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What is Personalized Learning? 
Personalized learning is the idea of optimizing the learning experience in a classroom setting 
by creating an environment where each student can learn at their own pace.¹ With this 
definition of personalized learning, a 1:1 teacher to student ratio could potentially be a 
solution.² However, this serves as a whole new challenge: there are not enough resources 
nor teachers for this idea to be sufficient. Thus, we have decided to take a microscale 
approach and start with optimizing learning for students at Chapman by making major 
changes to My.Chapman.edu - possibly one of the largest hindrances in optimizing Chapman 
students’ education. Currently, the User Interface design of My.Chapman is unappealing and 
difficult to navigate, especially for those unfamiliar with the website. Our project consists of 
an application that redefines the My.Chapman.edu experience. From a recent study, it was 
found that when the user puts  more cognitive effort into understanding the User Interface 
system, their ability to understand the task at hand is impeded.³ Thus, our focus on 
personalizing learning  consists of a user-friendly mobile application to set students up for a 
learning experience unique to them. Additionally, our previous SCI150 instructor, Dr. 
Goldsmith, guided our studies towards creating an application to revise My.Chapman after 
discussing the issues of the website. Continuing this, we have created and developed a 
successful application through SCI 200 and SCI 250, which we have here to showcase.

Here is how we have put a twist to the solution of personalizing education: 
● Maximize the learning experience by catering to a student’s learning path
○ Unique course trees for individuals and their majors and minors
○ Course description including credits, prerequisites, and when it is offered
○ Instant access to invaluable contact information (including but not limited to Public 

Safety, Academic Advisor, and Dean of Students)
  

Methods
● Literature analyses and reviews 
○ What personalized learning is about
○ How to implement the idea of personalizing the current education system

● Trial and Error of several app prototypes with different features

● Survey consisted of a majority of students wanting a four-year course tree

● App consists of basic features to help students’ access four year plan and help 
hotline
○ Students will be able to view classes required with ease 
○ Easy access to course descriptions
○ Simple to navigate

Many Thanks!
We would like to thank Dr. Quides for facilitating the  start of our project and working on it with 
us for three of the four GCI semesters. Special thanks to Dr. Goldsmith as well for directing us 
towards a more reliable solution. Thank you to the GCI students in our section who helped fill 
out our survey for the features of the app to prioritize, and to Lucas Song for guiding us and 
advising us with app coding!

Figure 2. The Code that Produces the Interface
The above flow chart displays the coding written in Unity by the Technical Team. The 
written code in the image is the foundation of what produces the User Interface 
Design as seen in the picture on the right.
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Figure 3. Clickable course 
tree a student can navigate 
to see which classes they 
need to enroll in. 

Figure 4. Model of a 
Freshman’s first year 
courses.

Figure 5. Description of course, 
prerequisites needed, availability, 
and credit count. If the student 
has satisfied a course already, the 
app will let the student know.

What have we learned?
●  Learning is not a linear process
○ Each person has a unique learning experience and pace

● Technology = invaluable resource in education
○ Abundant and can provide access and opportunity to students of all 

backgrounds
●  Communication with large groups is crucial for success
○ Both the technical team and the design team had to communicate to address 

feedback and issues of the application
● Designing and developing an effective application takes time
○ Our technical team required more time than anticipated

Future work
● Application can include:
○ All major course trees
○ Campus map
○ Ability to sign up and enroll in courses
○ School announcements and news
○ Photos of campus events (food/cafeteria, piazza events, etc)
○ Information on Chaman sports
○ Information on IFC (Greek life), school clubs, and extracurriculars
○ Possible continuation of application

Figure 1. Pie Graph Displaying Most Prioritized App 
Features
The pie chart to the left displays the results of the 
app feature that was given the most priority by the 
14 students in our GCI section. The dark blue piece 
is grade tracking, the red piece is the course tree, 
yellow is the instructor teaching style, purple is the 
campus map, and light blue is  the student’s daily 
course schedule. Given the time we had in the 
semester, our team decided the most doable piece 
was the Course Tre and plan on implementing other 
features in the app in the near future.

Scan this QR Code with the camera app on your smartphone 
to view some coding pictures and  a click through of our final 
prototype of the app that we have created!

Contributions: Davis, Tyler, and Sarah equally contributed to all parts of the poster; 
Andrew, Annika, Mark, and Max completed the prototype of the mobile application.


