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ABSTRACT

The pandemic combined with the need to accommodate the requirements of new students has seen education institutes
utilise internet-based communication tools. The large amounts of information for students are often dispersed across
multiple sources and can be difficult to locate. Interactions with staff are limited, and physical campus tours curtailed. This
paper reports on the development of internet-based solutions that efficiently provide students with these essentials. Using
an iterative, user-centric approach combined with various processes to manage the project, quality, and risks, this project
revealed that combining existing technologies, fundamental software development and design knowledge produced a
sustainable solution that benefits stakeholders and the consumers.
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1. INTRODUCTION

Ara Institute of Canterbury (Ara, n.d.), founded in 2016, is a
government-funded technological institute headquartered in
Canterbury, New Zealand, specialising in applied tertiary
training. The global pandemic and the New Zealand
government’s mandates surrounding Covid-19 forced Ara’s
business and digital technologies department to create an
alternative solution to previously conducted in-person
orientations. This document describes the methodology and
processes utilised to build this solution
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2. BACKGROUND

The project’s inspiration comes from real-world issues
affecting all academic institutions, businesses, and people. The
course project goal was to demonstrate an understanding of
Information and Communication Technologies (ICT) by
developing a solution that met industry requirements. To
accomplish this, the client presented the problem and solution
recommendations, all of which had to be finished in a 150-hour
course time budget.

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

Ara provides an in-person orientation at the start of each
semester to provide vital information and a campus tour to new
students enrolled in business and digital technology courses.
This method allowed students to become acquainted with the
campus, tutors, and ask questions before course
commencement, removing any potential uncertainty.
Government mandates relating to Covid-19 curtailed this in
semester 1 2022 and posed new obstacles for Ara in various
areas. Among the challenges were:

e Presenting numerous aspects of life at Ara to students.

e Passing on information that is typically delivered verbally
or through documents.

e Taking students on a campus tour.

e Allowing students to become acquainted with their
surroundings, peers, and faculty.

The client and course convenor identified the following
opportunities:

e Adopt a web-based solution to increase the availability
and accessibility sustainably.

e Adapt to the ever-changing ways of working with
COVID-19 implications.

e FEnhance understanding with careful organisation and
focus on design.

e Prevent confusion and overwhelm by centralizing all
essential information.

3. PROCESS

This section outlines approaches to various processes utilized
to ensure building, implementation and delivery of the solution
is successful.

3.1 Project Management
Effective project management is a fundamental aspect that
determines the success of a project. The project plan was

divided into phases related to design thinking, these consisted
of:

e Define

o Ideate

e Prototype
o Test

e Implement



3.2 Risk Management

Throughout the project, Microsoft's (Microsoft, 2022) risk
management framework was adopted to manage risk.
Implementation of this required identifying risks and their
consequences, weighing up the probability, impact, and
exposure, creating mitigation and contingency plans,
determining those involved and reviewing each risk as they
occur.

3.3 Quality Assurance

Virginia Tech's (Virginia Tech, n.d.) quality assurance
framework was used to ensure the quality of the project's
deliverables. Identifying deliverables, establishing the
standards to satisfy, the actions to complete, how often the
deliverable is expected, and who is responsible were all part of
this process. User Focus’ (Travis, 2013) usability dashboard
was also utilised to ensure quality usability testing.

3.4 Scrumban

Scrumban (Lynn, 2020) was implemented throughout the
project. Scrumban is an Agile development hybrid pull-based
system that maintains the structure of Scrum with the flexibility
and visualization of Kanban, making it a highly adaptable
workflow management practice (Lynn, 2020). The
implementation of Scrumban for this project consisted of
frequent iteration planning, sprints, prioritization on-demand,
Kanban boards with pull system and continuous workflow, and
retrospectives.

3.5 Project Delivery

Design Thinking (Dam & Siang, 2021) is an iterative user-
centric approach to solution creation therefore each phase was
entered multiple times throughout the project’s duration.

The initial empathize phase consisted of information gathering
via client interviews and provided documents. Later empathize
phases addressed issues test subjects had during usability
testing via feedback synthesis.

The initial define phase consisted of defining goals, benefits,
requirements,  deliverables, the project management
framework. Further define phases consisted of clearly defining
problems encountered during usability testing to solve in future
iterations.

The ideate phase consisted of sketching, storyboarding,
wireframing and building ideas to solve previously defined
problems from a user’s point of view.

Prototyping allowed the building of the solution beginning with
a low-fidelity version, iteratively progressing to the final high-
fidelity prototype.

At the end of each prototype iteration, functionality and
usability testing took place from which feedback was gathered
to improve future iterations.

Finally, the product was presented to the client, final changes
were made, product was delivered and was deployed.

4. OUTCOMES

The outcomes achieved in this project were:

4.1 Personal

e Developed new skills with Publisher, Figma, Lapentor,
GitHub and OneDrive.

e Improved HTML, CSS, JavaScript, and AWS knowledge.

e Developed interview, communication, teamwork, and
time management skills.

e Improved project management practices

e Experienced working with a hybrid methodology.

4.2 Professional

e Captured usability testing

e Provided a solution that all new business and digital
technologies students can experience from their preferred
device anywhere in the world.

S. CONCLUSION

The project highlighted the importance of risk management,
communication with team members and course convenors to
achieve joint goals, and time management when dealing with
the implications Covid-19 presented. The solution provided a
centralised easily accessible reference hub for information at
any time with the option to experience the Ara main campus in
a virtual environment.
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