.59 1.536

Table 4: Project Feedback Survey Results
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knowledge (2.24), they did not enjoy working on
the project (2.97) and they were not comfortable
with the technologies used in the project (2.56).
All four were below 3.0, so students felt the
project was relevant, they gained knowledge,
they enjoyed working on the project, and were
comfortable with the technologies used. The
students also felt their communication tools
(6.24), internet service (6.68) and personal
devices (6.66) were reliable for working on the
project. The students’ overall level of satisfaction
with the learning experience was 5.68 out of 7.
These results are strong, and the students were
very satisfied with the team project and the
learning experience.

5. DISCUSSION

Projects Evolution

The collaboration with the United Way of our
County emerged over time. Prior to transitioning
into the Director of Impact role, Eric (our contact
for the project) managed a local not-for-profit,
which participated in the project in 2009. As a
result, Eric worked directly with student teams,
who designed and implemented a redesigned
website for the organization. Engaging with
student teams provided a “proof of concept”.
Convinced that these projects could have a larger
impact on our community, when Eric accepted a
position at the United Way of our County, he
proposed we expanded clients base to all local
not-for-profits. He volunteered to serve as the
bridge between the instructor and not-for-profits
and worked closely with the instructor to
formalize the project selection process.

We developed a variety of project tools to provide
structures for the project such as project
guidelines, team charters for communication and
conflict management, data collection template,
checklists for design, project feasibility evaluation
sheet for alternative designs, presentation
template, and checklist of project workbook. With
a clear schedule posted with these guidelines and
templates, students have a clear road map for the
project over the term.

Over the years, different instructors have taught
the course, and we've found it relatively easy to
adopt due to the existing structure and
documentation. Moreover, we refined the course
with updates such as the student background
questionnaire, grading rubrics (Appendix M),

communication procedures and a ‘Website
Transfer Sheet’ (Appendix N).
We've learned that flexibility, continuous

feedback, and collaboration with both instructors

and partners are key to the long-term success
and scalability of the project.

Lessons Learned and Important Factors for Successful
Implementation of this Project

Over the years of running this project, we've
learned a great deal about both teaching and
managing client-based learning experiences.
First, it is instrumental to have a clear structure
of the project and provide documents/templates
for the  project. These high-quality
documentations proved invaluable to the long-
term sustainability of these projects between the
instructors. The course was initially taught by one
instructor, and later another instructor joined to
teach this course. The availability of
documentation facilitated a smooth transition,
while ensuring consistency across instructors and
projects. At the beginning, some students were
initially hesitant about the level of responsibility
involved. With consistent structure and clear
documentations, students’ engagement was
increased.

Second, routinizing the clients’ recruiting process
was essential for sustaining the project. We
paired with our county’s nonprofit organization
center for candidate projects. The center called
for project proposals from local nonprofit
organizations and selected a suitable client for
our class. This repeatable process for recruiting
and selecting clients is routinized by an external
party, which not only reduced the instructors’
workload tremendously, but also ensured the
continuity of the source of projects. This
organization served as a reliable bridge between
instructors and organizations. Additionally, they
participate as a judge during the final
presentations, alongside client representatives,
further reinforcing the ongoing success and
continuity of the course.

Third, client readiness and expectation
management is critical. We learned that selecting
the right client and setting expectations early is
extremely important. Although nonprofit clients
varied in scale and available human resources—
some being large organizations while others were
small shops—clearly defining and communicating
the schedule of client introduction days,
interviews to gather system requirements, and
design meetings before the semester begins, and
explaining to the client that there is a significant
time commitment requiring multiple
representatives to be available, and treating
these dates as fixed, helped reduce many
challenges. While differences in technical
expertise and availability occasionally created
hurdles during requirements gathering, our
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structured process for identifying the best-fit
clients significantly mitigated these issues, and
early communication clarified the expected
benefits of participation.

Fourth, it is important to engage in only one
project for an entire class during a particular term
teams rather than multiple separate projects. It
had three positive impacts for project
management and implementation. 1) It reduced
the workload of the instructor, who only needs to
manage one project at a time. Engaging in
multiple  projects introduces  unnecessary
complications and often waters down the learning
experience. Assigning the same project to all
teams not only reduces coordination and
management complexity but also optimizes the
learning experience. We've found that focusing on
a particular project allows the instructor to cover
topics in greater depth, while facilitating a
common understanding that's relevant to all
teams. Additionally, instructors’ frequent check-
ins could gain a much clearer view of alignment
and timely progress when there is only one
project to manage. 2) all teams worked on this
project, therefore, creating a competition among
teams, which drove students to perform above
and beyond minimum requirements for the
project. 3) clients were more motivated to
participate, believing that at least one of the
prototypes would be of excellent quality and
potentially meet their needs.

Fifth, we've found that five students per team is
optimal. Referring to Table 1, five team members
allows teams to assign one individual to each role.
Thus, each team member can take ownership and
be accountable for completing a particular aspect
of the project. Teams of three or four forces
places a bigger workload on individuals,
negatively impacting the quality of deliverables.
In contrast, teams of six or more spread the
workload too thin, reduce the quality of the
learning experience, and increases the workload
for the project manager, as more individuals need
to be managed and monitored. We also found that
the maximum number of teams should be 8
teams so we do not overwhelm the client.

Sixth, we encouraged students to continue to
work with clients for actual implementation under
an internship. This ensures that the organization
has a functional system implemented for the
return of their time and effort. Instructors who
taught this course and previous students have
established a good reputation for this project in
the local community, therefore, nonprofit
organizations continued to participate in this
project.

Students’ Learning

Students’ learning with this client-based project
occurred in three aspects. First, they understood
the concepts and developed / enhanced skills in
the domain of system analysis and design.
Consistent with Chen & Yang (2019), students
reported high levels of perceived knowledge gain,
with means ranging from 5.31 to 5.76 out of 7
across items related to understanding systems
analysis and design concepts, business
processes, and system development, supporting
the argument that project-based learning
enhances academic achievement. Second,
students learned general soft skills of teamwork
and project management, such as breaking down
projects into manageable tasks, allocating /
matching tasks to members’ skills/strengths,
managing schedules, coordination, and
communication. Third, they learned how to
interact with a real client professionally and
effectively to deliver a prototype meeting the
client requirements. Involving external
professionals in assessing student projects can
enhance both the learning experience and
students' motivation, while also helping them
connect their academic work to real-world
applications (Schwering, 2015). The project
experience offers an essential bridge between
academic theory and professional practice,
equipping them with the skills to navigate the full
project lifecycle. More importantly, this
partnership also cultivates civic responsibility and
professional readiness among emerging business
and technology leaders.

Societal Impacts

Our research largely focuses on the student-
related effects of project-based learning.
Additional research is needed to understand the
societal impacts of such projects within
organizations and the broader community. The
following are some testimonials from clients.

“"We continue to appreciate the opportunity of
working together.”

“We truly appreciate all of the great work on this
project and look forward to going live.”

“Firstly, I would like to extend our heartfelt
gratitude to you and all the students for the
unwavering dedication and hard work invested in
this  project.. Each team demonstrated
commendable strengths, and all groups diligently
addressed the requirements within their
respective scopes.' "This experience has been
invaluable for the center and will positively impact
our community. The students were engaged,
curious, and delightful to work alongside. The
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various aspects of this project, from the website
to the operating manuals, exceeded my
expectations. The real-world experience this
program provides to students is exceptional and
highly beneficial. Thank you; we love our new
website and sincerely appreciate this
opportunity."

This anecdotal evidence highlights the impacts
these projects can have on local nonprofits and
the people in the communities they serve. We
plan to have a systematic, scientific approach
toward understanding societal impacts for future
research. We are developing a client-oriented
survey for future iterations of the course, and
plan to reach out to former clients to obtain
feedback in the spirit of continual improvement.

Thoughts for Future Implementation

The client-based project started in 2009, it has
been well established in the community. We are
pleased to see that project deliverables
implemented in the non-profit organizations
continue to serve the local community.
Furthermore, the experience gained by our
graduates has proven instrumental in their
professional development, as they bring those
refined skill sets to prominent employers, such as
PwC, Deloitte, KPMG, and FAST Enterprises. We
are considering doing some branding/marketing
for this project with some type of reward to the
top winning teams, such as featuring them in
school newspapers, local newspapers, career
office’s LinkedIn announcement, or special award
for community services.

Although the course includes a competitive
element, student perceptions of this competition
have not been formally measured. Assessing how
competition influences motivation, engagement,
or learning outcomes represents an opportunity
for future research and course improvement.

With more publicity for this project, we may be
able to attract more students to the College of
Business in general, and MIS major in particular,
thus helping grow the enrollment, as well as serve
the local community.
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APPENDIX A.
Student Background Questionnaire

The purpose of this questionnaire is to collect information concerning your skills and background. All
responses will be kept confidential.

Student
Name: Course: Section:

The statements below ask you to indicate your level of skill in various areas. For each of the statements,
please indicate your skill level. If you do not have any skills in the area, circle 0, indicating that you
have "No Skill." Otherwise, indicate your skill level by circling a humber between 1 and 10, where 1
indicates that you are "Not Very Skilled," 5 indicates that you are "Moderately Skilled," and 10 indicates
that you are "Very Skilled."

Not Very Moderately Very
No Skill Skilled Skilled Skilled
L 4 L 4 4 1 4
Website design skills 0 1 2 3 4 5 6 7 8 9 10
2. Technical skills (e.g.,
programming, 0 1 2 3 4 5 6 7 8 9 10
networking)
3. Management skills 0 1 2 3 4 5 6 7 8 9 10
4. Oral communication skills 0 1 2 3 4 5 6 7 8 9 10
5. Wri_tten communication 0 1 2 3 4 5 6 7 8 9 10
skills
6. Analytical skills 0 1 2 3 4 5 6 7 8 9 10
Interpersonal skills 0 1 2 3 4 5 6 7 8 9 10
Graphic design skills 0 1 2 3 4 5 6 7 8 9 10

(e.g., Photoshop,
1. In the space provided below, briefly describe any work experience related to information systems.

2. Client interviews, team presentations, and the Website Design Competition take place outside of
regularly scheduled class time. Specifically, these events will take place during the following

dates/time:
Event name Date and Time
Client interviews 5t week of class
(each team will be given a 45-minute time slot)
Design meeting 10t week of class
(each team will be given a 45-minute time slot)
Team presentations & Q&A 15th week of class
(each team will be given a 25-minute time slot)

If you have any scheduling conflicts during those times, please explain below.

3. Below, please include the name of students that you prefer to work with.
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APPENDIX B.
System Service Request
(Filled by the Potential Clients)
Requested By:
Date:
Department:
Location:
Contact Information:
Type of Request:
New System

System Enhancement

System Error Correction

Urgency:
Immediate — Operations are impaired or opportunity lost

Problems exist, but can be worked around
Business losses can be tolerated until new system installed

Problem Statement

Fill out this part by the client

System Service Request

Fill out this part by the client

I:I Request Approved. Approved by: [Instructor’s name here]
Assigned to:
Start date:

Recommend Revision
Suggest User Development
Reject for reason:
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APPENDIX C.
Project Description

Project Overview
Give a brief description of the project in two or three paragraphs.
Project Goals

Three criteria, as indicated below, serve as the primary goals for this project. The goals of the
project will be achieved if all three criteria are satisfied.

1. The project will produce the products (i.e., deliverables), as defined in the Project Scope
portion of this document.

2. Deliverables will be completed on-time, as defined in the Project Timeline portion of this
document.

3. The project will be completed on-budget, as defined in the Project Budget portion of this
document.

Project Scope

The scope statement intends to facilitate a common understanding between the client and
project team regarding the products that will be produced as a result of this project. The scope sets
the course of action for the project team to undertake, as well as defines the boundaries of the

project.

During the course of the project, the following deliverables will be provided to the client.

Deliverable Description

Status Reports On a bi-weekly basis, a status report will be delivered to the client. The
status report will describe the work completed since the previous report,
describe the work that will be undertaken in the current week, and
explain any issues that need to be addressed to move the project
forward.

Team Charter The team charter describes the goals and structure of the project team.
The charter serves to formally establish the roles and responsibilities of
each team member, to explain how the team will communicate (internally
amongst the team and externally with the client), to document the
values, ethics, and expectations of the team, and to establish a plan to
resolve conflicts within the project team.

Data Collection Plan Data collection constitutes the primary technique through which system
requirements are uncovered. The data collection plan ensures that the
data gathered is both comprehensive and accurate. The data collection
plan specifies the data that are needed, the rationale for collecting the
data, and the insights that should be obtained by collecting the data.

Interview Guide Interviews represent a particularly useful form of data collection, as the
technique allows the interviewer to pursue in-depth information around a
specific topic. The interview guide helps the interviewer direct the
conversation toward the topics and issues they want to learn about.

System Requirements A list of system requirements, which documents the features and
functionality required in the new information system, will be produced.
System requirements will be classified between “needs” and “wants”.
“Needs” represent features and functionality that must be incorporated
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Feasibility Study

Design Document

User Guide

Website prototype

Presentation

into the information system before this project is completed, whereas
“wants” may be implemented after this project has been completed.

A feasibility study will be conducted to determine the most appropriate
information system for the client to implement. Three potential
alternatives will be compared. Based on this analysis, a recommendation
will be made to the client regarding which alternative to select.

Based on the system requirements, a design document will be created.
The purpose of a design document involves communicating design
decisions associated with the new website. The document will clearly
explain the designer’s intentions and the rationale behind design
decisions. The design document focuses on achieving high levels of
usability, which refers to the ability of users to quickly and accurately
utilize the website with high levels of satisfaction.

The purpose of the user guide involves providing written documentation
to prepare the client for maintaining, enhancing, and potentially
transferring the website after the project has been completed. In
addition, the user guide serves as a training manual, walking users
through the features and functionality implemented in the new website.

A working model of the website will be designed, coded, and tested. The
prototype will demonstrate the structure, content, navigation, and page
layout of the website.

At the conclusion of the project, a presentation will be made for the
client. The presentation will provide a retrospective assessment of the
project activities and deliverables, as well as provide a demonstration of
the website prototype. Immediately after the presentation, a live Q&A
session will follow.

All projects are constrained in terms of human resources, money, and time. As a result, the
following items will be considered to be outside the scope of this project.

Item

Description

Advanced Features

Advanced Project
Management

Project Schedule

Specify advanced features need to be excluded.

In a typical project, the project manager would be responsible for
assessing risks, managing quality, and devising a change management
plan. Given that the project team members have not been formally
trained in project management, such responsibilities lie beyond the scope
of this project.

The project schedule represents a timeline associated with the events and activities that will occur
to produce the deliverables specified above. The schedule serves as a baseline reference point for
planning, monitoring, and controlling project activities.

Based on the deliverables outlined above, the attached project timeline, in the form of a Gantt
chart, has been created. The timeline illustrates the sequence and dependencies associated with all
project activities, which focus on producing the desired deliverables. Based on the start and finish
dates estimated in the project timeline, the project will be completed on [specify the date here].
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Project Budget

Date Deliverables & Events
Wed., Feb. 7 | Project Introduction meeting
Mon., Feb. 12 | Team Charter completed
Thur., Feb. Interview Guide completed
22
Fri., Feb. 23 Client Interviews
Mon., Mar. 4 Data Collection Plan completed
Mon., Mar. 11 | System Requirements
completed
Mon., Mar. 25 | Feasibility Study completed
Fri., Mar. 29 Client Design meeting
Fri., Mar. 29 Design Document completed
Wed., May 1 User Guide completed
Website Prototype completed
Fri., May 3 Presentations and Q&A Session

The project budget represents a forecast of expenditures that will incur as project activities are
carried out. The budget serves as a baseline reference point for managing the costs associated with

this project.

Based on the project deliverables and timeline outlined above, the project will cost approximately
[specify amount here], assuming a $50 per hour rate for labor.

Hours

Estimated Cost

Labor Costs

Project Initiation & Planning

Analysis

Design

Implementation

IT-related Costs

Hardware (e.g., servers)
Software (e.g., shopping cart)
IT Services (e.g., hosting)

[?]
[?]
[?]
[?]

[?]
[?]
[?]
[?]

Total Labor Costs

$0?]

$0?]
[?]
[?]

Total IT-related Costs

$0?]

Total Project Costs

$(7]
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APPENDIX D.
Team Charter
Prepared by: [Insert team name here]

[Insert date here]
Team Goals
[Describe the goals of the team here. The team goals should be consistent with the goals
of the project.]
Team Members
[Insert name here], [Insert title here]
[Describe the roles and responsibilities of the team member here.]
E-mail: [Insert e-mail address here]
Phone: [Insert phone number here]
[Insert name here], [Insert title here]
[Describe the roles and responsibilities of the team member here.]
E-mail: [Insert e-mail address here]
Phone: [Insert phone number here]
Communications Plan
[Explain the importance of a communication plan here.]
[Describe how the team members will communicate internally amongst themselves.
Describe when the team will conduct weekly team meetings.]
[Describe how the team members will communicate externally with the client. Be sure to
indicate which team member will be the primary point of contact (i.e., team liaison).]
Team Values, Ethics, and Expectations
[Explain the importance of team values, ethics, and expectations here.]
[Describe the team’s values, ethics, and expectations here. A brief written summary
followed by a bullet-pointed list of values, ethics, and expectations will suffice.]
Conflict Resolution Plan
[Explain the importance of a conflict resolution plan here.]
[Describe the team’s conflict resolution plan here. The plan should indicate a clear course
of escalation. Given that the conflict resolution plan involves a series of steps, each step should be
explained in a numbered list.]

Execution and Acknowledgement
The team members hereby indicate by their signatures below that they have read and agree
with the specifications of this charter.

[Insert name here] [Insert name here] [Insert name here]
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APPENDIX E.
Status Report Guidelines

On a bi-weekly basis, a status report will be delivered to the client. The status report will describe the
work completed since the previous report, describe the work that will be undertaken in the upcoming
week, and explain any issues that need to be addressed to move the project forward.

Guidelines
e Starting Mon., Feb. 12, bi-weekly status reports are due on Monday at the beginning of class
(11:00am).

All team members must be copied (cc:) on the e-mail. The e-mail must also be sent to the client: [put
the client email here] and the instructor [put the instructor’s email here].
e Status reports must be professionally written. Be sure to carefully proofread your message
before sending it. Spelling and grammatical errors must be avoided.
e Be sure to refer to the project timeline to determine which tasks should have been completed
in the previous week, as well as which tasks should be undertaken during the upcoming week.
e In terms of formatting, be sure to follow the example status report below. The areas
highlighted in yellow need to be customized for your project team.
e Be sure to clearly describe deliverables in a manner that the client will understand. You can
refer to the Project Overview document for deliverable descriptions.
e When specifying dates, be sure to include the day of the week (e.g., Mon., February. 12).
e Place a copy of each status report in your team'’s project workbook.
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APPENDIX F
[Insert team name here]
[Insert non-profit name here]

Data Collection Plan

Data collection constitutes the primary technique through which system requirements are uncovered.
The following data collection plan will ensure that the data gathered is both comprehensive and
accurate. As illustrated in the table below, the data collection plan specifies the data that are needed,
the rationale for collecting the data, and the insights that should be obtained by collecting the data.

Activity

Description

Participants

Due Date

[Enter a short
description of the
activity here. Activities
should appear in the
order in which they will
be conducted.]

[Describe the activity
in detail. Be sure to
explain the data that
are needed, the
rationale for collecting
the data, and the
insights that should be
obtained by colleting
the data.]

[List the individuals
who will participate in
the activity here.]

[mm/dd/yyyy]
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APPENDIX G.
System Requirements Template
Team Name: [Insert team name here]
No. | System Description Priority Comment/Question
Requirement
1
2
3
4
5
6
7
8
9
10

Appendix H.
Design Document Guideline

Prepared by: [Insert team name here]

[Insert date here]
Executive Summary

[This section provides an executive summary of the design document. This section should also
introduce the concept of design in general, as well as express the importance of high-quality design.
In addition, this section should describe the purpose of a design document and the process
undertaken to produce the design document.]

Logical Design

[This section provides a description of the logical design of the website. The first paragraph
should clearly describe the concept of logical design, as well as its purpose. This introductory
paragraph should be followed by separate subsections detailing the specific aspects of logical design
that need to be addressed.]

Usability

[The goal of logical design is to achieve high levels of usability. The introductory paragraph
should describe the concept of usability. The introductory paragraph should be followed by separate
paragraphs each describing facet of usability, as well as how the design attempts to satisfy each
facet.]

Navigational Structure

[This section describes the proposed navigations structure of the website. This section should
provide a visual (i.e., graphical) depiction of the manner in which pages are related to one another.
For an example, visit: http://www.powermapper.com/sitemap/electrum/map.htm]

Proposed Home Page

[This section describes how the proposed home page of the website will look. This section
should explain design choices, as well as provide a visual (i.e., graphical) depiction of home page.]

Proposed Subpage Example

[This section describes how one of the proposed subpages of the website will look. This section
should explain design choices, as well as provide a visual (i.e., graphical) depiction of one subpage.]
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Physical Design

[This section provides a description of the physical design of the website. The first paragraph
should clearly describe the concept of physical design, as well as its purpose.

This introductory paragraph should be followed by separate subsections detailing the physical
design associated with the server and the client. In this project, the server will be a web server, which
is a powerful computer dedicated to storing the website and processing requests for web pages.
Clients are workstations (e.g., PC, Mac) on which users run applications. In this project, a client will be
need to access and maintain the website, which will be stored on the web server.]

Server

[This section describes the physical design of the server. The operating system, web server
software, content management system, programming language (if any), and database platform (if
any) should be described. An explanation of why the physical design was chosen must be provided.]

Client

[This section describes the physical design of the client. The operating system, web editor,
web browser, and other applications (e.g., file transfer protocol) that are needed to access and
maintain the website should be described. An explanation of why the physical design was chosen must
be provided.]
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APPENDIX I.

Feasibility Study for Alternative Solutions
[Insert team name here]
[Insert non-profit name here]

Executive Summary

[This section provides an executive summary of the feasibility study. This section should describe the
purpose of a feasibility study, the process used to conduct the feasibility study, and a high-level
description of the results of the study.]

Alternatives Considered

[This section provides a brief description of technological alternatives considered. At a minimum, three
alternatives should be compared and contrasted. The first paragraph should clearly describe the need
to consider various alternatives. This introductory paragraph should be followed by a separate
subsection dedicated to each alternative. Each alternative should be clearly described.]

Feasibility Matrix

[This section provides a matrix, which ranks the different dimensions of feasibility for each alternative.
Each type of feasibility should be ranked on a scale from one (1) to three (3), where one indicates the
“most feasible” alternative and three indicates the “least feasible” alternative. The matrix should
“point to” the optimal solution. A brief narrative should describe the matrix. Both unweighted and
weighted results should be provided and explained.

The information in the matrix should be tied to the dimensions of feasibility described in the following
subsections. Point the reader to the subsections below for more detailed information.]

Feasibility Matrix

Alternative
Type of Feasibility Weight #1 #2 #3
Economic 0.00 0 0 0
Operational 0.00 0 0 0
Scheduling 0.00 0 0 0
Technological 0.00 0 0 0
Political 0.00 0 0 0
Legal and Contractual 0.00 0 0 0
0.00 0 0 0 Unweighted
0 0 0 Weighted

Feasibility Analysis

[This section should provide a brief introduction explaining why various dimensions of feasibility need
to be considered.]
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Economic Feasibility

[This section discusses the economic feasibility of the alternatives in narrative form. This section
should first define and describe economic feasibility. A separate Cost-Benefit Analysis (e.g. tangible
costs, one-time costs, recurring costs, and economic feasibility calculations) should be conducted on
each alternative using the Economic Feasibility Worksheet posted in Moodle. This section should
describe the purpose of the Cost-Benefit Analysis, how the analysis was conducted, and close by
justifying which of the alternatives is most feasible from an economic perspective.

NOTE: When conducting your economic analyses, assume that each team member will charge $50 per
hour (although your time on this project is free to the client).]

[Supplemental information and a detailed justification for the recommended solution should be
provided in the form of exhibits. Exhibits 1, 1A, 1B, and 1C (economic feasibility) should be provided
for every alternative examined. The exhibits should be explained in narrative form and the reader
should be referred to the exhibits.]

[Exhibit 1: Economic Feasibility Analysis - this exhibit details the economic feasibility (Net Present
Value, Return on Investment, Break-Even Point) associated with the alternative. The economic
feasibility worksheet should be produced using the Economic Feasibility Worksheet, which is posted on
Blackboard in the Team Project folder.]

[Exhibit 1A: Tangible Benefits Worksheet - this exhibit details the tangible benefits associated with the
alternative. The tangible benefits worksheet should be using the Economic Feasibility Worksheet,
which is posted on Blackboard in the Team Project folder.]

[Exhibit 1B: One-time Costs Worksheet - this exhibit details the one-time costs associated with the
alternative. The tangible benefits worksheet should be using the Economic Feasibility Worksheet,
which is posted on Blackboard in the Team Project folder.]

[Exhibit 1C: Recurring Costs Worksheet - this exhibit details the recurring costs associated with the
alternative. The tangible benefits worksheet should be using the Economic Feasibility Worksheet,
which is posted on Blackboard in the Team Project folder.]

Operational Feasibility

[This section discusses the operational feasibility of the alternatives in narrative form. This section
should first define and describe operational feasibility. An analysis of the degree to which each
alternative will satisfy system requirements should be provided. This section closes by discussing
which of the alternatives is most feasible from an operational perspective.]

Scheduling Feasibility

[This section discusses the scheduling feasibility of the alternatives in narrative form. This section
should first define and describe scheduling feasibility. Each alternative should be discussed in terms of
its impact on the project schedule, as well as potential resources issues that may pose difficulties to
the implement process. This section closes by discussing which of the alternatives is most feasible
from a scheduling perspective.]

Technological Feasibility

[This section discusses the technological feasibility of the alternatives in narrative form. This section
should first define and describe technological feasibility. Each alternative should be discussed in terms
of the relevant technical risks associated with each alternative, including maturity of the technology,
expertise issues, and the technology’s ability to deliver the desired information system. This section
closes by discussing which of the alternatives is most feasible from a technical perspective.]
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Political Feasibility

[This section discusses the political feasibility of the alternatives in narrative form. This section should
first define and describe political feasibility. Each alternative should be discussed in terms of the
relevant stakeholders’ perspectives and opinions (positive and negative) regarding the implementation
of the alternative. This section closes by discussing which of the alternatives is most feasible from a
political perspective.]

Legal & Contractual Feasibility

[This section discusses the legal and contractual feasibility of the alternatives in narrative form. Any
legal and contractual risks (e.g., ownership, copyright, non-disclosure, privacy, law infringement)
associated with each alternative should be discussed here. This section closes by discussing which of
the alternatives is most feasible from a legal and contractual perspective.]

Recommendation

[This section provides a detailed recommendation to management. This section should clearly describe
which alternative the team recommends implementing, as well as the rationale behind this decision.]
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APPENDIX J.
Project Workbook
List of Contents

Overview

The purpose of this document is to provide a list of contents pertaining to the project workbook.

List of Contents

System Service Request
Project Overview

Team Charter

Status Reports (1 through 6)
Data Collection Plan
Interview Guide

System Requirements
Feasibility Study

Design Document

10. User Guide

11. Website Transfer Sheet
12. Presentation Slides

LHENOUALONE
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APPENDIX K.
Team Presentation — Template
Team Introduction Design
= Introdece your team, team members, and = Describe sctivities conducted.
rodes [you can leversge the information in the - Deseribe defiverables prepared.
Title Team Charter). + Describe dedisions made.
Team Name
o e -
1
Implementation Recommendations Questions & Answers
= Describe the programming, testing, and = Provide a set of recommendations to the ddress audience guestions
documentation prooess. client
= Demonstrate prototype [the majornity of youwr —-\'i"-l atup dates to the wu:s.'lg are "_-':u" ed before
presentation should focus on the prototype). f= ng i e purchase paid pugns, advanced
u naity|
—What an e msues. that the clientnesds ta
consider going forward ?
4
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APPENDIX L.
PEER EVALUATION OF TEAM MEMBERS

Please use the following format to evaluate your fellow group members for their contribution to the
group project deliverables and presentation. You should include yourself in the evaluation.

SCALES

Meetings:

25 = Attended all meetings, arrived on time, stayed longer than the scheduled meeting time.
20 = Attended most group meetings, arrived on time, stayed for the length of time scheduled.
10 = Attended some group meetings, and arrived late or left early on occasion.

5 = Rarely attended meetings, and when attending arrived late or left early.

Quality and Quantity:

25 = Continuously provided valuable input into the project and facilitated discussions.

20 = Provided useful input most of the time, and was helpful in getting tasks accomplished.
10 = Ideas were weak and input limited, performed only work assigned.

5 = Contributed very little, if at all, to the paper.

Cooperation:

25 = Led the group in establishing a cooperative team environment.

20 = Sometimes led the group, provided support for other team members on occasion.

10 = Went along with whatever the rest of the group decided.

5 = Created problems and was disruptive.

Follow-through:

25 = Completed assigned work on time and error free.

20 = Completed work on time with some changes required.

10 = Required some prompting to complete assignments on time, several changes required.
5 = Rarely completed assignments, work completed was often not useful.

Grade: In the final column please provide a grade that you would give each team member based on
the other four areas of evaluation. An “A” for excellent work, an “F” for failing work.

Name Meetings Quality and Cooperation | Follow- | Total Score Grade
Quantity through | (Add columns)
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APPENDIX M.
Team Presentation Rubric

Overview

Each team will have 25 minutes to present, followed by a 5-minute Question & Answer period.
Presentations will be scored along five (5) dimensions, as indicted in the table below.

Rubric

Scores: 1 = poor 5 = adequate 10 = excellent
Criterion Score/comments
Professionalism: ONGNONONONCROECNONW)

Each team member was introduced. The Comments:
presentation was well-coordinated
amongst the team members. The
presenters looked and acted in a
professional manner.

Design: (ONONONONONCRORCRON
The presentation covered the activities Comments:

and important decisions made during the
design phase.

Implementation: DO2OD®OBG®ODB®OO
The presentation covered the activities
and important decisions made during the | Comments:
implementation phase.

Prototype Demonstration: DOOHOG®OBO®O
The presentation demonstrated the Comments:

prototype in an effective manner. The
prototype addressed system
requirements.

Future Recommendations: (ONORONONONCROEONON)
The presentation offered Comments:
recommendations that will benefit the
client in the final system rollout.

TOTAL SCORE:
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APPENDIX N.
Website Transfer Sheet

Website Transfer Sheet

The purpose of this document is to provide information to the client about the team’s prototype. This
information will be used to transfer accounts, domains, websites, and plug-in/widgets to the client.

Team Name: [INSERT TEAM NAME HERE]
Website Prototype URL: [INSERT URL HERE]
Content Management System (CMS): [INSERT CMS NAME HERE]
CMS Account User ID: [INSERT USER ID HERE]
CMS Account Password: [INSERT PASSWORD HERE]
Domain Name(s): [INSERT DOMAIN NAME(s) HERE]
Installed Plug-ins/Widgets: [INSERT PLUG-INS HERE]
Other:
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