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ABSTRACT 
Nowadays, having a digital platform to promote your business online is crucial to successfully attracting new customers 
and spreading awareness. The project client namely Tech Colab - a new player in the digital transformation market for 
small and medium-sized businesses in Christchurch, New Zealand – understood this and wanted to address the lack of an 
online present. For this reason, the lead author was tasked with creating a website for Tech Colab. This paper outlines a 
student project involving the process of designing and developing a website for Tech Colab to meet the client’s 
requirements and deliver a successful project. 
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1. INTRODUCTION 
The project focused on building a website for Tech Colab, a 
newly created initiative of the Department of Business and 
Digital Technologies, Ara Institute of Canterbury Ltd., New 
Zealand. This is a new initiative that does not yet have an online 
presence. Because of this, Tech Colab had to use “word of 
mouth” to promote the company and attract customers. 

The goal of the project is to create a website which would act 
as a point of contact for potential customers and the project 
could bring the following benefits: 

• Promoting Tech Colab online 
• Attracting new potential partners 
• Showcasing students’ projects 
• Attracting more students to study ICT at Ara Institute of 

Canterbury Ltd. 

The scope of the project involves not only the development 
steps, but also extensive and ongoing project management, risk 
analysis and management, research, prototyping, functional 
and usability testing, and documentation. This was done to 
ensure project success, meet customer and user expectations 
and standards, and use the industry’s best practices. 
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2. METHODOLOGY 
The project adopted Design Thinking and Agile Kanban 
methodologies. 

Design Thinking is a design methodology or a framework that 
uses a non-linear, iterative process for prototyping and testing 
design solutions (Interaction Design Foundation, n.d.). There 
are five stages of Design Thinking (Dam & Siang, 2020): 
Empathize, Define, Ideate, Prototype, and Test. Embedding 
these stages into Kanban and Software Development Life 
Cycle allowed the lead author to create a productive and 
innovative development process. 

3. PHASES 
The lead author identified four main phases in my project 
schedule. 

1. Planning – the first phase, which is dedicated to defining 
the scope of the project and allocating the given time 
budget to the estimated tasks. This phase is also used to 
gather information and requirements from our 
stakeholders/project customers, perform risk analysis, and 
create quality assurance standards for deliverables and 
testing. 

2. Design – an iterative phase for developing the initial 
prototypes (low- and high-fidelity) and gathering feedback 
from users and project customers after conducting 
functional tests to ensure the prototype is operational. 

3. Development – an iterative phase that initially consists of 
four iterations (only one iteration was produced due to time 
constraints), during which the final product is improved, 
and more features are added with each iteration. Iterative 
development includes repetitive tasks such as the 
development itself, functional and usability testing, and 
feedback from customers to ensure the quality of the final 
product. 

4. Delivery – this stage will be used to finalize the project, 
documentation and deliver the final product. 

4. LEARNING OUTCOMES 
Personal takeaways from the project were learning how to work 
with project management frameworks, conducting ongoing risk 
analysis, and following best practices for Agile software 
development and functional and usability testing. 
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As for the development tools, the main learning outcome was 
how to use Adobe XD application to design and create 
interactive prototypes. 

5. PROJECT OUTCOMES 
Upon completion, the project provided academic and industry 
related outcomes. It involved evidence and documentation 
gathered during the process, as well as the final product. The 
final product is a website which met the requirements specified 
by the client during the Planning phase, tested for functionality, 
and tested with users for usability metrics and acceptance rates. 
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