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Abstract

At The Ohio State University, 35 business students in the Honors Cohort Program
in the Fisher College of Business are tasked each year to explore and develop community
impact projects that are defined by the ambiguous prompt, “to make an impact”. The
students are randomly assigned to one of five teams and the teams can pick any societal
area in which to make an impact. In addition, the teams are free to choose how they
define “impact” and how they approach their service design/impact project. This is a
form of project-based learning (PBL) because it is an active student-centered form of
instruction, characterized by the students’ autonomy, constructive investigations, goalsetting, collaboration, communication and reflection within real-world practices
(Kokotsaki, Menzies, & Wiggins, 2016).
This case study introduced two new design-led approaches to the impact project:
design-thinking, and co-design. Many studies have examined the effects of design-led
approaches on service design project outcomes (Sleeswijk Visser, Stappers, Van der
Lugt, & Sanders, 2005; Steen, Manschot, De Koning, 2011; Liedtka, 2011). The benefits
of using a design-led approach inspired the goal of this case study: to introduce and
expose components of both design-thinking and co-design to business students since
these approaches are not generally included in the standard business curriculum.

iii

The five teams of seven students were exposed to the two design-led approaches
through four short workshops called ‘microbursts’ over the course of the Autumn 2021
semester during their seminar class. The students took a survey on the approaches before
the first workshop (pre-survey) and the second after (post-survey) all the workshops were
completed to assess their knowledge of the three approaches (i.e., business, designthinking and co-design), benchmark their baseline feelings toward ambiguity, and to
generate associations with the term ‘community impact’. The post-survey also included
questions to gather open-ended feedback on the four workshops, including the
workshops’ influence on their impact projects.
This case study demonstrates how design-led approaches can facilitate projectbased learning and collaboration and can contribute to addressing community impact
challenges. A common takeaway across each workshop was how important it is to put the
stakeholders needs’ first and consider how decisions will impact the end-user. This case
study cultivated interdisciplinary thinking through design-led approaches that exemplify
user-centeredness, ability to visualize, and appreciation for ambiguity.
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Chapter 1. Background

The Fisher College of Business Honors Cohort Program is a rigorous two-year
academic program with 35 students. The Honors Cohort Impact Challenge places
students with five teams that will be responsible for planning and executing a community
service project, a key component of the Cohort experience. The projects will provide a
context for developing leadership, communication skills, creativity, collaboration,
teamwork and resourcefulness, while building awareness of and sensitivity to different
challenges in the community.
The Impact Challenge Project modeled the two-semester time frame and was
based on a framework for Project-Based Learning as shown in Figure 1 below. As a
member of the previous Honors Cohort, the author had knowledge of the program
structure and its previous lack of exposure to design-led approaches. The Honors Cohort
Director shared student feedback from previous years of the program stating that students
felt uncomfortable with ambiguity and responding to changes or pivoting within their
projects. This feedback prompted the motivation for this case study.
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Figure 1: Project-Based Learning is based upon Experiential Learning Theory (Asiri,
2020).
Human-centeredness means focusing on “understanding human behaviors, needs,
and values” (Howard & Davis, 2011) as a way to solve “complex and strategic problems”
(Howard et al., 2015). "Being user-centric does not mean asking customers what they
want; rather, it is about finding out what they need" (Koh, 2012). If you want to be truly
human-centered, “customer co-creation is not an option” (Liedtka, 2011), it should be a
key requirement (Dosi, Rosati, & Vignoli, 2018).
Human-centered design-led approaches to innovation and product/service
development start with end-users and other key stakeholders of the product or service at
the center of the design process. The benefit of using these approaches is that since the
end-users and other stakeholders are involved in the design process, the final
products/services are very likely to make a positive impact on people’s lives in the future.
There is great value in understanding people's needs and great importance of the
capability to translate the need into a tangible result to generate value for people
(Auernhammer & Roth, 2021). There is an important relationship between design-led
2

approaches and ambiguity. The fuzziness of ambiguity ensures solutions are not
generated prematurely in that, “Ambiguity not only represents a useful resource, but a
powerful sign of respect for users as well” (Gaver, W.W., Beaver, J., & Benford, S.,
2003).
Businesses are starting to bring human-centered, design-led methods into practice.
Liedtka interviewed leaders from a number of Fortune 100 organizations who operated at
the intersection of design and business. She concluded that “the process of ‘‘innovation’’
in many large organizations could fairly be described as a battlefield in which R&D,
marketing and business development functions seemed to wrestle for control and often
work at cross-purposes with each other. And proponents of ‘‘design thinking’’ seemed to
be frequently caught in the crossfire.” (Liedtka, 2014). In addition, co-design is becoming
increasingly popular in many businesses and organizations today (Binder, Brandt, &
Gregory, 2008).
Although the use of design-thinking is growing in businesses, design-led methods
are not usually taught in undergraduate business schools, but some are speaking out about
this omission. “We need to better integrate the kind of "exploratory skills" that business
schools have not traditionally emphasized into our curricula” (Elsbach & Stigliani, 2018;
Glen, Suciu, & Baughn, 2014); as cited in Earle & Leyva-de la Hiz, 2020). There is also
some criticism of business programs with one being that "students learn to value
shareholders’ interests over those of customers and society” (Ghoshal, 2005, as cited in
Dunne and Martin, 2006). Davis’s (2010) case study on teaching Design Thinking in the
School of Business took place at the University of Louisiana at Lafayette. She concluded
3

that the design thinking approach “creates a new level of value that speaks greater in
response to consumer needs” (Davis, 2010). Therefore, the integration of design-led
approaches in the academic setting in business schools is essential for future students and
society.
This case study examines the exposure of students to two new human-centered,
design-led approaches, co-design and design-thinking, in addition to the business/
management approach. As depicted in Figure 2 below, the three approaches in this case
study vary depending on which phase(s) the end-user is included in, with the purple dots
indicating end-user involvement. These phases denote the beginning of a project with
need-finding / problem-framing to the final phase of testing a product/service in the
market. In the business/management approach, the end-user of the product/service does
not give feedback until the final testing phase. The design-thinking approach builds
empathy with the end-user in the beginning and uses those conversations to then define
and create the product/service that will later be tested with the end-users again. The codesign approach includes the end-user as team member involved in every phase of the
project to make decisions and give feedback.

4

Figure 2: End-user involvement in each approach (E. Sanders, personal communication,
December 11, 2020).

A number of design-led approaches are emerging as shown in Figure 3. The two
design-led approaches in this case study fit into this broader context. Co-design is in the
broader participatory design space and design-thinking is in the broader design &
innovation management space. Participatory design involves end-users as partners in the
design process with a focus on democracy, whereas design & innovation management
mainly sees the users as 'the market' (Pedersen, 2016). Co-design is a subset of
participatory design where diverse experts come together to cooperate creatively. These
experts include researchers, designers, developers, engineers, and (potential) customers
and users. The potential customers and users are considered to be “experts of their own
lived experiences” (Sleeswijk Visser, Stappers, Van der Lugt, & Sanders, 2005).
As a subset of design & innovation management, design-thinking is categorized
as an iterative, exploratory process involving visualizing, experimenting, creating, and
5

prototyping of models, and gathering feedback from users (Glen, Suciu, & Baughn,
2014). Potential customers and users are involved in the design-thinking process but to a
far lesser extent than they are in a co-design approach.

Figure 3: Relationship between Participatory Design and Design & Innovation
Management (Pedersen, 2016).

The predominant business/management approach is characterized as quantitative
and analytical, and highly context-independent (Elsbach & Stigliani, 2018). This
approach is beneficial in more straightforward problem solving where the context is not
significant. On the other hand, the literature discusses the importance of the exploratory
nature of the design-led approaches to grasp human needs and solve open and complex
problems in ambiguous situations in order to overcome the predominant analytical
approach in management (Buchanan, 1992; Glen, Suciu, & Baughn, 2014; Luotola et al.,
2017, Auernhammer & Roth, 2021). Understanding the differences in these approaches is
6

essential as the students in this case study are tasked with exploring and tackling
ambiguous social problems.
The students in this case study are a part of Fisher College of Business’s Honors
Cohort Program consisting of 35 students selected through an application process for this
two year long program. In their first year of the program, while the students are juniors
(3rd year of college) they are tasked with tackling ambiguous social problems through
what is known as the “Impact Challenge”. One of the objectives of the Honors Cohort
Impact Challenge is to execute a field project that will provide a context for leadership
development, communication skills, and the opportunity to learn more about the nature of
group work while enhancing one’s sensitivity to community issues. The Impact
Challenge is an opportunity for students to prepare for the chaotic and sometimes
ambiguous corporate world and to develop as leaders. Field projects such as the Impact
Challenge utilize a problem-based learning model where the project is “the central
vehicle of instruction and students are active participants in the construction of
knowledge” (Condliffe, 2017).
The students are tasked with identifying an issue, then designing and
implementing their own Impact Project in response to the issue to create positive change.
The underlying motivation of the case study is that the two design-led approaches will
yield superior results to a business/management focused approach. This case study
introduces two design-led approaches to equip the students to better explore complex and
wicked problems with the communities they choose to serve. The idea of “wicked”
problems was originally developed by Horst Rittel and Melvin Webber in the 1970s
7

(Rittel & Webber, 1973) who describe social system problems that are “ill-formulated”
with “many clients and decision makers with conflicting values” and overall “the
ramifications in the whole system are thoroughly confusing” (Churchman, 1967, as cited
in Dunne and Martin, 2006).
This research is formulated as a case study because the objective of a case study is
to do intensive research on a specific case, such as individual, group, institute, or
community (Rashid et al., 2019). This case study involved intensive research on the
community of 35 students regarding factors of approaching a community Impact Project,
processes of implementing their Impact Project, and development of relationships among
the students and their community partners.
In case studies, the research questions are often of the “how do…?” character
instead of “how should…?” (Punch, 2005). Case studies are concerned with describing
real-life phenomena rather than developing normative statements. These specific traits of
a case study allow the researcher to focus on individuals’ behaviors, attributes, actions,
and interactions (Brewer & Hunter, 1989). Case studies are a preferred strategy when the
researcher has little control over events and when the focus is on contemporary
phenomenon within some real-life context (Yin, 1994). This case study focuses on how
the Honors Cohort students react to design-led workshops in the context of how they
create their Impact Project and the individual student’s behaviors and attributes related to
the appreciation of ambiguity. Accordingly, to understand the meanings and the sources
of value, a qualitative approach is appropriate.
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Chapter 2: Methods

The students in the Honors Cohort Program are challenged with year-long
community Impact Projects having an ambiguous prompt, i.e., “to make an impact”. The
students choose how to define impact and who they want to make an impact upon. In this
case study, they were randomly assigned to one of five teams of seven students and were
then exposed to new design-led approaches through four short workshops (Onboarding,
Community Partner, Goodwill Impact, and Final Proposal Feedback Rubric), called
‘microbursts’. Each of these workshops was created in response to what was observed
during the case study. As shown in Figure 4, the original timeline for the Honors Cohort
Impact Challenge included checkpoints for the students to present their Impact Project,
but without the microburst workshops. Figure 5 depicts at which point in the Impact
Challenge timeline each newly designed workshop took place. Each workshop was in
response to observations at each of the student’s Impact Project checkpoints (i.e. Intake
Meetings, Midpoint Presentations, and Final Spring Proposal).

Figure 4: Honors Cohort Impact Challenge 2021 Timeline
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Figure 5: Honors Cohort Impact Challenge 2022 Timeline
This iterative way of creating the workshops aligns with the Participatory Action
Research methodology that was chosen to explore the phenomenon being observed.
Participatory Action Research (PAR) is an iterative cycle of research, action, and
reflection. It is also a research approach which combines different research methods. This
process includes “situational analyses, planning, the implementation of planned action
steps, observation and reflection” (Costello, 2003; Kember, 2005; Saunders as cited in
Oksiutycz & Azionya, 2017). The researcher used PAR to plan activities to conduct
during class sessions, observed the students’ reactions, and reflected on the changes
needed for the next iteration. This study also analyzed the students' self-assessments of
performance and confidence levels in applying design-led methods.
The first three workshops used visual facilitation as the primary means of
engaging the students. Visual thinking is a key characteristic of design-led approaches
and emphasizes the use of visual imagery in creative problem-finding and solving. Visual
10

thinking allows participants to see a problem from multiple angles and can help them
choose to “solve it in the direct context of seeing” (Auernhammer & Roth, 2021). With a
visual understanding of the problem, they can imagine alternate solutions, “Cycling
between perceptual, inner, and graphic images, [s]he continues until the problem is
solved” (McKim, 1972).
The four workshops created in response to direct observations were delivered at
different points in the impact challenge to facility skill development for the participants.
The (1) Onboarding Workshop introduced the three approaches to service design
including business, design-thinking, and co-design. The design-led methods of
experience mapping and stakeholder mapping were also introduced in the first workshop.
The (2) Community Partner Workshop included a brainstorming session about strategies
to find and build relationships with community partners, with the purpose of generating
different ways of connecting to the community. The (3) Goodwill Impact Workshop
taught linear and iterative ways of framing impact and introduced a persona-building
activity, in order to build empathy for the Impact Project stakeholders. The (4) Final
Proposal Feedback Rubric set a mid-point benchmark and reminder of the progress
needed for Exhibition Night, where the teams present their year-long project work and
impact on themselves and the community. The categories of the rubric included Problem,
Plan, Solution, and Impact to align with the suggested Proposal outline provided by the
Honors Cohort Director, which is included in Appendix B.
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2.1 Onboarding Workshop
The first workshop, that took place on August 21, 2021, started with a
presentation comparing the business, design-thinking, and co-design approaches.
Preliminary teams of four students each were then tasked with making and presenting a
current experience map. These were not the assigned Impact Project teams student were
ultimately placed into because this workshop took place before the school semester
started and the Impact Challenge was introduced. The workshop teams made current
experience maps to visualize experiences such as hiking, attending or playing in an OSU
football game, air travel, attending or participating in a concert, etc. Experience maps are
a visual representation over time of people’s needs, wants, expectations and experiences
for a particular goal. They are a design tool to help the researcher/students to understand
product/service interactions from the users’ points of view (Liedtka, 2014). Experience
maps are also known as Journey Maps or Customer Journeys.

Figure 6: Question Prompts and Graphic (Gibbons, 2018) from the Onboarding
Presentation to help students create Experience Maps
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After all the participated teams made their current experience maps, the next
activity was to create a stakeholder ecosystem map that would identify the stakeholders
to be involved in the ideal future experience. Stakeholders were defined as anybody who
has a stake in the experience including its design, delivery, selling, funding, use, or
maintenance. After brainstorming their list of stakeholders involved, the teams positioned
them on the concentric circles depicted below. Creating a stakeholder map involves,
“identifying who all the involved stakeholders are or which stakeholders might be
involved, mapping them visually and finally analyzing their relationships” (Giordano et
al., 2018). The small circle in the middle was described as “the core” and the position in
which the central stakeholder was to be placed. The approach they were assigned to
utilize (e.g., business, design-thinking, or co-design) influenced which stakeholder they
put in the center circle. The students discussed what the concentric circles meant to their
team, e.g., whether that was the most power, money, knowledge, time, interest, need or
passion. In recent management literature, “the activity of mapping stakeholders or ‘key
connectors’ is not only used to identify stakeholders but also to measure or predict their
potential of influence and impact” (Bourne & Walker, 2005; Walker, Bourne & Shelley,
2008). This activity serves as a ‘conversation facilitator’ that supports the collaboration
of the different students in multiple ways (Gaver, Dunne & Pacenti, 1999; Eriksen et al.,
2014; Sangiorgi, Patricio & Fisk, 2017). During the Onboarding Workshop one student
commented, “I didn’t really pick up what you were saying at the beginning about codesign and design-thinking, but then doing the hands-on workshop really pieced it
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together”, which shows how the hands-on collaboration can help facilitate project-based
learning.

Figure 7: Stakeholder Map Example (Giordano et al., 2018).

Figure 8: One of the Experience Maps (left) and Stakeholder Maps (right) from the
Onboarding Workshop
14

2.2 Community Partner Workshop
The Impact Challenge teams had initial intake meetings with the Honors Cohort
Director, Ty Shepfer, and myself, as workshop facilitator and researcher, the week of
September 30th, 2021. In these thirty-minute meetings, the teams verbally shared their
topic idea(s) for the project and how they would approach making an impact.
After observing each team’s intake meetings, we noticed that there was a need to
discuss strategies to connect to community partners. Following the participatory action
research (PAR) methodology, this led to the creation of the next workshop for the
students, the Community Partner Workshop, which took place on October 12, 2021. It
included a 15-minute brainstorming session outlining potential strategies to establish a
relationship with a community partner or nonprofit. This brainstorming session took
place with all 35 students together in their seminar class. This workshop was 15 minutes
due to the time constraint of using class time to have all 35 students be present.
Most of the Impact teams had been quick to generate a proposed solution for their
Impact Challenge based on statistics and the secondary research that they conducted
earlier in the project process. The teams understood and validated that they were
exploring real social issues, but did not elaborate or express an understanding of the root
causes behind these social problems. The teams recognized a need for primary research
(i.e., to collect data directly from end-users), but they felt lost in making these community
partner connections and relationships needed for conducting this type of primary
research. Teams were not aware that if they approached these vulnerable populations or
15

nonprofits saying they wanted to help, they would be positioning themselves as the
‘experts’. This positioning is contradictory to the co-design mindset whereby the
expertise of the people who have lived experience with the challenge is considered to be
the most valuable form of expertise (Sleeswijk Visser, Stappers, Van der Lugt, &
Sanders, 2005).
The partnering strategies that were identified in the second workshop included
collaborating with student organizations, past Cohort Impact Challenge teams, non-profit
navigators, university department resources, and picking a nonprofit before choosing the
problem or picking a problem before choosing a nonprofit.

Figure 9: Community Partner Workshop White boarding
2.3 Goodwill Impact Workshop
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The Fisher College of Business holds an annual Fisher Impact Day on Veteran’s
Day each year. On November 11, 2021, the Honors Cohort program traveled to two
Goodwill locations in Columbus and interacted with residents in a career fair to assist
them in their job search and aid their interview skills development. These interactions
were facilitated through games like Pictionary where the residents would draw and try to
guess the drawing of different professions while they shared their thoughts about their
personal interests and goals.
The Goodwill Impact Workshop took place after this experience, on November
16, 2021, starting with a 5-minute presentation that compared thinking about impact in a
linear way (starting with the problem, then the solution and then impact) vs. thinking
about impact in an iterative way (with dreams, opportunities and impact iteratively
influencing the person in the middle). (See Figure 10). Using personas helps reframe
peoples’ needs and the type of impact on them by emphasizing different perspectives
(McKim, 1972; Auernhammer & Roth, 2021).

Figure 10: The linear approach to impact (on the left) vs the iterative approach (on the
right)
Each Impact Challenge team then created a “future persona” (i.e., a hypothetical
person) based on the conversations they had while volunteering at the Goodwill
17

locations. The persona included their community member’s interests, passions, fears,
future hopes, and future dreams. The teams were also asked to consider how they would
know whether or not they had an impact on this person and how they would help them
reach their dreams. Qualitative data is necessary in order for personas to be perceived as
real/credible, and in order for the project group and others who are involved to feel a
sense of empathy and commitment (Nyström & Sjögren, 2012).

Figure 11: Example of a “future persona” made in the Goodwill Impact Workshop
A few participant takeaways from the workshop are described below. A comment
from one of the students immediately after the workshop included, “It was helpful seeing
different personas, like for our foster kid project it shows that there’s going to be many
different personas. Every foster kid to Goodwill’s resident will have different
experiences”. Another stated, “I liked how building personas made us consider how to
interact with extroverted vs. introverted people to open up”. This sense of understanding
18

different experiences shows empathy building with others. The last comment made was,
“This workshop was really helpful in thinking on an individual basis, like quality of
impact vs. quantity of impact”. This is a crucial takeaway from the persona building
workshop.

2.4 Final Proposal Feedback Rubric
At the midpoint of the teams’ year-long Impact Projects, on January 14, 2022,
each team’s proposal for action to be undertaken in the spring semester was evaluated
through a rubric that focused on application of the design-led approaches. The evaluators
included myself and the Honors Cohort Director. In the previous years of the Impact
Challenge Curriculum, teams were not provided a rubric prior to the evaluation of the
proposal, while this year they were provided the rubric in advance. The rating scale of the
Final Proposal Feedback Rubric is detailed in Table 1 below. The four main sections of
the rubric: Problem, Plan, Solution, and Impact, were chosen based on the project
proposal guidelines for the Impact Challenge as shown in Figure 12.
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Figure 12: Proposal Suggestions provided by Honors Cohort Director
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Table 1: Impact Challenge Final Proposal Feedback Rubric
1 - no
effort
observed
/ decided
not to do

Rubric Category

2–
minimal
effort

3–
making
good
process

4–
almost
there

5–
already
done

Problem
STAKEHOLDER
- Does the team identify a core stakeholder?
- Do they have a good direct or indirect access to stakeholder?
STAKEHOLDER ECOSYSTEM MAP
- Do they have an ecosystem map depicted?
Plan
BACKUP OR RISK
- Do they have a backup plan for stakeholders?
- Do they have a back up plan on execution?
METHODS
- Did the team use primary and/or secondary methods?
SUSTAINABLE EFFORT
- Is there a continuation plan?
Solution
PROBLEM OR SOLUTION 1ST
- Did the team propose a solution first that did match the problem
stated?
SOLUTION TO STAKEHOLDER
- Did the team propose a solution that is connected to the core
stakeholder?
DELIVERY
- Is there tangible evidence that they can deliver on the solution?
- Is the solution only available to do as a prototype
- Is the solution too broad or abstract that only words can describe
it?
Impact
TYPE OF IMPACT
- Did the team identify Qualitative and/or Quantitative Impact?
TIMEFRAME
- Did the team identify Short term and/or Long term impact?
HOW TO MEASURE
- Did the team identify a way to track and measure impact?

The scores ranged from 43% to 69% in aggregate completion across the five
teams. Most teams received scores of 3 (on a 5 point scale), which was the expected score
across the categories since they were at the mid-point of the project and were still making
21

good progress. Their understanding of the problem and the stakeholders involved showed
the most progress overall. As part of the rubric, teams were also provided qualitative
comments and feedback on areas where they fell short.

Figure 13: The five teams (A-E) ranked side by side for each category of the Final
Proposal Feedback Rubric
The Problem category, that included understanding the stakeholders involved,
showed the most progress overall. One team depicted an excellent Stakeholder
Ecosystem Map (Figure 14) below that received a 5-rating on the rubric in that category.
Teams also showed much progress in the Impact category because they included both
qualitative and quantitative ways of measuring impact. The completed rubric for each
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team is included in the Appendix A.

Figure 14: Example of a Stakeholder Ecosystem Map provided in one team’s final
proposal
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Chapter 3: Results

3.1 Workshop Feedback Survey
Near the end of the second semester when the Impact Projects were almost
completed (March 24, 2022), the students were asked to evaluate the four workshops
using the post-survey. This timing was necessary in order for the students to accurately
reflect on how the workshops contributed to and influenced their Impact Projects overall.
They rated the workshops on a scale from 1 (Very Unhelpful) to 5 (Very Helpful). Their
ratings are shown in Figures 15 through 18. The Onboarding and Community Partner
Workshops and the Final Proposal Feedback Rubric had similar mean ratings: 3.91, 4.03,
and 3.97 respectively. These scores reflect the fact that the students found those activities
to be “helpful”. The Goodwill Impact Workshop received the lowest average rating with
3.17, which is closer to a neutral score.
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Figure 15: Helpfulness of the Onboarding Workshop

Figure 16: Helpfulness of the Community Partner Workshop
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Figure 17: Helpfulness of the Goodwill Impact Workshop

Figure 18: Helpfulness of the Final Proposal Feedback Rubric Workshop
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3.2 Factors Contributing to Workshop Helpfulness
The students provided feedback in their open-ended comments regarding the three
workshops and the use of the final review rubric. All their comments are available in
Appendix B. A summary and sample quotes are provided below.
There were several themes in the open-ended comments of the post-survey that
gave insight as to what did or did not make a workshop helpful to the students and their
projects. The students explained that a workshop was helpful if it made them consider
something new or rethink the way they had been approaching their project. For example,
the quotes below describe how the Onboarding Workshop impacted the students’
mindsets and ways of thinking.
-

“It definitely opened our eyes to the importance of considering how our decisions
affect different groups of people”

-

“I have a propensity for design thinking based on my past experience and it
helped me rethink my blanket application of this approach to all scenarios.”

-

“I think the workshop helped our team in terms of our mindset. It really
emphasized that we needed to consider all the stakeholders at play, especially in
the foster care system where the amount of stakeholders is extensive. That is one
thing I think our team did well on in the project”

-

“It did influence my impact project because it definitely helped my team think
about things differently than the traditional business approach and expanded
ways of thinking in terms of how to approach the project and thinking of ideas.”

The Community Partner workshop was rated as being helpful due to the timing
relative to the intake meetings and how actionable it was to apply the strategies to find a
community partner. This workshop sparked new considerations that students found
helpful as can be seen in their statements that follow.
27

-

“This had a great influence on our project because originally our team hadn't
thought about partnerships. After this session, we started looking into nonprofits
and found Orphan World Relief. It has been very helpful to be able to utilize their
resources.”

-

“I feel like this workshop helped to open our eyes on the types of resources that
were available to us when it came to possibly choose people to work with.”

-

“Yes, we originally had a completely different idea, but after this workshop, we
decided to change to a different idea based on the feedback we received.”

The Final Proposal Feedback Rubric additionally was rated as being helpful for
breaking down the Impact Project into components that students said they did not
consider or had fallen through the cracks while they were focusing on other parts of the
project. The rubric style created a sense of clarity and expectations that the students are
familiar with from other academic coursework. Nearly half the students mentioned how
the rubric was a helpful benchmark of their own progress or pointed their team in the
right direction.
-

“Being able to see the rubric after we had our final proposal was extremely
helpful and influential, in my opinion. It allowed us as a team to see where we
were in your and Ty's eyes, as well as where we compared with other groups and
what we knew about the status and progress of their projects. The rubric as a
whole allowed us to assess what parts of our project we needed to change, as
well as which parts were on the right track.”

-

“This rubric provided my team with a guiding reference to take into account for
our project. It did not limit our creativity but it provided a necessary guiding
map.”

Additional feedback given was related to when and how the Final Proposal Feedback
Rubric was introduced to the teams. Some of the students’ aversion to ambiguity was
apparent in their open-ended feedback since they interpreted the rubric as something to
adhere to as an assignment as if the rubric would determine their grade on their impact
project. In contrast, the goal of the feedback was to set a mid-point benchmark and serve
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as a reminder of the progress needed before Exhibition Night, since in the past students
did not have this reminder.
-

“This was definitely very helpful, but being exposed to the rubric earlier in the
process may have been useful.”

-

“If this rubric is used in the future I feel like it should be made a bit clearer that
we should be adhering to everything in this rubric instead of these items being
presented more like suggestions that we should consider.”

-

“Maybe have this session before winter break to allow groups to have tangible
things to get done over break.”

One of the primary reasons called out by five students as to why the Goodwill Impact
Workshop wasn’t helpful was the persona activity. These students noted that creating
individual personas based on the Goodwill volunteer experience did not connect to the
larger scale of their Impact Project. They would have preferred that the activity was
tailored to creating multiple personas for the specific people their Impact Challenge was
working with, as opposed to one persona based on the conversations they had with the
people at Goodwill.
-

“I do not think this workshop has any influence on our impact challenge
because I felt like this activity was not as tailored to what each group was doing
with their respective projects, especially given that by this point we were already
a few months into the impact challenge.”

-

“I did not feel like this workshop had much of an influence on our impact
challenge project simply because I didn't understand how we could scale this
exercise up to the level of our project. It didn't feel like creating a persona had
much to do with the projects themselves when all the people that get impacted
already have their own personas if that makes sense.”

-

“The workshop was very informative and entertaining, but I found it difficult to
implement what I learned from it in practice.”
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3.3 Pre- and Post-Learning Surveys
The Pre-Survey (August 21, 2021) and Post-Survey (March 24, 2022) assessed
the students’ knowledge of the three approaches, benchmarked their baseline feelings
toward ambiguity, and had them generate associations with ‘community impact’. Figure
19 shows the results of the students’ ratings of their knowledge level with regard to team
collaboration and the three approaches at the beginning and near the end of the Impact
Project.
Q2 - Rate your knowledge level on the following on a scale of 1 - 100.

Figure 19: Pre-Survey (top) and Post-Survey (bottom) results regarding knowledge level
on a scale of 0 – Novice to 100 – Expert
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Given the unequal sample sizes in the Pre-Survey (n=19) and Post-Survey (n=35), no
formal statistical analysis was conducted. The Post-Survey was administered during class
time which required full participation, whereas the Pre-Survey was not administered prior
to the start of the formal semester and received fewer responses. A visual comparison in
Figure 19 shows that the students felt that their ability to collaborate as a team appeared
to increase as a result of the workshops (from an average of 71 to 76), but that they did
not feel their knowledge about any of the approaches changed. However, this increase in
the ability to collaborate could be due to other reasons, such as the time spent working in
these specific teams, although it should be noted that the students had worked in a
number of different teams throughout their college career before this specific project.
Figure 20 below shows the results of the student’s feelings toward ambiguity at
the beginning and near the end of the Impact Project.
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Q3 - Use the slider to rate your feelings towards ambiguity.

26.3%
15.8%
31.6%
26.3%

5.7%
37.1%
5.7%
37.1%
14.3%

Figure 20: Pre-Survey (Top) and Post-Survey (Bottom) results regarding ambiguity from
1 – upset frown to 5 – elated grin.

The x-axis represents the number of students who rated their feelings on ambiguity.
The survey used an emoticon slider, with 1 representing an upset frown to a 5
representing an elated grin. Students took the pre-survey on August 21, 2021, before the
semester started and at this point did not have a formal introduction to the Impact
Challenge until a few weeks later. The students took the post-survey on March 24, 2022,
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two weeks prior to their Exhibition Night. In the pre-survey, the ratings of ambiguity are
distributed across the feelings, except for the most negative rating (1) that no students
selected. In the post-survey, most of the students are split between a 2 or a 4 rating. This
change in the pattern of responses reveals, first, that before getting into the project
students were undecided about how they felt about ambiguity. This is exemplified in the
open-ended response in the Pre-Survey below. There may be other explanations for this
pattern such as the students developing this skill through the maturity of their third-year
college courses.
-

“I feel like ambiguity can be both a good and bad thing. It’s good in the sense
that you have a lot of choice in what is possible but it’s bad in the sense that there
might not be enough direction for you to create something that whoever assigned
the task would be happy with”

However, after going through the inherently ambiguous Impact Challenge, students
were better able to assess and express their feelings about ambiguity. Some found it to be
a somewhat positive experience and others found it to be a somewhat negative
experience.
-

“Ambiguity is just stress causing because I like to have a plan.”

-

“I prefer things to be exact and precise rather than ambiguous”

-

“I like ambiguity, because it gives me the opportunity to take on a project in the
manner I see fit.”

-

“I believe ambiguity can lead to interpretation and creativity. Two things that
lead to innovation”
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In the Pre-Survey, which was administered before the start of the Impact Challenge,
the students were asked to provide three words that came to mind when they heard
“community impact”. Their responses are visualized in the word cloud below.

Q9 - What three words or phrases come to mind when you hear "community
impact"?

Figure 21: Word cloud describing community impact before the start of the Impact
Challenge
These Pre-Survey words/phrases describe ‘what’ impact is, but in the Post-Survey
the students reflected more on the ‘how’ of achieving impact. One of the biggest
learnings shared by 13 students in the open-ended comments of the Post-Survey was how
an impact on a small number of individuals is just, if not more, impactful than on a large
number of individuals. They described that they had learned that quality and depth of
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impact are more important than quantity and breadth of impact. What brought this
learning home was the timeframe of this project, e.g., six of the students emphasized that
they had learned that impact takes time. Students furthered this viewpoint of timing, as
some said they learned that it’s important to consider the impact in the long term.
Several students described that even just meeting people and making connections
in the community created an impact. A common takeaway across each workshop was
how important it is to put the stakeholder needs first and consider how decisions will
impact the end-user. The phases of the design-led approach were echoed in a few
students’ responses to the open-ended question: ‘What have you learned about making an
impact throughout this year in this project?’
-

“We decided that no matter what else occurred throughout the project, we wanted
to create a project that would truly have impact on those we wanted to help”

-

“It’s a lot harder to execute than to ideate, and often the people involved can
complicate things immensely.”

-

“The importance of the problem diagnosis step was really emphasized through
our impact challenge, and I've definitely internalized the importance of not
rushing into the solution aspect of the process, and instead of being thorough
and conscientious about what problem we are trying to tackle, and what specific
goals we have.”

3.4 Indirect Impact on Collaboration
Students mentioned that a few of the workshops did not have a direct influence on
their Impact Project but did spark some new ways of visually collaborating and working
in teams. Students found the workshop formats to be fun and creative, but in some
instances found it difficult to find what was the tangible take away to apply to their
project. This mainly applied to the Onboarding Workshop and the Goodwill Impact
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Workshop. The Onboarding Workshop was conducted very early in the first semester and
it may not have had a direct impact on the projects since some of the learnings may have
been forgotten and the impact challenge topics had not yet been selected. It could also be
due to the chaos of a new semester when students’ attention is being pulled in many
directions.
For the Goodwill Impact Workshop, using Miro, an online whiteboard collaboration
software, was found to be helpful in promoting visual collaboration. This visual format of
collaboration was new to this group of students.
-

“We did implement some features such as just openly thinking and writing
things on a whiteboard to ideate and be comfortable being flexible with the
design and pivoting.”

-

“Helped draw out our thoughts and think through option possibilities”

-

“I found the online whiteboard experience to be very fun and easy to collaborate
on, so I thought the vehicle/mode of delivery was perfect!”

The workshop formats also provided an opportunity for students to get more familiar
with others on their teams. The open-ended responses below denote feedback on the
Onboarding Workshop. The responses could also be attributed to the impact of having a
year-long team project.
-

“It was a great way to meet new members of the program and think in a more
creative way”

-

“Yes, it influenced our team dynamic and made us more comfortable with
pushing back on ideas.”
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Chapter 4: Conclusions

Students were exposed to different perspectives and project approaches beyond
their business/management approach in order to cultivate, sensitize and develop
interdisciplinary thinking (Lombardi, 2007, as cited in Oksiutycz & Azionya, 2017). It
was assumed the students already knew the business/management approach through their
previous coursework. This interdisciplinary thinking bridges the analytical thinking in
management and the exploratory nature of design-thinking. Design literature identifies
the following design mindsets and attributes; user-centeredness, ability to visualize, and
appreciation for ambiguity and failure (Auernhammer & Roth, 2021). The students
exemplified and appreciated these mindsets and attributes in their learnings from the
workshops that brought human-centered, design-led thinking to their impact projects.

4.1 Interdisciplinary Mindset Implications
User-centeredness
The greatest learning emphasized in the open-ended feedback across all the
workshops was how important it is to focus on the key project stakeholders and end-users
early in the process. The workshops served as reminders at multiple points throughout the
fall semester of this, but the workshops went a step further in equipping the students with
methods and tools to more directly involve their stakeholders in the process. This user37

centeredness and involvement included how to identify stakeholders and their
communities, how to connect with stakeholders, and how to build and foster relationships
with communities. Before this case study, it was evident that it was not enough to
describe the impact challenge as just a project to make an impact in the community.
Based on the survey input from the students, the workshops helped the students learn
how to understand and work with specific communities better. However, due to the
nature of the Impact Challenge timeline and the end of the projects, the impact on the
communities is not known.
In each of the final presentations on Exhibition Night, the teams shared how their
pre-conceived/anticipated way of interacting with their specific community changed over
the year as they began to truly put those users in the center of their project decision
making process. They realized how social impact takes time. One of the students
explained that “it takes time! If we want to make a true impact on the homeless
community, it will take time to build relationships with homeless organizations”. It is
evident that the exploratory nature of understanding the lived experiences of individuals
is what makes this impact process take time, yet yield potentially more useful results.
Ability to Visualize
The hands-on format and visual facilitation of these workshops were essential to
the interdisciplinary attributes the students identified and valued. Due to these
workshops, the students understood how and why to map experience and stakeholder
relationships. Students noted how it helped them “visualize impact” and “visualize the
target user of our service”. They also discussed how these workshops enabled them to
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“think in a more creative way” and get their “creative juices flowing”. The value of the
workshop format will be essential when going forward with engaging the students with
the material and strategies in the Impact Challenge next year.

Appreciation for Ambiguity
The students also felt more familiar with ambiguity, as shown in the Post –
Survey distribution where 74.2% of students were evenly split between a positive or
negative feeling towards ambiguity. The 51.4% of students in the Post-Survey that felt
positively about ambiguity expressed appreciation of ambiguity in their open-ended
feedback about the workshops. One student stated, “I believe ambiguity can lead to
interpretation and creativity. Two things that lead to innovation”.
The ambiguity in the ‘wicked and ill-defined’ social problems they were tackling
in the community surfaced when a few teams struggled at building connections with the
community at first. Some of the relationships “ended up falling through but we tried” and
“somehow it failed”. The Community Partner Workshop was important in introducing
these strategies to the students in that it “brought up a lot of facets we might not have
previously considered”. The biggest indicator of mindset shift from the workshops was
how the students described adapting or pivoting (i.e. changing the direction of the
project). One student wrote that the Onboarding Workshop helped them “be comfortable
being flexible with design and pivoting” and at the forefront of the project another
described that they “took some detours when deciding our project subject”. In the past
years of the Impact Challenge, students described how they felt locked into their project
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choice and selected way of approaching it. This feedback was provided by the Honors
Cohort Director who holds a seminar discussion with the class each year reflecting on the
Impact Challenge curriculum. The design-led workshops promoted the iterative nature of
design that helped students be comfortable with ambiguity and pivoting.

4.2 Curricular Outcomes
This case study demonstrates how the introduction of design-led methods can
contribute to addressing community impact challenges and facilitating collaborative,
project-based learning on the part of the business students. The outcome of this research
resulted in revisions to the curriculum for the Impact Challenge. The original Impact
Challenge Phases are listed in Table 2 below. The new curriculum includes the activities
shown in the Academic Content column, informed by the four workshops conducted this
year, that were not included in the process in previous years. These new workshop
additions are outlined in red text in Table 3 below.
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Table 2: Impact Challenge Phases
Impact Challenge Phases
1. Team Formation

Date
September

2. Intake Meetings

End of
September

3. Midpoint Presentation

October

4. Final Spring Proposal

December

5. Exhibition Night

April

Description
The students are randomly assigned teams
including members with different academic
majors by the Honors Cohort Director.
Each Impact team meets with the Director for 30
minutes to discuss research on social issues and
Impact Project ideas.
Each Impact team presents to the rest of the
Cohort their Impact Project idea and receives
feedback.
Each Impact team creates a written Proposal of
action of how they have/will execute their Impact
Project in the spring semester.
Each Impact team presents a final presentation to
Cohort alumni, stakeholders, and other Fisher
students of their project and the impact it had on
the community and themselves.
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Table 3: New Proposed Curriculum Outline for 2022-23 Cohort Impact Challenge
The process
At the beginning of the
semester the instructor
introduces the students to the
Impact Challenge
Students are divided into
teams of 7 members
comprised of different
specializations

Impact
Challenge
Phase

Specific applied
skills

Academic content

Team
Formation

Problem research

Introduction to
various project
approaches,
strategies to
connect with a
nonprofit,
experience
mapping and
stakeholder
ecosystem mapping

Students conduct
the secondary
research
Networking

The seven teams meet with
the instructor for feedback
on their initial ideas
The teams present their
project proposal on a
specific impact area at the
mid-point of the fall
semester

Intake
Meetings

Feedback received
from instructor

Mid Point
Presentations

Group presentation
assessed on depth of
research on the impact
area and progress
towards establishing a
community partner

Students conduct primary
research about the problem

The teams write an
executive summary of their
project proposal on a
specific impact area at the
end of the fall semester
The teams present their
project and the impact it had
on themselves and the
community at Exhibition
Night at the end of the
spring semester

Assessment

Facilitating
conversations in
the community
Final Spring
Proposal

Exhibition
Night
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Introduction to
design research
methods: empathy
building, personas,
interviewing
Introduction to
ways to reframe
and think about
sustainable impact

Project proposals are
assessed based on the
Feedback Rubric
including Problem,
Plan, Solution, Impact
Feedback received
from stakeholders and
program alumni who
attended Exhibition
Night
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Appendix A. Final Proposal Rubric Results for Each Team

Team A: Mentoring Foster Care Kids
Rubric Category
Problem
STAKEHOLDER
- Does the team identify a core
stakeholder?
- Do they have a good direct or
indirect access to stakeholder?

STAKEHOLDER ECOSYSTEM
MAP
- Do they have an ecosystem map
depicted?

Completion
Rating (1 – 5)

Evidence from Proposal

Comments/ Suggestions

4 – almost
there

Foster kids is the core stakeholder and have
preliminary contacts and meetings in Orphan World
Relief

Mentions "No one situation
is the same as everyone’s
circumstance for being in
the foster care system
varies and the end goal
varies as well" - good
recognition that you cannot
generalize everyone's
experience.
Identifies needs of foster
parents and also points to
where the team fits in this
ecosystem. Well done.

5 – already
done

See Figure 14
Plan
BACKUP OR RISK
- Do they have a backup plan for
stakeholders?
- Do they have a back up plan on
execution?
METHODS
- Did the team use primary and/or
secondary methods?
SUSTAINABLE EFFORT
- Is there a continuation plan?

1 - no effort
observed /
decided not to
do

No identified back up plan

3 – making
good process

Primary method: talked to organizations in the
Columbus Community
Secondary research method: statistics around foster
care system and trajectory for individuals aged out
We want this project to last beyond our time here at
Ohio State, so in order to ensure that, creating an
organization chapter here is a firm possibility.
Additionally, if we choose not to go that route, we
understand that there is an organization already
called Fostering Achievement Network; we could
also hand off our mentorship program to them and
they can implement that into their yearly
programming.

3 – making
good process
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Solution
PROBLEM OR SOLUTION 1ST
- Did the team propose a solution
first that did match the problem
stated?

SOLUTION TO
STAKEHOLDER
- Did the team propose a solution
that is connected to the core
stakeholder?
DELIVERY
- Is there tangible evidence that
they can deliver on the solution?
- Is the solution only available to
do as a prototype
- Is the solution too broad or
abstract that only words can
describe it?
Impact
TYPE OF IMPACT
- Did the team identify
Qualitative and/or Quantitative
Impact?

3 – making
good progress

3 – making
good progress

4 – almost
there

4 – almost
there

TIMEFRAME
- Did the team identify Short term
and/or Long term impact?

4 – almost
there

HOW TO MEASURE
- Did the team identify a way to
track and measure impact?

4 – almost
there

Total:

38/55

"Problem Statement: There are 16,000 children in
the foster care system in Ohio. Out of that group,
just
43% go on to graduate high school, compared to the
86% national average. Through a cohesive
mentorship program, we want to provide resources
and guidance to increase the foster care graduation
rate. Additionally, we want to specifically focus on
impacting the graduation outcomes of young adults
in one foster care in the Columbus School District."
Program is tailored to the 8-12 kids

"This partnership is ideal in our eyes, as it is a new
program, so we are able to truly work to build it
from the ground up with Orphan World Relief who
already has established connections among the foster
care community in Columbus. It is likely that we
will be working with 8-12 kids next semester."
Qualitative: Evaluating if their mentorship and
curriculum helped reached specific 8 - 12 students
goals
"Success within our project is determined by what
the students in our group want to accomplish in our
life.
Our goal as a team is to aid students in aging out of
the foster care system."
ST: "we believe our project will be deemed
successful if we can work with students in
the foster care system and watch them mature and
grow after our sessions."
LT: "determined if the students are able
to accomplish their long-term goals that they set out
for themselves during the first time we meet with
them"
- Plan to develop a similar assessment to Pre and
Post The Casey
Life Skills Assessment
- Foster Care students will give a final presentation
on what they learned from program
- Plan to document lesson plans and the student's
voices
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Brings up solution in the
problem statement.

The number of students
seems feasible with the
bandwidth of the 7 person
Honors Cohort team.

Team B: Humanizing the Homeless
Rubric Category
Problem
STAKEHOLDER
- Does the team
identify a core
stakeholder?
- Do they have a
good direct or
indirect access to
stakeholder?

STAKEHOLDER
ECOSYSTEM
MAP
- Do they have an
ecosystem map
depicted?

Plan
BACKUP OR
RISK
- Do they have a
backup plan for
stakeholders?
- Do they have a
back up plan on
execution?

Completion
Rating (1 –
5)

Evidence from Proposal

Comments/ Suggestions

3 – making
good process

Identifies unhoused individuals in Columbus, but no established direct
access or indirect access through a nonprofit

Mentions a quote "We
see the homeless on the
streets, in the subways,
on our campuses, and
outside our convenience
stores. We read about the
homeless in newspapers,
magazines, journals, and
books. We watch
television sitcoms and
dramas that portray
homeless characters,
listen to popular songs
about homelessness, and
even go see movies
where homeless
characters appear with
increasing frequency.
Yet few of us have
experienced
homelessness directly. "
--> shows they are trying
to think of the core
stakeholders perspective
of their experience
Also mentions 5 central
images of homelessness
in Media -->
demonstrates
sophisticated and
nuanced understanding
of core stakeholder

4 – almost
there

1 - no effort
observed /
decided not
to do

No identified back up plan
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METHODS
- Did the team use
primary and/or
secondary
methods?
SUSTAINABLE
EFFORT
- Is there a
continuation plan?
Solution
PROBLEM OR
SOLUTION 1ST
- Did the team
propose a solution
first that did match
the problem stated?
SOLUTION TO
STAKEHOLDER
- Did the team
propose a solution
that is connected to
the core
stakeholder?
DELIVERY
- Is there tangible
evidence that they
can deliver on the
solution?
- Is the solution
only available to do
as a prototype
- Is the solution too
broad or abstract
that only words can
describe it?
Impact
TYPE OF
IMPACT
- Did the team
identify Qualitative
and/or Quantitative
Impact?

3 – making
good process

Secondary research methods with statistics
Primary research methods through stakeholder conversations

3 – making
good process

Considers media organizations like the Lantern and Columbus Dispatch
along with nonprofits like Star house, Huckleberry house, Dream center, or
Mid-Ohio foodbank to continue program and number of stories.

3 – making
good
progress

Mentioned "We can only imagine the number of times each and every day
that people ignore their pleas for help. Our research has indicated adverse
mental and physical health effects as a result of being continuously ignored,
day-after-day." --> solution to build empathy and change stigma matches
problem identified

3 – making
good
progress

Yes - tied social recognition to core stakeholder (unhoused Columbus
individual)

TIMEFRAME
- Did the team
identify Short term
and/or Long term
impact?
HOW TO
MEASURE
- Did the team
identify a way to
track and measure
impact?
Total:

1 - no effort
observed /
decided not
to do

2 – minimal
effort

4 – almost
there

2 – minimal
effort

No established nonprofit partner yet, so barriers to accessing these
individuals to write stories on could hinder delivery

Qualitative: Focused on exposing campus and Columbus to people without
housing and their stories J
● Amplifying voices of the houseless community and employees in the
industry
Quantitative: Measure stories identified, written, and published
● Engagement with material online
● Donations to partners/advocacy groups?
Does not mention ST or LT impact

Discusses measuring engagement of stories presumably through news
partnerships

29/55
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Team C: Inspiring 8th Grader’s Future Paths
Rubric Category
Problem
STAKEHOLDER
- Does the team identify a core stakeholder?
- Do they have a good direct or indirect
access to stakeholder?

STAKEHOLDER ECOSYSTEM MAP
- Do they have an ecosystem map depicted?

Plan
BACKUP OR RISK
- Do they have a backup plan for
stakeholders?
- Do they have a back up plan on execution?
METHODS
- Did the team use primary and/or secondary
methods?
SUSTAINABLE EFFORT
- Is there a continuation plan?
Solution
PROBLEM OR SOLUTION 1ST
- Did the team propose a solution first that
did match the problem stated?
SOLUTION TO STAKEHOLDER
- Did the team propose a solution that is
connected to the core stakeholder?
DELIVERY
- Is there tangible evidence that they can
deliver on the solution?
- Is the solution only available to do as a
prototype
- Is the solution too broad or abstract that
only words can describe it?

Completi
on Rating
(1 – 5)

Evidence from Proposal

Comments/
Suggestions

3–
making
good
process

8th Graders or Reynoldsburg City Schools

Highlights it's a
multifaceted issue
and snowball effect:
“Students lose
interest in or ability
to attend school >
Grades suffer and
success grows
unattainable >
Students take a
leave from school or
drop out > Students
turn to crime or
unstable work

3–
making
good
process

Discusses Stakeholder Ecosystem with
- Existing Initiatives
- Planned Partnerships
- Target Demographic: Students of Reynoldsburg City
Schools

3–
making
good
process
3–
making
good
process
3–
making
good
process

To mitigate risk of partner not responding - plan to set
up biweekly meetings

3–
making
good
progress
3–
making
good
progress

Goal: Energize and educate students early in their
education by exposing them to college

3–
making
good
progress

Primary methods of talking about needs with Laura
Kraus
Secondary methods of absenteeism research
Organization-led sustainability and student-led
sustainability options mentioned

Re-engage students in school by highlighting the fun
aspects of college to encourage completion of high
school and application to college > highlighting the
fun aspects might reengage but might not exactly
result in completion of high school
More ability to deliver with Key Contact: Laura
Kraus
• Director of Program Development at I Know I Can
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Impact
TYPE OF IMPACT
- Did the team identify Qualitative and/or
Quantitative Impact?
TIMEFRAME
- Did the team identify Short term and/or
Long term impact?
HOW TO MEASURE
- Did the team identify a way to track and
measure impact?
Total:

4 – almost
there

Quantitative; pre and post experience surveys
Qualitative; pre and post experience interviews

4 – almost
there

LT: "Continued connection with I Know I Can for
status reports on graduation, college application, and
matriculation amongst the exposed students"
Data, project feedback, and anecdotes from I Know I
Can (through Laura Kraus)

4 – almost
there
36/55
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Team D: College Exercise Program
Rubric Category
Problem
STAKEHOLDER
- Does the team identify a
core stakeholder?
- Do they have a good direct
or indirect access to
stakeholder?

STAKEHOLDER
ECOSYSTEM MAP
- Do they have an ecosystem
map depicted?

Plan
BACKUP OR RISK
- Do they have a backup
plan for stakeholders?
- Do they have a back up
plan on execution?
METHODS
- Did the team use primary
and/or secondary methods?

SUSTAINABLE EFFORT
- Is there a continuation
plan?
Solution
PROBLEM OR
SOLUTION 1ST
- Did the team propose a
solution first that did match
the problem stated?

Completion
Rating (1 – 5)

Evidence from Proposal

Comments/ Suggestions

3 – making good
process

Identifies college students as the core stakeholder

1 - no effort
observed / decided
not to do

No stakeholder map

"College students have
overbooked schedules and time
constraints, thus leaving them
to often neglect engaging in
activities that promote physical
and mental wellbeing. Steps
need to be taken to nudge
student to establish the
foundation for lifelong
wellness habits that are
necessary as they transition into
adulthood." --> where is the
why? Is it only time
constraints? Or there other
contributing factors to why
exercise isn't a habit?
Mentions "As of now,
partnerships are including, but
not limited to Ohio State
backed resources
• Potential partners include
RPAC, Office of Student Life,
Dennis Learning Center
These partners are listed at too
high of a level, be more
granular and specific with titles
on who can help

1 - no effort
observed / decided
not to do

No identified back up plan

3 – making good
process

Team used secondary research methods to pull stats
from American College Health Association,
American Society of Training and Development,
etc.

1 - no effort
observed / decided
not to do

No identified continuation plan

2 – minimal effort

Proposes a structured 45 day program as solution to
college student's problem of lack of time to exercise
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Be cautious of relying program
design heavily on statistics to
make cause and effect
conclusions about program
design. Use it as a starting
point, but verify it with actual
college students

SOLUTION TO
STAKEHOLDER
- Did the team propose a
solution that is connected to
the core stakeholder?
DELIVERY
- Is there tangible evidence
that they can deliver on the
solution?
- Is the solution only
available to do as a
prototype
- Is the solution too broad or
abstract that only words can
describe it?
Impact
TYPE OF IMPACT
- Did the team identify
Qualitative and/or
Quantitative Impact?

2 – minimal effort

Structured 45 day program of wellness and physical
activities are not tailored to the specific needs of
each college student's wellness journey

1 - no effort
observed / decided
not to do

Did not mention a plan to advertise to students to
participate in program

4 – almost there

Qualitative: Participants will be asked if they want
to engage in a video testimonial after the program to
document what they got out of it

TIMEFRAME
- Did the team identify Short
term and/or Long term
impact?
HOW TO MEASURE
- Did the team identify a
way to track and measure
impact?

3 – making good
process

Total:

24/55

3 – making good
process

Quantitative: Pre and Post Survey about benefits to
participants
LT impact: Program structure is "best length as
research shows that it takes an average of 66 days
for a behavior to become ingrained"
Mentions "GroupMe will also be used to allow
members of 45 Scarlet & Gray to converse and see
each other’s progress, providing for a sense of
accountability and camaraderie"
Also Identifies Strava, MoveSpring, and
GooseChase as other platforms to track and measure
success
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Team E: Bringing Awareness to Sustainability
Rubric Category

Completion
Rating (1 – 5)

Evidence from Proposal

Comments/
Suggestions

3 – making good
process

Problem: "Misinformation and a lack of student
literacy on sustainability are two of the biggest factors
preventing students from achieving the environmental
consciousness needed to drive needed change on
campus"

The problem implies
students as the core
stakeholder, there is still
minimal effort with
direct access to specific
students to understand
behavior change. There
is mention of University
and community contacts
that are still vague if
there is any level of
access

STAKEHOLDER
ECOSYSTEM MAP
- Do they have an ecosystem
map depicted?
Plan
BACKUP OR RISK
- Do they have a backup plan
for stakeholders?
- Do they have a back up
plan on execution?
METHODS
- Did the team use primary
and/or secondary methods?

3 – making good
process

No ecosystem depicted, but mentioned multiple
meetings with different stakeholders

4 – almost there

- COVID, Lack of Financial Support, Lack of the team
being sustainability experts, Weather are mentioned as
risks
- Talked with multiple stakeholders to ensure event is
still put on
Team used secondary research methods from Ohio
State Sustainability Survey

SUSTAINABLE EFFORT
- Is there a continuation
plan?

3 – making good
process

"Ensure sustainability of project" is mentioned as a
goal, but does not mention any options on how this
would be achieved. Considerations for sustainability
include if Fisher were to host this as an annual event

2 – minimal effort

- Looking to change student behavior through targeted
marketing campaign

Problem
STAKEHOLDER
- Does the team identify a
core stakeholder?
- Do they have a good direct
or indirect access to
stakeholder?

Solution
PROBLEM OR SOLUTION
1ST
- Did the team propose a
solution first that did match
the problem stated?

SOLUTION TO
STAKEHOLDER
- Did the team propose a
solution that is connected to
the core stakeholder?

3 – making good
process

2 – minimal effort

"Leading up to Fisher Earth Day plan to have robust
marketing campaign focused on educating students
about strategies to live more sustainably through the
form of flyers, sustainably made promotional apparel,
and social media marketing. This ensures we are able
to make a lasting impact on the environment via
empowering students to continue to make mindful and
educated decisions that positively impact the earth"
Fisher Earth Day is not connected from a desirability
aspect to the core stakeholder students
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Identified risks to
Fisher Earth Day event
planning, but does not
mention an action plan
to mitigate these risks
Consider primary
research methods of
talking with students
and probing a deeper
'why' behind a lack of
awareness around
sustainability and the
barriers to that
awareness

One marketing
campaign is not
sufficient to ensuring
lasting behavior change.
Recommend looking
more into Nudge
strategies from
Organizational
Behavior course

DELIVERY
- Is there tangible evidence
that they can deliver on the
solution?
- Is the solution only
available to do as a prototype
- Is the solution too broad or
abstract that only words can
describe it?
Impact
TYPE OF IMPACT
- Did the team identify
Qualitative and/or
Quantitative Impact?
TIMEFRAME
- Did the team identify Short
term and/or Long term
impact?

2 – minimal effort

Delivery is heavily dependent on campus leaders
"We know this is a bold goal, which is why we are
eager to gain the support of campus leaders in
sustainability to make this idea a reality"

3 – making good
progress

Quantitative: Goal of 250+ people at Fisher Earth Day

1 - no effort
observed/ decided
not to do

No mention of ST or LT impact

HOW TO MEASURE
- Did the team identify a way
to track and measure impact?

1 - no effort
observed/ decided
not to do

No mention of a way to track and measure impact

Total:

25/55
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Team could consider
using a smaller group of
students to track their
sustainability behaviors
and record any pre and
post change after Fisher
Earth Day event
Team could consider a
short reflection or
feedback survey in their
Fisher Earth Day
itinerary

Appendix B. Cohort Impact Challenge Description

COHORT IMPACT CHALLENGE
Overview:
Service and giving back is a critical component to the Honors Cohort Program. Being involved in community welfare
through pro bono service and projects is a strategic priority of the Fisher College of Business. The Cohort IMPACT
age business as an instrument to do good in the world. Cohort teams will work together to
develop and execute a form of service. This service can be conducted locally or globally. Teams will be assessed at
the end of their project based on their level of impact. The impact they had on themselves, and others. It is my hope
that a life will be changed. A community transformed. The world left a better place.

Objectives:

Expectations:

To execute a field project that will provide a
context for leadership development,
communication skills, and the opportunity to
learn more about the nature of group work while
enhancing your sensitivity to community issues.
To offer the opportunity to collaborate with peers,
advanced students, younger students, alumni,
faculty, staff, and the community
To deliver a tangible impact

1. Ask questions
2. Challenge the default and explore if a better
option exists
3. Each Cohort member is expected to participate in
two projects, but encouraged to participate in all
four projects
4. The field project must be initiated by your team
5. Challenge your team to develop a project that
has a risk of failure

Key Deliverables:

How will impact be measured?

- Thurs. Sept. 2:
Impact challenge kick-off presentation
- Thurs. Sept. 30:
Initial intake meetings must be complete
- Sept. 30 Oct. 26: Re-calibration, edits, adjustments of proposals
- Oct. 26 & Oct. 28: Presentation of proposals / feedback session
- Oct. 28 Nov. 30: Re-calibration, edits, adjustments of proposals
- Tues. Nov. 30:
Final proposals and meetings must be complete
- Nov. 30 March 31: Execute projects
- March 31 & April 5: Cohort Impact presentations & feedback
- Thurs, Apr. 7
6th Annual Honors Cohort Exhibition night

Impact can be measured in many ways. Ultimately,
the goal of this challenge is to make a real difference
and deliver a tangible impact for people in the
community. Full details around assessment and
measurement of impact will be tailored and agreed
upon by the instructor and the individual teams. I will
look to the teams to develop key goals and
milestones as it relates to their project and they can
expect me to hold them accountable to those goals,
while pushing for even higher expectations.
Cohort teams will not operate in a vacuum and
collaboration amongst the different teams in the
seminar is encouraged and expected.

Autumn, 2016

Think big.
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Spring, 2017

Think bold.

Go beyond.
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Appendix C. Survey Instrument and Results

Pre-Survey Instrument
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Post-Survey Instrument
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Q2a – Rate your knowledge level on the following.
# Field

Minimum Maximum Mean

Std
Deviation

Varianc
e

Count of
Students

1 Collaborati 50.00
ng on a
Team

94.00

71.74

10.93

119.46

19

2 Traditional 36.00
Business
Approach

86.00

66.53

14.51

210.57

19

3 Design
Thinking
Approach

4.00

93.00

54.16

20.83

433.82

19

4 Co-Design
Approach

0.00

93.00

43.26

23.55

554.51

19

Q2b - Feel free to elaborate on any of your above responses.
No extremely familiar with any, but I have seen them in practice and began to learn the
approaches today
I had never really heard of design thinking or co-design approach before this workshop
I feel as if Co-Design is the one aspect I'm still a little shaky on.

Q3a – How often do you feel like you don’t know something?
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Q4a – How often do you feel you were wrong about something?

Q4b - Feel free to elaborate on your above response.
I think that with reflection, there are plenty of decisions, choices, or opinions we have that
later on we realize were wrong; however, society makes being wrong a negative thing when it
is an opportunity for people to grow.

Q5 - Whose input do you think you would include in your project? (Select
all that apply).
75

Q6a – Use the slider to rate your feelings toward ambiguity

Q6b - Feel free to elaborate on why you chose that feeling.
I know and appreciate the importance of ambiguity at times, but I really struggle to embrace
it at times.
Ambiguity gives you the freedom to take things as you wish
Like clear direction
76

Uncertainty sometimes causes stress, I like having a plan and some structure.
Complexity is often necessary, but I think it is case dependent
I feel like ambiguity can be both a good and bad thing. It’s good in the sense that you have a
lot of choice in what is possible but it’s bad in the sense that there’s might not be enough
direction for you to create something that whoever assigned the task would be happy with.

Q7a – Rate your confidence in selecting tools/methods for your impact
project.

Q7b - Feel free to elaborate on why you chose that confidence level.
I think that there are a multitude of tools that we have, but I think I have more to learn that
would help throughout our impact project.
Not sure what my group will value yet.

Q8a – How are you feeling about your skills and capabilities related to this
impact project?
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Q8b - Feel free to elaborate on why you chose that feeling.
It will be a challenge, but I believe OSU, Ty, and mentors have prepared me well
If I do work on something I care about I usually give my best work and have no doubt that I’ll
contribute in a meaningful way.
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Q9 - What three words or phrases come to mind when you hear
"community impact"?
Word / Phrase 1

Word / Phrase 2

Word / Phrase 3

Helpful

Good

Listening

Persistence

helping

change

Important

Necessary

Fun

Service

Volunteer

Change

Giving back

Appreciation

Service

Change

Long lasting change

Helping less fortunate

Change

Innovating

Rewarding

People

Change

Giving

More than one individual

Passion

Volunteering

Transformation

Helping out

Improvement

Positivity

Change

Making a difference

Underserved populations

effect on living environment

potential for beginning a legacy

Selflessness

Love

Important

Complex

helping

volunteer

Team

Better

Wide spread
Investment in the
community
together

Greater good
Others
Volunteerism

Purpose

Philanthropy
effect on people
Togetherness
Difficult
giving back
Change
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Post-Survey Open-Ended Responses

Q2a – Rate your knowledge level on the following.
# Field

Minimum Maximum Mean

Std
Deviation

Varianc
e

Count of
Students

1 Collaborati 41.00
ng on a
Team

93.00

76.29

11.65

135.63

35

2 Traditional 20.00
Business
Approach

91.00

59.20

19.16

367.07

35

3 Design
Thinking
Approach

10.00

97.00

54.83

21.55

464.20

35

4 Co-Design
Approach

6.00

85.00

42.43

23.98

574.82

35

Q2b - Feel free to elaborate on any of your above responses.
I believe that the session on the types of collaboration at on-boarding gave great insight into
the different types.
I believe more consistent exposure to co-design and design thinking would help me have a
better understanding
I know how to collaborate on a team well, but I don't really understand the different
Approaches.
This year was the first year I was exposed to what design thinking really is as I have met a few
people that have it as a minor. However, if I was asked to describe it, I don't feel that I would
do a very effective job.
I feel like I know the least about design thinking, since it is the newest to me.
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Design thinking experience comes from Nike Project Move
I feel I have worked and collaborated on many teams over the years, but always feel there is
room for improvement. I think OSU has done a good job preparing me to take a traditional
business approach from a knowledge standpoint but not necessarily from an experience
stand point. Design thinking is a topic I have only recently started learning about and working
with so definitely a lot to learn there, but have found it to be very effective.

Q3a – Use the slider to rate your feelings toward ambiguity.

Q3b - Feel free to elaborate on why you chose that feeling.
Ambiguity really bothers me when I don’t have the power to alleviate it. If I do, I love the
challenge.
It makes life more exciting if things are unknown.
I believe ambiguity can lead to interpretation and creativity. Two things that lead to
innovation
I feel indifferent to there being no exactness to some things.
Prefer when things are linear, organized, and intuitive
Usually it makes things much easier for everyone when you remove ambiguity in the context
of working with a team. Making things transparent to reduce confusion and ensure all voices
are heard is good practice for communication.
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I don't like ambiguity because I find comfort in being certain about things and being able to
plan things out with as much detail as possible.
I am someone who is very fact based so I like to know statistics that show a clear direction.
More comfortable and confident problem solving
I like ambiguity, because it gives me the opportunity to take on a project in the manner I see
fit.
Ambiguity is just stress causing because I like to have a plan.
Ambiguity is an opportunity to discover new approaches. It is uncomfortable. However, I
derive satisfaction when a project that started with ambiguity is completed with clarity and
conciseness
I know that I have an advantage over others when ambiguity comes our way, because some
will just give up when faced with it.
I like to have data so I can plan accordingly
I am getting more comfortable with the ambiguity
I prefer things to be exact and precise rather than ambiguous
I will try my best to find out any information if I faced ambiguity

Q4b – Rate your confidence in selecting tools/methods for your impact
project.

Q4b - Feel free to elaborate on why you chose that confidence level.
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Our impact challenge presented us with several opportunities to pivot and be creative
I think my impact group chose a great tool for tracking the data of our idea, but I think our
team is lacking in different areas.
We went with pretty straightforward and traditional methods (bulleted lists, timelines, etc.)
At first we were debating which platform would be the best to execute our ideas on, however
I feel like we ended up choosing the right platform with the features that were the most
beneficial to us.
More confident in approaching all aspects of the impact project
We had a solid vision of what we wanted to achieve and spoke with many experts, so I am
happy with our choices.
There’s a lot to choose from but also too much to choose from.
Design thinking a valuable framework to consider when interacting with the Homeless
population, especially when our team has never actually experienced homelessness.
Empathizing with both the Homeless population and the end consumer of our content is
crucial to creating materials that bridge the social divide. Prototyping and testing is necessary
for us to learn and understand the nuances of an unfamiliar experience.
We are not inventing anything, so we can research what people have done in the past to
decide which tools/methods to use
I think that we had a good team dynamic, but could have definitely been improved/ more
efficient.
We know we need to presentation our finding in a presentation. Using data from surveys and
video interviews.
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Q5a – How are you feeling about your skills and capabilities related to this
impact project?

Q5b - Feel free to elaborate on why you chose that feeling.
I am satisfied with the skills I learned and practiced during my project
I know that I am capable of running my project because it is on a topic I really care about, but
I think the outcome of the project would have been better if I was in a position to dedicate
even more time to it. I think my time dedication to it is meeting expectations but not
exceeding them.
We were organized and achieved our goals
I feel that once I built a level of trust with my group, that is when my skills and capabilities
were utilized more.
Our project is a mentorship based program for individuals aging out of the foster care system.
However, as someone who did not go through the foster care system myself, I sometimes
questions is it right for us to be seen as "mentors" for them
I was slightly educated on sustainability prior to taking on the project, but speaking to experts
really helped my capabilities.
The team is capable but with schedules and varying interests it’s been hard to get work done.
From a project management perspective, I feel confident in designing systems that create
team success. However, I am not confident in my ability to communicate on camera and be a
centerpiece of content creation.
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I love interacting with others, especially those different from me. Works perfectly with
interacting w the homeless community
I think we had holes in execution with the project and experienced burnout but I think we did
a good job bringing it together towards the end
We have a little 180 in the subject of our impact project. Since one team member stated that
health related issue is a big Nono for her. However, we later find out that she believed mental
health topic got over explored in impact challenges already. And all of our team member are
exciting about the creating physical health and creating a healthy habits. So I feel both my
team members and myself have good skills and capability related to our project.

Q6a - Did the workshop have any influence on your impact challenge
project? If so, how did it influence? If not, why?

I did not directly think of this workshop when working on my impact challenge, however,
after looking at the experience map example above and refreshing my mind, I realize that as a
team we talked about the stakeholders that would be impacted with our project and the
roles they would have.
Maybe subconsciously. I have not intentionally thought about the workshop relating to my
impact challenge.
Yes it helped us to brainstorm our topic and how to achieve the goal
It helped Unite the group at the beginning
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It definitely opened our eyes to the importance of considering how our decisions affect
different groups of people.
Yes. It helps us with our brainstorming process and the vision we built throughout first
semester.
Used some of the skills we learned and collaboration techniques
Yes, I believe it showed me a different way to approach working on a team and how to hold a
meeting. In our impact group we looked at which approach would work best for us and it
gave us a great place to start working on our impact.
I believe I would have been more influenced if we had a refresher nearer the project actually
taking place throughout the semester
Personally, no, I don’t think it had much impact.
It did. Our thinking had a greater focus on the end-user.
The workshops did have influence on our impact project because it helped us to start thinking
about things we may not consider. I know that from those sessions we worked a lot with
recognizing stakeholders and the people that we would impact. I feel like this opened our
team to thinking about all the different teenagers in the foster care community that we could
be working with and the decisions we make and what impact that it could have on others.
Yes, it influenced out team dynamic and made up more comfortable with pushing back on
ideas.
Yes, our impact challenge team actually decided on our project topic after storyboarding and
trying to get a more design thinking or "roadmap" approach to identify what community we
wished to impact.
I think that as a team, we ended up taking a design-thinking approach for creating the project
but that was primarily where we were influenced
I don't know that this workshop had any direct influence on our impact challenge project, but
I do think that it encouraged us to start thinking in a different way to solve problems than we
normally would have, or in other words, outside of the box. For our group specifically, it was
also extremely helpful to list out the stakeholders and who was to play what role.
I was not in attendance for this
No -- we didn't end up going with a design thinking approach.
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Not necessarily? We did implement some features such as just openly thinking and writing
things on a whiteboard to ideate, and be comfortable being flexible with the design and
pivoting.
Yes, it brought structure to our approach and framing of the project.
I feel like the workshop may have had some indirect influence because we thought about our
project in a way of what we thought would be beneficial to the user but I do not think it had
too much of a direct influence. I feel like this lack of direct influence came from the ease of
just reverting back to how you normally do things instead of trying something new. I also feel
like this could be due to the amount of time that was between the workshop and us actually
starting our projects.
I think the workshop helped our team in terms of our mindset. It really emphasized that we
needed to consider all the stakeholders at play, especially in the foster care system where the
amount of stakeholders is extensive. That is one thing I think our team did well on in the
project.
It did influence my impact project because, it definitely helped my team think about things
differently than the traditional business approach and expanded ways of thinking in terms of
how to approach the project and thinking of ideas.
Yes, this helped us realize the importance of having a shared vision.
We expanded who we thought was affected and tried to think about all parties.
Yes because it got my creative juices flowing
Great refresher of differences in approach. I have a propensity for design thinking based on
my past experience and it helped me rethink my blanket application of this approach to all
scenarios.
It did because it put stakeholders at the front of our minds when deciding how we wanted to
make an impact on the homeless community. With this in mind, we tried to figure out what
they needed most. What we found is that they needed to be humanized, both personally and
on a bigger level.
I think it helped us think of all the groups / entities we were impacting with out project so we
could take a more targeted approach.
Helped draw out our thoughts and think through option possibilities
Yes, it helped us get a better idea of the layers of stakeholders potentially involved
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Probably influenced our discussions a bit.
I think it had an effect early on. Right after we finished the workshop we thought of ways to
incorporate it but it taped off the further along we got in to the project
I think it encouraged me to try to understand the issue and empathize with the community
before coming up with solution
I think to a extend. Just because we took some detours when we deciding on our project
subject and felt rushed at the time. We kind of just throwing ideas without a clear method.

Q6b - Do you have any other feedback about this workshop?

No. Great job!!!
no.
Maybe a follow up
Not at the moment I thought it was helpful.
I do not remember too many specific details due to it being so far in the past. I do remember
it was a great way to meet new members of the program and think in a more creative way
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The workshop was very informative and entertaining, but I found it difficult to implement
what I learned from it in practice.
It was very well set up.
I wish this would have occurred earlier in the day during Honors Cohort Onboarding. While I
found it to be extremely interesting, it did occur at the end of a very long day and I think that
had it been a little earlier, people might have participated more readily. I know that this
would likely be out of your control but I thought that overall it was a great way to introduce
design thinking concepts that we used throughout the year.
N/A
N/A
No
I would recommend explaining more of the nuance that differentiates the 3 approaches,
since there seemed to be some blurred lines.
I thought it was a really great introduction to design thinking!
I think it was helpful but the sticky note website activity that we did for the flow chart was
hard to focus on. I would have rather done it on paper so we could have written stuff down
I feel that it could have been done a bit slower as to help people better understand the
content
Because we have limit amount of time, it felt like we just brief through the approaches using
very simple examples.

Q7a - Did the workshop have any influence on your impact challenge
project? If so, how did it influence? If not, why?
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I would say this workshop had an influence on our project because we considered a few of
these strategies when we were brainstorming for different approaches we could take in order
to develop our impact challenge.
Unfortunately, I do not recall this workshop.
Yes because it helped us to find some student organizations and nonprofit
It helped us find people.
Yes. After this workshop, we looked to partner with a campus org and another outside org
that we have worked closely with since.
Yes! It was so helpful since we were looking to pair with another non-profit.
It was great hearing about past projects for inspiration
Yes I believe this helped us in our approach we took to finding a partner and the types of
partners we were looking for.
I believe it would have impacted my project more if we did more follow up sessions nearer
the project taking place
Yes, I think this exercise did. I think we were all at the early stage of our project and this really
got our gears turning in the right direction.
Absolutely, we started brainstorming about organizations to work with, and ended up
partnering with both Playa Bowls and Cycle Bar
This had great influence on our project because originally our team hadn't thought about
partnerships. After this session, we started looking into nonprofits and found Orphan World
Relief. It has been very helpful to be able to utilize their resources.
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Yes, it influenced how we had approached the project regarding the problem we were
attempting to solve. There were times we got ahead of ourselves and though solution-first,
but through the workshop we found holes with our topic and were able to address them.
I believe this workshop helped us to not be too narrow-minded in terms of who we looked to
partner with, and thinking about how to foster relationships that can grow into something
beneficial for both parties.
I think this did help because it got us thinking about sustainability of the project by partnering
with other organizations
I found this workshop to be really helpful and influential on our impact challenge project
because it allowed everyone to work together and explore a variety of different avenues and
their related pros and cons. This really moved into thinking about avenues, pros, and cons for
our specific project.
I think it encouraged us to consider outside resources that could help/support our project. I
think this workshop brought up a lot of facets we might not have previously considered.
Yes, this influenced the way we went about tackling the problem and highlighted the
importance of using our partners to educate ourselves
Yes, this was something that we had done research on before. We knew that it would be
beneficial for the direction our team wanted to go in to have a more official partner, and this
was good for us to get feedback and brainstorm what that partnership might look like.
Yes, it helped us begin to structure out actionable steps forward.
I feel like this workshop helped to open our eyes on the types of resources that were
available to us when it came to possibly choosing people to work with.
This workshop motivated us to reach out to as many individuals as possible. None of the
individuals in our group went through the foster care system, so this workshop made us
realize that we need to identify resources that could help educate us. Through this, we were
able to identify a non profit partner in our project.
Yes, it did influence our impact project because, it helped my group understand the pro's and
con's with each decision and solidified that we wanted a non-profit partner or student org
partnership.
Yes, we went on to use these strategies to form 2 key partnerships that were integral to our
impact challenge.
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Confirmed our decision to partner with a nonprofit for the project. That ended up falling
through but we tried.
I was not present for this
Yes, this helped us assess our team capabilities, introduced us to the concept of non-profit
competition, and visualize what a feasible scale looks like
Unfortunately, i do not remember much about this portion of the workshop
Yes, we originally had a completely different idea, but after this workshop we decided to
change to a different idea based on the feedback we received.
Yes! Super influential in thinking how we want to partner
Yes, we directly took the strategies provided and utilized them to secure our partner and
arranged for potential continuity.
I don’t recall this unfortunately.
I think it did because it had us thinking about who we could partner with through the
university. It also helped us create criteria on what to look for in a partner
I was not here!
We tried to go this rough at first. Contacting university department resources and other nonprofits organizations. Somehow it failed through a little bit. We ended up connecting with for
profits organizations such as Playa Bowls and Cycle Bars. And just pick a foundation that we
want to donate to instead of collaborating with them.

Q7b - Do you have any other feedback about this workshop?
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No!
I do not remember too many specific details
No.
It was a great way to introduce us to other ways of thinking through projects.
N/A
None

Q8a - Did the workshop have any influence on your impact challenge
project? If so, how did it influence? If not, why?

I do not think this workshop had an influence on our impact challenge project. I enjoyed the
idea of this workshop, but I think that the conversations I had at Goodwill were mostly
superficial and I did not learn as much as I wanted to from the individuals there. By not
knowing enough about them, I was not able to complete the workshop accurately.
Yes, the CEO emphasized how we need to listen and learn first from members of the
community we are trying to impact.
Yes because it’s a good volunteer event and learned more about this organization
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It was nice to volunteer
I don't think so
Not really. This workshop in general did not seem to really apply to our impact challenge
project and in general I was confused on the takeaways we were supposed to have from it.
I found the goodwill workshop very impactful. I think it helped with our understanding
working with nonprofits in our impact challenge.
I believe this workshop brought the impact down to a personal level. Before we were thinking
a lot about large groups but this allowed us to get into the specific impact we had on people.
Yes I believe this helped me and my team reassess our plans for our impact challenge
I don’t think this had an impact. Group members were talking about people I didn’t know and
I wasn’t present for their anecdotes if I wasn’t in their group so it made me more confused
than anything.
This workshop made our team think about how to better visualize the target user of our
service
Yes because it was helpful to guide how we think about working with foster care kids.
Yes, it helped with understanding the problem solving process with a case on Goodwill. It
allowed up to be a part of a solution and see what true success is when solving one.
I think this really helped to develop empathy and think about how to tailor your approach to
work with different kinds of communities
I don't think this influenced our impact challenge
I did not feel like this workshop had much of an influence on our impact challenge project
simply because I didn't understand how we could scale this exercise up to the level of our
project. It didn't feel like creating a persona had much to do with the projects themselves
when all the people that get impacted already have their own personas, if that makes sense.
This workshop did not have any influence on our project, but was a good reflection of the
people we met and a chance for our team to talk about our experiences.
No -- we found it hard to relate the goodwill experience to our particular impact challenge
since we are not working with individuals
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Not necessarily, more of an impact on preparing us for going into Goodwill. It did help our
team bond however and allow us to do something together that wasn't 100% impact
challenge focused.
Yes, our team is working on a project related to homelessness, so looking ahead to map a
brighter future beyond a mere solution, to consider the lasting impact, was a value-add.
I do not think this workshop has any influence on our impact challenge because I felt like this
activity was not as tailored to what each group was doing with their respective projects,
especially given that by this point we were already a few months into the impact challenge.
I did not think this workshop was as effective as the others. I thought it was interesting but
had a tough time correlating it to our impact challenge
I think this workshop helped my impact group because, we are targeting a specific population
and group, and so it helped us think about personas in this population including their needs,
wants, and characteristics.
The presentation part was helpful, but the goodwill conversations were challenging, because
the participants were not interested in discussing their dreams.
Unsure
Yes because it taught me how to run a large scale non profit organization
Unable to attend this session
This workshop influenced is in that it made us think from the other person's POV. To connect
it to homelessness, we used our relationships with those in that community to put ourselves
in their shoes.
No.
Liked it! Helped to visualize impact
This definitely helped us develop a more targeted picture of our demographics.
No
I don't think it had much impact on the impact challenge because I associated it with the
volunteering experience rather than the impact challenge. I think making that connection
before the volunteering workshop would've helped us take those things in to account for the
project
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I was not here!
Maybe I’m just blanking here, I kinda of don’t remember this workshop.

Q8b - Do you have any other feedback about this workshop?

I liked this workshop.
No.
Not currently, I believe it was helpful.
No
No.
It was an incredible experience that we must do for years to come
I found the online whiteboard experience to be very fun and easy to collaborate on, so I
thought the vehicle/mode of delivery was perfect!
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My team was a little confused on what the purpose of this activity was, and how it related to
our impact challenge.
If this workshop were ever replicated I feel like it would be useful to have the groups create a
future persona based off of a person that their project is targeted on impacting instead of
having all of the groups base their personas off of a common experience.
No
I did really enjoy the Goodwill workshop

Q9a - Did the rubric have any influence on your impact challenge project?
If so, how did it influence? If not, why?

I do not think the rubric had any influence on our impact challenge project because it was still
early on in the semester and we were still working on many of the logistics of our project.
Yes, we tried to form our project to reflect the expectations of the rubric.
Na I don’t remember this
Provided good feedback.
I wish we hard some harsher feedback to make sure our project was actually plausible
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Yes this helped! It gave us a good understanding of where we were at what we needed to
work on.
Yes it was a good benchmark to check our progress
This allowed our group to layout the path for our project.
This rubric provided my team with a guiding reference to take into account for our project. It
did not limit our creativity but it provided a necessary guiding map.
Yes, I think it was a wake up call that we needed to get our shit together.
This workshop was a catalyst for our group to continue working into the spring semester
following winter break
The rubric was helpful to set framework for this semester and see what still needed to be
established to make our impact.
Yes, it helped us direct our project and make sure it was moving in the correct direction and
at the pace we needed to be
Yes, this helped us reevaluate our biggest points and make sure our team was on track
I think this did give us insight as to where we were for the progress of the impact challenge. I
would recommend maybe having the one-on-one meeting more frequently during the
semester.
Being able to see the rubric after we had our final proposal was extremely helpful and
influential, in my opinion. It allowed us as a team to see where we were in your and Ty's eyes,
as well as where we compared with other groups and what we knew about the status and
progress of their projects. The rubric as a whole allowed us to assess what parts of our
project we needed to change, as well as which parts were on the right track.
This rubric definitely had influence on our project because it helped us see if there were any
areas not considered or ones that should be reconsidered.
Yes -- this enabled us to think critically about where we were at and slow down the pace of
our project. We had a meeting specifically going step-by-step based on the feedback and
determining what deliverables were needed to improve upon each point.
Yes, this was a good check in point for us and to make sure we were kicked into gear postbreak.
Yes, it reminded us about a few things that had slipped through the cracks.
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This rubric helped to influence the scope at which we thought of our project at and caused us
to consider the viability of what we are doing in the long term.
It definitely made our group consider some aspects of the project that we did not think about
before. In all, I think it helped tighten our the direction of our team and our goals for the
remainder of the project.
I'm not sure how much this influenced our impact challenge project, because I think the
feedback definitely showed gap areas of our planning but, I think our team was still left
unsure how to fully tie in those gap areas with next steps.
My group seemed to have forgotten about the rubric, so we largely didn't pay attention to it.
However, we did have our own "rubric" to make sure we were completing things in a timely
manner.
Not particularly. We were thorough in our approach just from back and forth within the team
that the rubric was a loose framework in the beginning but not something we were glued to.
Yes it gave us new ideas to think about
yes, helped us identify areas of improvement, helped us see our progress relative to other
groups, and gave us valuable benchmarks
I think the IMPACT category influenced us. We decided that no matter what else occurred
throughout the project, we wanted to create a project that would truly have impact on those
we wanted to help. Hopefully it will!
I think the rubric offered some guidance in terms of our approach.
For sure, helped us with out expectations and knowing what we needed to include
We felt we had been set up with the prior workshops, so this was not too impactful.
Yes, we heavily reviewed it and made changes/ improvements based on it.
It was a wake up call on things that we needed to work on as well as have things that we
should take in to account to be proactive for problems we might run in to
Yes! we realized our approach of trying to find a news partner was not feasible
It was a nudge for us to self-check our progress.

Q9b - Do you have any other feedback about this rubric?
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My team and I were very confused on the feedback. Which I assume maybe there was
disconnect in interpretation of the rubric.
I thought this was the most helpful workshop.
Maybe have this session before winter break to allow groups to have tangible things to get
done over break.
No
No.
It was fantastic feedback
This was definitely very helpful, but being exposed to the rubric earlier in the process may
have been useful.
If this rubric is used in the future I feel like it should be made a bit more clear that we should
be adhering to everything in this rubric instead of these items being presented more like
suggestions that we should consider.
I think this feedback would've helped to be in a team meeting with Celia and Ty to talk
through each aspect that they rated. That's is something that we should've been more
proactive in setting up ourselves, but I think it would have been beneficial for each team to
have a conversation.
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Q10 - Rate on a scale of 1 (not helpful) to 5 (very helpful) on each Impact
Challenge Workshop.

Question

1 - Very
Unhelpful

2Count Unhelpful

3 - Neutral

4Helpful

Onboarding
Workshop

0.00%

0

2.86%

1

25.71%

9

48.57%

17

22.86%

Community
Partner
Workshop

0.00%

0

2.86%

1

20.00%

7

48.57%

17

28.57%

Goodwill
Impact
Workshop

2.86%

1

25.71%

9

31.43%

11

31.43%

11

8.57%

Final Proposal
Feedback
Rubric

0.00%

0

11.43%

4

17.14%

6

34.29%

12

37.14%

Q11 - What have you learned about making an impact throughout this
year in this project?

The scale of your impact does not matter as long as you know that you are making a
difference and the effects of your impact are positive.
Small impact is better than no impact. Use your small wins as a stepping stone towards a
greater goal for your impact.
To actually care about the topic
It is a team effort.
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5 - Very
Helpful

I've learned that making even the smallest impacts is largely difficult. But in the end, it can be
very worth it.
It requires a lot of flexibility and being open to pivoting/changing directions. It also made me
realize how many people have dedicated their lives to various causes.
I learned about leveraging existing organizations and experts to achieve our goal
The project as a whole is extremely complex so you need to have the right approach.
Impacts are not good or bad based on how many people you touch. Having a large impact on
a small number of individuals is just as admirable as affecting a large number of people.
I’ve learned that making an impact is difficult. It’s hard to get all team members on the same
page, especially with 7 to a group, but, when you are open with communication, you can
make it possible.
I learned how to effectively collaborate with multiple parties and steak holders
I have learned that making an impact involves multiple layers of thinking from identifying a
problem, the potential solutions, all revolving around the people you want to impact and
what their needs are.
That making an impact is all about preparation and understand why your are doing it. It has
been beneficial to work on a team, want to get on the same page, and work on enhancing the
team dynamic as well.
I realized that when you want to make a large impact you can't just trust your prior
capabilities and experiences, but be open to learning, challenging yourself, and constantly
reevaluating to keep the team on a strong course.
I learned about the will and commitment needed from all team members to keep interest,
morale, and energy of the project
I have learned that making an impact is not necessarily all that difficult on an individual basis,
but it is harder than it seems to make an impact on a larger scale. I think that going through
this process of coming up with an idea from scratch, thinking of methods at which to work
towards the idea and related goals, reaching out to people, trying to find partners, and
ultimately planning event was a highly humbling experience, but simultaneously one where I
also learned more than I ever could have expected. Not only did I learn how to work with a
team for almost entire year (and all the things that come along with that timeframe), but I
also felt like I just gained knowledge in a plethora of different areas that I never would have
gained had it not been for this project.
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I have learned that making a tangible impact takes time, and it is not something discovered or
executed overnight.
I've learned a tremendous amount about the magnitude of work, planning, and collaboration
needed to make an impact. Specifically, the importance of the problem diagnosis step was
really emphasized through our impact challenge, and I’ve definitely internalized the
importance of not rushing into the solution aspect of the process, and instead being thorough
and conscientious about what problem we are trying to tackle, and what specific goals we
have. Lastly, I also learned a lot about the importance of thinking about longevity when it
comes to making an impact, as this wasn't typically a metric I had considered in previous
projects.
It's not always about the breadth of the impact that you can create, but the depth. Also that
there are many opportunities to make an impact so close to home.
Truly impactful initiatives take a lot of preparation!
Overall I have learned that it is okay to make a large impact on a smaller amount of people as
opposed to making a small impact on a large group of people because with the small group
you are able to focus more attention and resources on the people you are helping.
Additionally, making a large impact on a small group of people could lead to something that is
much more short term than the other alternative.
I learned that it is crucial for a team to set tangible deadlines throughout the semester. This
keeps you on track especially for a project that lasted this long. In addition, I learned that
sometimes you have to be a little more realistic about what can actually be done during this
time frame. Looking back, some of the decisions we made were a little too optimistic and we
should've explored the potential ramifications more. However, that is a great learning
experience and definitely something I will consider in the future.
I learned that along the way of making an impact that you will make so many meaningful
connections within the local Columbus community and grow as a person as well by having a
broader view of the world.
Making an impact is easier than I thought it would be. There are lots of people that want to
get involved with the community, but don't know how to do it. To make an impact, we gave
people an opportunity to help their community.
It’s impractical to try to do something huge and we are much better suited to contribute to
problems within one or two deviations of our own daily lives.
There are many logistical measures that I did not think about prior and it takes great passion
for a subject to pull this off
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successful impact does not have to be far reaching; it is equally impactful to make a genuine
difference in a small amount of people's lives.
I learned that #1 - small impacts can mean a lot to people on a personal level - and #2 - it
takes time! If we want to make a true impact on the homeless community, it will take time to
build relationships with homeless organizations 1st
That it takes time!!
An impact can be great or small, but important either way. there are many groups that can be
impacted with single actions
It’s a lot harder to execute than to ideate, and often the people involved can complicate
things immensely.
Working in a team can be challenging at times, but the opportunity to make an impact makes
it all worth it.
Quality over quantity is the biggest thing. When given a project like this we have such high
expectations and aspirations but it really comes down to impact and who we are trying to
help. If we had a large impact on 1 person its better than having a tangential impact on a lot
be careful of being too optimistic
I will be doing a similar project starting this fall with Global Leader Initiatives, so I would use
all the thing I learned from our impact challenge team into the new project. Such as what
kinds of way we can engage college students. How to use existing resources to further the
project mission statement.
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