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Problem of Practice Final Design Report for 

Increasing Student Retention in Online Courses 

The topic of student retention often comes up in conversation or as a topic of discussion 

during the online advisory committee meetings or faculty meetings that I attend. Student 

retention is not only important in courses that are taught on campus in a traditional classroom, 

but in the online environment as well. It seems that retention in online courses is an ongoing 

issue and we have yet to find a single viable solution for student retention and success. As a 

community college web programming instructor now teaching fully in the online environment, 

student retention in online courses is even more important to me as the nature of the environment 

presents a number of obstacles for the online student to overcome which may contribute to lower 

retention in online courses. During this semester I engaged in a very detailed and formal outlined 

design thinking process using the Stanford Design Thinking model as a guide. The model 

includes five modes; empathize, define, ideate, prototype, and test. I actively and diligently 

worked through each mode within the design thinking process to ultimately arrive at possible 

viable solutions to increase student retention in online courses.   

The Empathize Mode 

The empathize mode in the design thinking process is very powerful and the ideal place 

to begin exploration into increasing student retention in online courses. During the empathize 

mode is where a designer begins to know and understand their target audience, the individuals 

that are the focus of the design challenge. I began by identifying common obstacles among 

online students based on my observations, communication with my online students, and 

demographic data supplied by the Institutional Research and Planning department at the college 

where I teach. The common obstacles were identified as: 
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• Time management 

• Job responsibilities 

• Learning is asynchronous, not synchronous 

• Motivation 

• Finances  

• Comfort level with technology and computers 

• Reliable Internet access 

• Course workload 

• Online support/help 

• Instructor involvement 

• Student preparation 

Each of these obstacles either by themselves or collectively, may inhibit success and retention 

within an online course.  

I engaged in the following empathetic techniques in order to better understand my target 

audience (the students): experience prototyping, character profiling, and a student survey. I also 

had brief discussions with the director of the Center for Teaching and Learning as well the 

Institutional Research and Planning department at the college who supplied me with some basic 

demographic data regarding the college's student population (requires authenticated college staff 

access) as well as a list of resources that are available to students related to support and success 

in online courses. The links to the resources can be found within Appendix A. 

My focus during the experience prototyping session was on how a student with a low 

vision disability may interact with an online course and access the course materials. The key 

observations that I recorded are located within Appendix A.  
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For the character profiling activity, I received some basic demographic information 

within the college website from the Institutional Research and Planning department. Based on 

the demographics and my personal interaction with my students, I created three different online 

student character profiles. I included the following focal points within the character profiling 

from which I built upon for each student: 

• Basics (employment status, age, gender, race, marital status, children, credit hours, major 

area of study, etc.). 

• The Journey (education costs, financial aid, GPA, education background, etc.). 

• Identification Factors (external conflicts, etc.). 

• Personality Traits (student/teacher interaction, quality of work, etc.). 

Details of the three online student character profiles are located within Appendix A. 

In order to get direct feedback from the students currently taking my Introduction to 

Basic Web Programming online course, I created a 10-question survey and requested their 

participation. A link to the online student survey along with additional details is located within 

Appendix A. 

The key takeaways while engaging in the process of becoming empathetic and learning 

more about my target audience were as follows: 

• I recognized the importance of organization, navigation, and easily accessible content 

within an online classroom.  

• As I was reviewing the college/student demographics and creating the character profiles, 

I began to see possible obstacles during their educational journey, their aspirations, and 

background information that may affect their success.  
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• Reviewing the survey responses, areas that I had thought where obstacles for students, 

the survey responses suggested otherwise respectively.  

The empathy mode of the design thinking process is very powerful and an ideal place to begin 

the exploration into ways to improve student retention in online courses and identifying the 

various obstacles that may inhibit their success. 

The Define Mode 

The define mode in the design thinking process is where the data gathered during the 

empathize mode is synthesized to define a succinct definition and the scope of the design 

challenge.  The define mode involved work and development associated with three different 

methods: a 5 Whys Root-Cause Analysis, a Why-How Ladder, and a POV (Point of View) Want 

Ad. By engaging with the various techniques and methods associated with the define mode, I 

was able to identify some of the salient needs of my target audience and arrive at a definition and 

scope of the design challenge.  

I engaged in a 5 Whys root-cause analysis in order to identify the underlying issues that 

may contribute to lower student retention in online courses. I began the analysis using one of the 

common obstacles that I identified within the empathy mode – student preparation. Follow up 

questioning concluded the following underlying issues: students may have come from a low 

income family environment, lost their job, waiting on financial aid money, or may have fallen on 

hard times due to family or personal emergencies and responsibilities or illness because the 

circumstances may have been inherited, the result of a lengthy government process (financial 

aid), or circumstances beyond on their control. The complete 5 Whys root-cause analysis can be 

found in Appendix B. 
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A why-how ladder method was used to hone in even further on the specific needs of my 

target audience (students) and working towards succinctly defining the scope and design 

challenge.  The why-ladder began by addressing the need "To prepare students to be successful 

in an online course" and branched into three separate needs within the ladder resulting in a 

detailed picture of three types of users within my target audience. The why-ladder details can be 

found in Appendix B.  

The purpose of creating a point-of-view is to reframe "a design challenge into an 

actionable problem statement" that can then be used within the next mode of the design thinking 

process – the ideate mode (Stanford d.school, n.d.).  Please see Appendix B to see the completed 

POV want ad. 

At the conclusion of the define mode and its activities, I arrived on the focus, scope, and 

target audience for my design challenge. My focus will be on examining student retention in 

online courses, identifying the various obstacles that may inhibit success, and implementing 

viable solutions to increase student retention in online courses. The Introduction to Web 

Programming online course that I teach will be the focal point in the design challenge and the 

students within that course will be my target audience. The student population includes three 

sections (during the Winter 2017 semester) with a total of approximately 63 students. The 

student demographics include ages ranging from high school juniors to adults in their 

fifties/sixties, a variety of different ethnic groups, and the male students greatly outnumber the 

female students in all three sections (19 females to 44 males respectively). The student 

population includes many of the following variables, usually with multiple variables applied to a 

single student: taking a full-time or part-time course load, working full-time or part-time, holding 

one or multiple jobs, family responsibilities (children), caretaker for parents, grandparents or 
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other family member(s), Federal Aid recipients, various income levels, varying GPA scores (we 

are an open enrollment college), commuter college (no on campus housing), various ethnic 

backgrounds, language barriers and special needs requirements. 

The Ideate Mode 

The ideate mode in the design thinking process is essentially the "brainstorming" mode 

where all types of radical design alternatives are generated that pertain to the concepts and 

outcomes of the design challenge (Stanford d.school, n.d.).  

In order to prime my mind for ideation, I engaged in an activity that allowed me to 

actively work and think on my design problem. I identified questions that I was struggling with 

in relation to the my design problem, issues or variables that were presenting a problem, thoughts 

that I was considering regarding the design problem, and possibilities, ideas, or solutions for 

consideration. I then assembled a series idea notes based on my design challenge, which I 

categorized into three separate areas of focus: videos, student support, and making a personal 

connection. Following this activity, the ideas were left to incubate before further exploration into 

this mode. Following the incubation period and reflecting on my idea notes, I concluded that 

there are so many variables in my design challenge problem that I cannot control and those 

variables are a big component of the problem and challenge at hand.  

The next step in the ideate mode was to actively engaged in a brainstorming session, 

maintain an incubation journal, and finally to reflect on the ideas generated during the 

brainstorming session(s) and the journaling activity. I conducted two formal brainstorming 

sessions and one informal session (an impromptu session based on the participants availability 

using Facebook and text messaging). The formal brainstorming sessions included teachers both 

inside and outside of my discipline and the informal brainstorming session included students and 
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parents. The ideas generated during the brainstorming sessions as well as interesting 

observations can be found within Appendix C for further review.  

An incubation journal was maintained following the brainstorming sessions. I recorded 

personal notes, additional thoughts and observations, as well as any new interesting ideas that 

came to mind. At this point, I also engaged in one of the Da Vinci's brainstorming techniques to 

aid in the ideation of any new creative ideas and/or solutions based on my design challenge.   

The results of the Da Vinci brainstorming technique are located within Appendix C for review 

along with excerpts of my incubation journal.  

Based on the input received during the brainstorming sessions, working through various 

brainstorming techniques, incubation, and reflection, I decided to implement the following ideas 

into my online course sections to support my design challenge: 

• Create videos demonstrating code, techniques, and methods associated with weekly 

topics. 

• Use online tools with students to review source code in a collaborative environment and 

to offer support and assistance online. 

• Link to a student resources area from within my online classroom that provides a list of 

student support services at the college. 

The three primary ideas listed will address and support key obstacles within the design 

challenge. 

The Prototype Mode 

The prototype mode involves the process of transforming ideas into a physical form in 

order for users to be able to interact with them and provide feedback during the test mode. My 

prototyping efforts focused on three separate areas: connecting students to useful resources at the 
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college via their online classroom, video code demonstration, and using an online code 

collaboration tool for support and assistance. 

During the course of the design challenge project, the Center for Teaching and Learning 

at the college implemented a student resources area within the college's LMS (Canvas) that can 

be accessed via a link located within the left side navigation area in Canvas. This was initially an 

idea that I had wanted to implement based on my design challenge research to connect online 

students with support services at the college, and ironically it was implemented by the Center for 

Teaching and Learning at the college. A screenshot of the implementation is located within 

Appendix D.  

I prototyped a video demonstration of one of the Hands-On Practice exercises in the 

course textbook used in my Introduction to Basic Web Programming course. The video 

demonstrates the process of creating a simple web page along with explanations of some of the 

basic HTML elements that are used within web page development. The video was uploaded to 

YouTube and a link to the video was created within the online classroom for students to access. 

The purpose of this prototype was to offer a short video lesson to acclimate students to seeing 

basic HTML code, how HTML elements are used within a web page, and to provide students 

with an understanding of some basic terminology prior to beginning their first homework 

assignment. This prototype was used to address some the obstacles for online students presented 

during the empathize mode. A link to the video demonstration prototype can be found within 

Appendix D. 

The last brainstorming idea that I prototyped was the use of a free, online code editor that 

allows users to engage in collaborative coding in real-time. The tool I chose was Collabedit. This 

tool would provide me with a way to provide online assistance to students who are having issues 
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with their code or as a way to provide a quick lesson or coding explanation. The prototype that 

accompanied the idea was a tutorial-type PDF document for using Collabedit that I created. The 

document included basic information on how to use Collabedit, a number of screenshots 

demonstrating the process as well as the tool's interface and features. A link to the Collabedit 

Tutorial PDF document is located within Appendix D for review. The purpose of the tutorial and 

use of the online collaboration tool was to provide support and assistance to online students and 

address some the obstacles for online students presented during the empathize mode. 

The prototyping process allowed me to take an idea and create a user experience that 

supports the ideas that I identified within the ideate mode of my design challenge. One of the 

difficulties was trying not to refine the prototype too much at this particular stage in the design 

thinking process. Ultimately, I was very pleased with the prototypes that were developed and 

created to present to the students. 

The Test Mode 

The test mode is the last mode within the design thinking process. This mode provides 

the opportunity to glean valuable feedback from the users that interact with the prototypes that 

were created. At this point, I embraced failure as a learning opportunity and an opportunity to 

produce a final product that not only was valuable and useful to my target audience, but also a 

product that provided a solution to many of the obstacles that were identified within the 

empathize mode of my design challenge.  

Approximately half of the students in my course participated in the testing process and 

provided feedback on the video that I created which walked students through creating their first 

web page. Details of the test protocol and design for the video demonstration as well as the video 

can be reviewed within Appendix E. Additionally; I participated in an online collaborative 
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coding and online support session with one of my students in which we tested the use of 

Collabedit. Prior to the collaborative session, I supplied my student with the Collabedit Tutorial 

PDF document that I created and requested that the document be reviewed before the start of the 

session. Details of the test protocol and design for the Collabedit session can be reviewed within 

Appendix E. At the conclusion of the test mode, I assembled all of the student feedback for 

review. Please see Appendix E for detailed user feedback. 

The purpose of testing the prototypes that I created was to determine if these solutions 

provided value and support to the user and assisted them in successfully learning the course 

material. If students know that assistance and additional support is available, they may be more 

likely to stay enrolled in the course, successfully learn the course material, and complete the 

course with the appropriate knowledge to continue on with their education with confidence and 

assurance. Based on the feedback that I received from my students following the prototype 

testing, I have concluded overwhelmingly that the addition of instructional videos demonstrating 

weekly topics and concepts along with offering additional online support, assistance, and 

collaboration using online collaboration tools are viable solutions to increasing student retention 

in online courses.  

Conclusion and Reflection 

In regards to the design challenge that I embarked on over three months ago and after 

countless hours of engagement and interaction with my target audience, reviewing user feedback, 

deep exploration within each of the five modes of the design thinking process, brainstorming 

ideas with active and willing participants, idea incubation, prototyping, testing, and reflection, I 

have concluded that connecting students to valuable resources at the college and within the 

learning community, providing additional learning resources through the use of instructional 
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videos based on course topics and a collaborative learning environment, the opportunity to 

increase student retention within online courses is a very realistic and attainable goal.   

I have learned throughout this course, that the design thinking process is journey not a 

destination. Engaging with my problem of practice and design challenge during this course, has 

made me realize how two separate areas – design and education – can merge together and be 

used to solve design challenges in a formal yet creative way. Creativity and design are a part of 

education. I often describe web development to my web programming students as a web page 

being a blank canvas, the tools used to create a web page as the paintbrush, and the code that is 

added to a web page as the paint. There is more truth to that analogy than I had ever realized. 

Design can be found in every single field and in every single object of our everyday life, it's all 

around us. I am so excited to have discovered how to bring my passion for design back into my 

professional career as an educator. I am a designer. We are all designers.  
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Appendix A 

The Empathize Mode Observations and Outcomes 

Experience Prototyping 

The key observations recorded following the experience prototyping session are as 

follows (my reading glasses were removed during this session): 

• It took me a great deal more time to move around the course and through the materials 
simply because I had to keep zooming in on different areas within the online classroom 
within the web browser. 

• When I had to interact with my keyboard it took me a little more time to complete things. 
I can type without looking at the keyboard but when I have to input numbers and use 
special characters, I tend to look at the keyboard to be sure my fingers are on the correct 
keys. 

• I was able to view the course videos in full screen so I could easily see them without my 
glasses. I did notice that when viewing the video in full screen mode it fills the web 
browser window but I had to use the browser's back button to return to the course content 
which is not easy to see. 

• The discussion forums in the classroom were easy to use and familiar.  
• The handouts in the course were made available for download in PDF format, which I 

could then use the magnifying feature in Adobe Reader to more easily view and read the 
content. 

 

Character Profiling  

Character profiles were created for three separate online students based on my interaction 

with my students and basic demographic data supplied by the Institutional Research department 

at Macomb Community College. Authenticated access is required to view the demographic data 

and reports on the college website, detailed reports and data cannot be shared publically. 

 

 

 

 



PROBLEM OF PRACTICE FINAL DESIGN REPORT	 15	

 

Online Student 1 Character Profile 

 

Online Student 2 Character Profile 
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Online Student 3 Character Profile 

 

 

Student Resources – Macomb Community College 

Before students even register at Macomb we try to provide some information about what 

it takes to be successful - http://www.macomb.edu/future-students/choose-program/online-

learning/index.html. 

When a student signs up and accesses Canvas (the college's LMS), we have two resources: 

• Student Resources is found at the bottom left and is open for everyone to access -

 https://online.macomb.edu/courses/7375. 

• All students are added to the Intro to Canvas course, which everyone can access in the 

Success in Online Learning area from the Student Resources 

at https://online.macomb.edu/courses/7375. 
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User Survey – ITWP1000 Online Course 

Within the student survey, I asked questions of my students in order to gain some insight 

on their familiarity with taking online courses, their success on setting up a connection to the 

web server (a course requirement and integral part of the course), what they felt was the most 

difficult activity the first week of class, and the usefulness of the lectures I provide within the 

course. In addition, I requested feedback regarding some of the new ideas that I’m considering 

incorporating into the course to support student success. The survey can be viewed online at 

https://www.surveymonkey.com/r/J6VZP8F. Portions of the survey results are located at 

http://jwanner.net/msu/SurveyMonkey_itwp1000results.pdf.  
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Appendix B 

The Empathize Mode Observations and Outcomes 

5 Whys Root-Cause Analysis 

• Why 1? Retention is lower in online courses because students are not prepared to take an 
online course. 

• Why 2? Students are not prepared to take an online course because they lack the 
necessary resources such as a computer, textbook, or a reliable Internet connection. 

• Why 3? Students lack the necessary resources because they may be living on a budget or 
fixed income and can’t afford the resources. 

• Why 4? Students may be living on a budget or fixed income and can’t afford the 
resources because they may have come from a low income family environment, lost their 
job, waiting on financial aid money, or may have fallen on hard times due to family or 
personal emergencies and responsibilities or illness. 

• Why 5? Students may have come from a low income family environment, lost their job, 
waiting on financial aid money, or may have fallen on hard times due to family or 
personal emergencies and responsibilities or illness because the circumstances may have 
been inherited, the result of a lengthy government process (financial aid), or 
circumstances beyond on their control. 

 

Why-How Ladder 

The why-ladder can be viewed in further detail at http://popplet.com/app/#/3842772.  
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POV (Point of View) Want Ad 

Web programming teacher seeks goal-oriented, prepared, and busy students 

interested in successfully completing and earning a good grade in an 8-week online college 

course! 

• Willingness to commit to an approximately 18 hour weekly time investment and read, 
study, and learn the course material. 

• MUST have access to a reliable computer and Internet connection. This may include 
spending time at a library or using Starbucks or Panera Bread’s free Wi-Fi. 

• MUST be able to purchase the course textbook and engage with the material. This may 
include highlighting, adding notes to pages, dog-earing pages, or applying sticky notes to 
pages to mark important content. Colorful highlighting, colorful sticky notes, and creative 
note taking are recommended. 

• MUST have a hectic schedule that includes one or more of the following: a full-time job, 
multiple jobs, family responsibilities, a full-time course load at a college. 

• MUST be prepared to learn a full semester of content in half the amount of time. This 
includes working on assignments during work, during other courses, at odd times during 
the day or night, and on vacation. 

• Self-motivated, goal-oriented individuals with good time management skills and a desire 
for success and accomplishment in advancing their education or learning a new skill, is 
recommended. 
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Appendix C 

The Ideate Mode Observations and Outcomes 

Prime Your Mind: Actively work and think on your problem 

Questions that I'm struggling with: 

o How do I narrow my focus? There are so many variables that affect my PoP. 
o How do different learning styles play into this? 
o What can I do for the students who are not prepared? 
o How do I find a possible solution when “life” gets in the way? Family 

responsibilities, illness, etc. 
o How will I be able to track progress? 
o Did I ask the right questions in the student survey I created? 
o Should the focus have been more on the students rather than the online 

environment and online classroom? 
o How important are personal connections in an online environment? 

 
Issues or variables that present a problem for me: 

o Age groups, different ethnic groups, learning styles, family responsibilities, 
job(s), course load, student motivation, support systems, time management skills, 
available resources (e.g., computer, Internet connection, textbooks), finances. 

o Narrowing my focus. 
o I originally thought my teaching style, the online environment, the arrangement of 

materials in the online classroom were the problem but research is pointing to the 
different obstacles in a student’s life. 
 

Thoughts that I'm kicking around in my head on my problem: 

o My PoP has too many uncontrollable variables. 
o My colleague sent me this article: “Why aren’t there more Michigan community 

college graduates?” 
§ The above article (http://on.freep.com/2lnU17u) states: “Realistically, 

what keeps people from completion is not just on-campus issues,” said 
Mark Yancy Jr., the Applebaum Family Campus Coach at Henry Ford 
College. “There’s so much more going on in life that can cause problems.” 

o I feel I’m on the right track with my PoP, I just have to find a way to effectively 
execute my ideas. 

o Ask others for their opinion. 
o Am I the only teacher that experiences higher drop rates in the first week of class 

and the middle of class? 
 

Possibilities, ideas, or solutions that have entered my mind: 
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o Creating short videos that focus on sticky areas within the weekly chapter 
readings. 

o Enabling the chat option in my online classroom so students can meet online and 
chat with each other. 

o Recommend that students that they can attend a class session on campus for the 
same course. 

o Promoting tutoring services. 
o On/off campus study groups arranged and conducted by the students 
o Holding an online meet and greet – get to know the students and they can get to 

know me. 
o Offering online office hours in addition to the on campus office hours 
o Holding an optional online meeting session during the first week of class and half 

way through the course to connect with students. 
o Creating group activities to promote collaboration and build a support system. 
o Host a “webinar” type of session where I go over a topic and students can 

participate by asking questions or just watching – record the sessions so students 
that can’t attend can watch at convenient time based on their schedule. 

o Advise students through email, office hours, etc. about the web program and its 
courses. 

o Advertising and providing information within the online classroom and/or via 
email highlighting the student services on campus: learning centers, career 
services, counseling & academic advising, disability/special services, Financial 
Aid, Reading & Writing Studios, Veteran and military services, health and 
benefits assistance, child care resources, and food assistance through the food 
pantry. 

Idea Notes 

• Videos: 

o Go through each chapter in the textbook and pick out 1-2 “sticky” areas and 
create short videos where I walk through a process or technique to help students 
better understand a particular technique – include actual coding. 

o Ask students to provide 1-2 areas in the chapter reading that they would like more 
clarification on. I will choose the 1-2 most popular areas based on student input 
and create a short video. 

o Create generic videos that I can use throughout all of my online courses 
demonstrating how to submit completed work, accessing the web server, and 
interacting with the web server, which are common practices and requirements 
across all the courses in the program. 
 

• Student Support: 

o Assemble a document that contains all the support services offered at the college 
that can be distributed the students: (learning centers, career services, counseling 
& academic advising, disability/special services, Financial Aid, Reading & 
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Writing Studios, Veteran and military services, health and benefits assistance, 
child care resources, and food assistance through the food pantry). 

§ The document will include the name of the service, location (if 
applicable), and a contact name, phone number, and email. 

§ The document will be emailed out to the entire class as well posted within 
the online classroom. 

o Offer online office hours for students who cannot make it to on campus office 
hours. 

§ This will be offered during a set time each week – all students welcome 
from multiple sections. 

§ Offer Individual online assistance (by appointment) for any personal 
issues and/or program advising. 

o Advertise workshops at campus that promote student success. 
§ Post announcements in the online classroom and send the information out 

to the class via email. 
o Share job/internship information within the virtual classroom and via email. 
o Encourage on/off campus study groups. 

§ These are set up and managed entirely by students. 
§ Offer meeting suggestions such as the campus Learning Centers or the 

Student Centers (at both campuses). 
§ For meeting online, I can enable the chat feature in the online 

classroom so students can interact synchronously. 
• Making a Personal Connection: 

o Conducting “optional” online meeting sessions during the first week of class and 
half way through the course to connect with students. 

o Invite students to follow and connect with me on Twitter and LinkedIn. 
o Holding an online meet and greet – get to know the students and they can get to 

know me. 
 

Brainstorming Sessions 

The following ideas came out of the brainstorming sessions: 

• Online workshops that promote student success and preparedness 
• Create online tutorials demonstrating code, techniques, methods 
• Create class assignments that focus more on real-life scenarios 
• Have the students build something “real” 
• Prerecorded online webinars that students can watch on their own time 

o Post them to the online classroom 
• Create hands-on assignments that include demonstrations 
• Take an abstract concept and apply it to something “real” e.g., use robots to teach coding 

concepts and coding languages 
• Make use of online simulators 
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• Write a program and then deploy it through the use of simulator to bring a real-life 
experience to an assignment/project 

• Run an extra credit contest and award extra points for the best designed website, best 
content, best graphics, etc. – motivate and engage students 

• “Early turn in” – offer the students extra points for submitting their work prior to the 
deadline in order to motivate and engage students e.g., if work is due on Sunday, you get 
5 extra points for turning it on Friday and 3 extra points for turning it on Saturday 

• Assign a group website final project rather each individual working on their own separate 
website 

o Promotes collaboration 
• For help discussion forums, offer extra points to students based on how many students 

they help 
o Gets students involved with helping each other, teaching and learning 

• Job shadowing different IT departments at the college that help students gain experience. 
Run a raffle of all interested students, choose 2-3 students to job shadow during the 
semester, maybe 5-10 per week, rotate in different IT areas: web development, 
networking, help desk, etc. 

o Motivates students 
o Engages students 
o Builds their resume 

• Assign a “pre-quiz” worth 10 points that asks questions to find out if students are 
properly prepared to take an online course 

I also noted interesting topics of conversation during the brainstorming session that involved 
students and parents (read below).  

1. Interesting activities and good teacher engagement. I’d imagine a lot of people’s biggest 
problem with online classes is communication to their teacher, or motivation to actually 
get the work done. Probably reply time would be most important. And i usually use email 
with my teachers. 

2. My take on being successful in online vs traditional classrooms has to do with having 
many overlapping variables that drive success. The method of engaging in the class might 
appear radically different, but I don’t see it that way. A student might be “shy” in a 
classroom and not raise their hand or they could be “shy” in an online forum and feel 
they have nothing to add. Seriously, in a case like that, it’s part of the instructor’s job to 
create an environment that encourages engagement and a clear communication of the 
expectations of the course. I could think of dozens of others, but I still go back to the 
same point…NOT that many differences. If a student has an unsupportive environment, 
the form of receiving the coursework doesn’t matter. Part of it is being able to navigate 
life and having the time for the prep and necessary work away from the classroom to 
succeed. Not to sound overly-pessimistic, but it’s never a one-way street for the student 
nor the instructor. There is give and take and responsibilities on both sides. 

3. I tend to drop a online class when it seems to be so overwhelming. Under week 1 there is 
200 items that need to be completed by next week. To me it feels like I have no support 
in this class. I have yet to have an online class with a lot of instructor involvement. One 
class after the instructor “introduced” himself, we didn’t hear from again. I was really 
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worried thinking maybe he died and no one knew. I even emailed him with no response. I 
dropped the class. Everyone taking an online class knows there is a lot of work involved 
but the professors have to realize we have other classes, work full time and have a family. 
I personally rather take a brick and mortar class because i feel i get more out of it because 
of the professor interaction. 

4. I’ve never taken an online course, though I know people who swear by them. Part of my 
problem would definitely be the family responsibilities – hard to sit at a computer with 
laundry baskets around you waiting to be folded and dinner waiting to be made. My 
problem is that I don’t feel I’m “tech savvy” enough to make it through an online course, 
like I wouldn’t even know where to begin, so that’s why I would shy away from even 
trying one. But if I knew it was for every level of computer knowledge, even one like 
mine, I might be more willing to at least try it. One of my biggest questions would be 
how do I contact the instructor if I needed help with anything, and would they be willing 
to help me? 

Notes taken during the brainstorming sessions: 

 

 

The Incubation Journal 

My incubation journal resides within my personal account on Evernote where the notes 

from my brainstorming sessions, my problem of practice, and additional information related to 

the ideate mode are assembled. Excerpts of my journal are displayed below for review. Web 

page versions of my journal are located at the following URLs: 
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• PoP Notes: http://bit.ly/2p3Xj44 
• Brainstorming Session: http://bit.ly/2p3U50L 
• Incubation Journal: http://bit.ly/2p3VEf4 

 

 

The Word document using Da Vinci's Technique can be viewed at http://bit.ly/2p3LUS0.   
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Appendix D 

The Prototype Mode Observations and Outcomes 

Linking Students to College Resources  

A student resources link is located within the left-side toolbar area. When the link is 

selected, the user is taken to a Student Resources page within Canvas (the college’s LMS) where 

a list of available resources at the college is displayed. The student can click on any of the icons 

with the resources page and they will be connected to the appropriate area within the college’s 

website for additional contact information. 

 

 

Video Demonstration 

The video demonstration can be viewed on YouTube at https://youtu.be/bx30gK5Ow4U.  

 

Collabedit Tutorial 

The Collabedit Tutorial PDF document used within the prototype mode can be viewed at 

http://bit.ly/2oGS334.  
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Appendix E 

The Test Mode Observations and Outcomes 

Testing a Prototype Design 

The short video that I created explaining the test mode of the design thinking process can 

be viewed at https://youtu.be/SrZQ2-WS9FY.  

Text Protocols and Designs 

The test protocol for the video included the following: 

• A video was created that walks through the process of creating a basic web page using 
HTML. This video uses information from Chapter 2 with the course textbook as a 
reference point. 

• The video was uploaded to YouTube and initially set to “Unlisted”, students were 
provided with the URL to access the video. 

• An extra credit assignment was created within my online web programming classroom 
that offered students points for participation in reviewing and providing feedback based 
on the video walk-through. 

• The assignment link within my online classroom provided the user with some basic 
background information, instructions for accessing the video, and a series of some 
general questions regarding the video. 

• The users were given a deadline for submitting their feedback (one week). 
• Feedback was submitted through a drop box within the online classroom and assembled 

and documented within a Word document at the end of the submission period. 

The test protocol for the online collaborative coding session process using Collabedit included 
the following: 

• A multipage tutorial was created that provides the user with basic information on how to 
access, use, join, and initiate an online collaborative coding session using Collabedit. 

• The tutorial provides instructions and screen shots documented the process. 
• Prior to joining a collaborative session, the user is supplied with the Collabedit tutorial 

document so he/she can prepare for the session. 
• I initiated the Collabedit session and invited the participant via email with some basic 

instructions and a URL so that the user could copy/paste into their web browser to join 
the session. 

• The Collabedit sessions contained the HTML code the student participant needed 
assistance with and was present in the browser window upon joining the session. 

• The user was instructed to modify the HTML code within the session window and engage 
in conversation via the chat window during the session while we collaborated in real-
time. The session lasted for approximately 45 minutes. 
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• Feedback was submitted through email following the session and was based on a series of 
questions regarding the use of Collabedit. 

• Feedback was assembled and document within a Word document. 

Feedback regarding what users liked included: 

• I love the fact that the video is broken down line-by-line explaining in detail the function 
of each tag. 

• I liked that in the end a resource was provided that would help you if you had any more 
questions on different topics. 

• I do find videos very useful to help me understand concepts within programming I’m 
finding difficult. 

• I enjoyed this video! Videos are most useful when concise and focused on one topic. I 
think that makes it much easier to refer back to them when necessary. 

• I’m a visual and kinetic learner so reading doesn’t help as much as hands on or visual 
instruction. 

• This YouTube video takes it a step further and shows you how to create elements within 
the instructions. 

• I like tips and tricks, for example when you mention white space in HTML code for 
debugging. 

• I liked how you went step by step and introduced the basics of the class. 
• The language used was easily understood and presented well. 
• I absolutely would watch videos like this where a topic is challenging. 
• While using this tool (Collabedit) I thought it was very useful and nice to converse with 

you while figuring out where my errors were. 
• I liked the fact that we could, literally converse back and forth and I knew where you 

were talking when trying to help me, it made this learning experience easier and was very 
beneficial. 

Feedback for improvement included: 

• I would prefer that videos be entirely optional and cover topics that are historically harder 
to comprehend and not on every single topic we cover. 

• I do feel that this video was a little long nut it is packed with information. My suggestion 
may be to separate it into many parts maybe, like mini videos that way they are more 
specific to one topic. 

• After watching the whole video to the end my one complaint is the text front is a little 
small. 

• I feel as if you could zoom or make the text font larger it would be more user-friendly 
and helpful 

• The use of the yellow cursor bubble was distracting and caused a blur on the parts of the 
code when you hovered over them.  A different pointer might work better. 

• Maybe add a definition of terms of the code tags that you used at the end just as a 
reference. 

• I think the length of the video is acceptable, but so is shorter. As I said, I find these types 
of videos useful, but they are most useful when concise and focused on one topic. 


