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ABSTRACT

The emergence of knowledge management (KM) has made individual and organization
realized the importance of managing knowledge as it should be. It allows community to
acquire tacit knowledge of human expert and transfer it into explicit knowledge before
document it and share among community. Information and knowledge is crucial asset
the organization strain to obtain particularly from other competitor. However they
sometimes overlooked the important asset which is information and knowledge that lies
inside the organization itself. The objective of the proposal project is to provide a means
of organization like Universiti Teknologi PETRONAS (UTP) Computer and
information Science (CIS) department to manage their intellectual capital via KM
approach. In addition this system focuses on developing KM application that aims to
create a virtual workplace for their community, where they can manage (upload, delete,
edit, download, view and comment) the content and discover information. The
development project will provide a means of collecting, managing, sharing, locating
information and discover of knowledge within community. Through the concept that
people learn by asking and getting answer, announcement and latest news update, The
“UTP Virtual FYP Community” is being developed as a remarkably easy to use, yet
highly effective KM tools. Lacking of knowledge sharing might as well affect the
community performance. “UTP Virtual FYP Community” will provide a way for
information and knowledge can be spread widely among community including students
and lecturers. By having such knowledge management system, there will be a
systematic way in storing and managing knowledge. It is hoped that this method of KM
created can be leveraged by community and others. By using information technology,
this project helps create the opportunities to capture knowledge which may require

collaborative environment.
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CHAPTER 1
INTRODUCTION

1.0 Project Background

Virtual FYP Communities — “An Online Knowledge Sharing and Resource Centre” is
an online system that is design to be one stop online centre of information for student
and lecturer of Universiti Teknologi Petronas (UTP) regarding Final Year Project
(FYP), by providing an environment for collaboratively developing, freely sharing, and
rapidly publishing scholarly content on the web. The main idea behind this Virtual FYP
Communities is to create a virtual community that involve all people that work closely
with FYP such as student and lecturer. Communities can share their knowledge and
experience as well learns new things from other people experience and lesson learned.
Besides that, it can provide a flexible environment and framework for enterprise
knowledge management that integrates content, business processes and people as that
apply their experience and competencies in the course of learning activity. It provides
opportunities for better accessibility to information, business collaboration,
communities of practice, access to expert knowledge and innovation management. In
term of relevancy, “UTP Virtual FYP community” is actually a platform or medium that
can be used to share and transfer knowledge which is very crucial in preparing the
community for facing the challenge of technological advancement, rapid change in way
of learning and also to fulfill the lifetime learning capacity of the community itself.
Besides having the available method of spreading an information and knowledge which

cannot be achieve effectively by using traditional way.



1.1 Background of study

This project is remarkably is a development of a online community system that is easy
to use, yet highly efféctive knowlédge management tool based on simple concept that
people learn by asking question and getting answer form community involved. In a
nutshell, knowledge management solution is an open foriim, content management
system and blog, where allow community post question or problem and other can
collaboratively answer those question. Content management system allows the whole
system can be organized systematically and easy. Blog encourage people to share their
experience in a form of daily update currént project progress and lesson learned of past
projeét. There is a vast of information and knowledge readily available for the user to
view and download.

There are a lot of study and research that author need to focus on in order to realize this
project. The first thing that author need to know is the open source application that will
be used to develop this system. Open source is a set of principles and practices that
promote access to the design and production of goods and knowledge. Open source
software is similar in idea to "free software" but slightly less rigid than the free software
movement. Users of open source software are (generally) able to view the source code,
alter and re-distribute open source software. There is however less of an emphasis in the
open source movement on the right of information and source code to be free and in

some cases companies is able to develop proprietary products based on open source.

Open source is a development method for software that hamesses the power of
distributed peer review and transparency of process. The promise of open source is
better quality, higher reliability, more flexibility and lower cost. Author also needs to
know what are the availability, reliability and maintainability of the open source.
Besides that, author needs to consider also what the minimum requirement for the
installation such as type of platform use, server, database, security and many more. This
is very important because the efficiency and reliability of the system that will be

develop depending on the selection of the appropriate open source.

Next things is a webhosting, this system temporarily will be running on a standalone

server which is on my PC. But, it is only applicable in the development process of the



system, once system completed, it has to be publish online to worldwide via a
webhosting service. A web hosting service is a type of Internet hosting service that
allows individuals and organizations to provide their own websites accessible via the
World Wide Web. There a several criteria that author need to consider such as type of
hosting will be use. Such consideration includes database server software, scripting
software, operating system, development platform, site management features and also
hardware and software.

Do projects in KM required me to further study on some of it tools and enablers.
Actually there are a number of technologies 'enabling' or facilitating knowledge
management practices in the organization, including expert systems, knowledge bases,
various types of Information Management, sofiware help desk tools, document
management systems and other IT support system. The advent of the Internet brought
with it further enabling technologies, including e-learning, web conferencing,
collaborative software, content management systems, wikis, blogs, and other
technologies. Here author need to understand the function and usability of the enablers
before implement it into the project. This is because each enabling technology can
expand the level of inquiry available to an employee, while providing a platform to

achieve specific goals or actions.

1.2 Problem Statement

1.2.1 Problem Identification

People are obviously reluctant to share their knowledge for fear that it will be make
their skills less valuable, an experts leaving the organization without sharing their
knowledge. That kind of situation will cause communities and the organization to lose
access to large quantities of critical and beneficial knowledge. Therefore a knowledge
management has to take part to effectively in capturing, managing knowledge and

information that is valuable and widely available to all its member of the organization.

The other difficulty is problem that maybe occurs after the implementation of this

system. During research, author found that there such a problems that will indicate when



this system implemented later which is how to encourage community to use and apply
the system. However, all of this problem can be solve easily when the developer is
providing sufficient information about the system to the user and structured properly the

documentation of system process.

There is no proper platform for people to share their knowledge.

¢ Currently knowledge is not organized and fairly distributed within community.

» Need to “push the user” to encourage user which is student, supervisor and lecturer

to use the system.

e Users don’t always know where to place new knowledge because it tends to
congregate in default location and also because there is no appropriate channel and

platform to do so.

¢ Knowledge management system can descend into chaos if not well structured — user
can be overloaded with choices and content. This system will provide on
opportunities to proper sharing mechanism and will automatically replace the

current manual system.

1.2.2 Significant of the project

Knowledge Management programs attempt to manage the process of creation {or
discover), accumulation and application of knowledge across an organization.
Knowledge Management, therefore, attempts to bring under one set of practices various

strands of thought and practice relating to:

» Preserve the knowledge of workers as an intellectual capital of the organization

by capturing and share best practices.



e The idea of the leamning institution, since it was a knowledge management

system that use as part of the learning method in the institution.

» Encourage student and lecturer or institutional practices, such as Communities of

Practice.

» Make used of various enabling technologies such as knowledge bases and expert
systems, help desks, corporate intranets and extranets, Content Management,

wikis and Document Management.

1.3 Objective and scope of study

Virtual FYP Community is primarily concerned with the development of web-based
application that performs some specific function related to the Knowledge management.

Below are the lists of objectives that need to be accomplished at the end of the research:

» To develop a one stop online centre of information for student and lecturer regarding
FYP, by providing an environment for collaboratively developing, freely sharing,
and rapidly publishing scholarly content on the Web.

o Communities can share their knowledge and experiences as well learn new things
from other people experience and lesson learned. Better accessibility to information

and knowledge.

e To provides a flexible environment for enterprise knowledge management that
integrates content, business processes and people as they apply their experience and

competences in the course of learning activity

e To design a medium to manage and organize crucial and important information and
knowledge (lesson learnt, best practices, experiences) by applying the idea of

knowledge management concept.



e To develop and design a application which capable of keep, sharing and reuse

knowledge within community.

1.4 Feasibility of the project within the scope and time frame

The Reliability and availability characteristic of the Virtual FYP Community that is
going to be developed is the reason why author going to do this study. This study will
be divided into two section which are the Part [ and Part 11.

In Part I, the author will cover the planning, analysis and development phases. The
author will focus on the current technology and application used for the security system.
Besides that, during the Part I, the author is required to produce a prototype of the
system to be presented later at the end of the semester. And basically, during the Part I
— development, implementation, testing, and go & live support phases will be

accomplished.

The whole project task and timeline — Gantt chart is represented in APPENDIX A



CHAPTER 2
LITERATURE REVIEW

2.0 Data source for literature review

Source of data for literature review comprise of journal reading, books, conference
research paper, online forum and also informative website and many more that relevant
to my study and related to this project. Combination of searching method that author use

during searching such as:

» Knowledge Management (KM)

¢ KM in education

¢ KM technology and approach

» KM enablers

» Internet / online forum / Online community
e Explicit knowledge & Tacit knowledge

e Science of classification

e Eitc...

2.1 What is knowledge

According to the dictionary, knowledge is the sum of what is known, the body of truth,
information and principles acquired by mankind. Knowledge is related to intellectual
capacities, but it is also linked to observation, experience, study and investigation.
Dictionary definitions are still lacking a connection to what knowledge means in the
term "knowledge management”. In that context, knowledge is very closely associated
with the implications of ICT for our way of dealing with information. [Prof. A.
QOosterlinck, 2002]



2.1.1 Tacit knowledge and explicit knowledge

The concept of tacit knowing comes from scientist and philosopher Michael Polanyi. It
is important to understand that he wrote about a process (hence tacit knowing) and not a
form of knowledge. However, his phrase has been taken up to name a form of

knowledge that is apparently wholly or partly inexplicable.

By definition, tacit knowledge is knowledge that people carry in their minds and is,
therefore, difficult to access. Often, people are not aware of the knowledge they possess
or how it can be valuable to others. Tacit knowledge is considered more valuable
because it provides context for people, places, ideas, and experiences. Effective transfer

of tacit knowledge generally requires extensive personal contact and trust.

Explicit knowledge is knowledge that has been or can be articulated, codified, and
stored in certain media. It can be readily transmitted to others. The most common forms
of explicit knowledge are manuals, documents and procedures. Knowledge also can be
audio-visual. Works of art and product design can be seen as other forms of explicit
knowledge where human skills, motives and knowledge are externalized. Only
definition {Polanyi, Michael, 1966]

2.2 Knowledge Management

Knowledge management is concerned with the exploitation and development of the
knowledge assets of an organization with a view to furthering the organization’s
objectives. The knowledge to be managed includes both explicit, documented
knowledge, and tacit, subjective knowledge. Management entails all of those processes
associated with the identification, sharing, and creation of knowledge. This requires
systems for the creation and maintenance of knowledge repositories, and to cultivate
and facilitate the sharing of knowledge and organizational learning. Organizations that
succeed in knowledge management are likely to view knowledge as an asset and to
develop organizational norms and values, which support the creation, and sharing of
knowledge. [Adisorn Na Ubon, Chris Kimble, 2002]



2.2.1 Approaches to knowledge management

There is a broad range of thought on Knowledge Management with no unanimous
definition. The approaches vary by author and school. Knowledge Management may be

viewed from each of the following perspectives:

= Techno-centric: A focus on technology, ideally those that enhance knowledge
sharing/growth.

=  Organizational: How does the organization need to be designed to facilitate

knowledge processes? Which organizations work best with what processes?

» Ecological: Seeing the interaction of people, identity, knowledge and environmental

factors as a complex adaptive system.

In addition, as the discipline is maturing, there is an increasing presence of academic
debates within epistemology emerging in both the theory and practice of knowledge
management. [Bellenger, Gene, 2002]

2.2.2 Motivation of knowledge management

There are a number of claims as to 'drivers', or motivations, leading to organizations

" undertaking a knowledge management program.

Perhaps first among these is to gain the competitive advantage (in industry) and/or
increased effectiveness that comes with improved or faster learning and new knowledge
creation. Knowledge management programs may lead to greater innovation, better
customer experiences, consistency in good practices and knowledge access across a
global organization, as well as many other benefits, and knowledge management

programs may be driven with these goals in mind. [Buckman, R. H. 2004]



Considerations driving a Knowledge Management program might include:

»  Making available increased knowledge content in the development and provision of
products and services

»  Achieving shorter learning and education cycles

» Facilitating and managing organizational innovation and leatrning

= everage the expertise of people across the organization

» Benefiting from 'network effects’ as the number of productive connections between
employees in the organization increases and the quality of information shared
increases, leading to greater employee and team satisfaction

» Managing the proliferation of data and information in complex business
environments and allowing employees rapidly to access useful and relevant
knowledge resources and best practice guidelines

» Managing intellectual capital and intellectual assets in the workforce (such as the
expertise and know-how possessed by key individuals) as individuals retire and new

workers are hired

2.2.3 Knowledge management enablers

Historically, there have been a number of technologies 'enabling' or facilitating
knowledge management practices in the organization, including expert systems,
knowledge bases, various types of Information Management, software help desk tools,
document management systems and other IT systems supporting organizational

knowledge flows.

The advent of the Internet brought with it further enabling technologies, including e-
learning, web conferencing, collaborative software, content management systems,
corporate "Yellow pages' directories, email lists, wikis, blogs, and other technologies.
Each enabling technology can expand the level of inquiry available to an employee,
while providing a platform to achieve specific goals or actions. The practice of KM will
continue to evolve with the growth of collaboration applications, visual tools and other

technologies. Since its adoption by the mainstream population and business community,

10



the Internet has led to an increase in creative collaboration, learning and research, e-

commerce, and instant information, [Wilson, T.D. 2002]

2.3 Knowledge Management: The implications for online distance education

Today education is subject to the same pressures of the marketplace and educational
institutions need to perform just as well as any other organization. In the recent years a
wide range of business techniques, including performance management, quality
assurance and total quality management, have had a direct or indirect impact on
education, and KM is set to do the same. KM should have a resonance in education, as
one major function of education is the imparting of knowledge. This implies that just as
businesses attempt to improve the efficiency and effectiveness of their operations
through KM, so educational institutions could use the potential of KM to enhance the
learning of students. We can see that KM and online distance education share some

common elements.

2.3.1 Community

Community is a group of people bound together by certain mutual concemms, interests,
activities, and institutions. From KM perspectives, the concept of communities is
essential because knowledge in an organization is often built up and generated by small,
informal, self-organizing network of practitioners. In addition, the current advances in

Information and Communication

2.3.2 Collaboration

Most organizations realize that they will improve performance if their staff works
together. However, building collaboration is not an easy task. KM practitioners apply
many different approaches to develop the type of culture that builds the desire for
teamwork and a collaborative working. [8][9] Techniques such as meetings, forums and
discussions are used extensively to create knowledge through the processes of social
interaction and collaboration. Tools such as e-mail and intranets are also used to

encourage active collaboration among people in organization.

11



2.3.3 Trust and knowledge sharing

In business organization, trust has been identified as an essential condition for people to
share knowledge and expertise. People are reluctant to share their knowledge because of
the risk of loss of control and influence. Remarking a recent survey on KM in Europe,
[Mutray, P. and Myers, A. 1999] indicate that respondents acknowledge that the most
valuable knowledge in their organizations is in people's heads but they are reluctant to

share their knowledge for fear of losing influence and control.

2.3.4 Shared understanding

For effective knowledge sharing, individuals need to have the same meaning in their
communication process, and need to converge it to shared understanding. Research in
KM area shows that a shared understanding and a common ground among people in a
community is essential for collaboration and productive knowledge transfer {Lave, J.
and Wenger, E. 1991], [Clark, H. 1996]. Without it, individuals will neither understand
nor trust one another [Davenport, T. H. and Prusak, L. 2000].

2.4 Knowledge Management System

Knowledge Management System (KM System) refers to a system for managing
knowledge in organizations, supporting creation, capture, storage and dissemination of
information. It can comprise a part of a Knowledge Management initiative. [Anderson,
B. 1983].

The idea of a KM system is to enable employees to have ready access to the
organization's based documented of facts, sources of information, and solutions. For
example a typical claim justifying the creation of a KM system might run something
like this: an engineer could know the metallurgical composition of an alloy that reduces
sound in gear systems. Sharing this information organization wide can lead to more

effective engine design and it could also lead to ideas for new or improved equipment.

12



A KM system could be any of the following:

e Document based i.e. any technology that permits creation/management/sharing
of formatted documents such as Lotus Notes, web, distributed databases etc.

e Ontology/Taxonomy based: these are similar to document technologies in the
sense that a system of terminologies are used to summarize the document,

» Based on Al technologies which use a customized representation scheme to
represent the problem domain.

» Provide network maps of the organization showing the flow of communication
between entities and individuals

e Increasingly social computing tools are being deployed to provide a more

organic approach to creation of a KM system.

Knowledge Management System can be used for a wide range of cooperative,
collaborative, adhocracy and hierarchy commumities, virtual organizations,
societies and other virtual networks, to manage media contents; activities,
interactions and work-flows purposes; projects; works, networks, departments,
privileges, roles, participants and other active users in order to extract and
generate new knowledge and to enbance, leverage and transfer in new outcomes
of knowledge providing new services using new formats and interfaces and

different communication channels.

2.4.1 Technical aspect of KM system

« Representation

o Artificial intelligent in knowledge management
¢ Data mining

¢ Meta knowledge and meta data

o Mobility

13



2.4.2 Knowledge transfer and knowledge management system process

Figure 2.1: KM Process [Serenko, A. and Bontis, Nick. 2004]

14




2.5 Virtunal Community

A virtual community, e-community or online community is a group of people that
primarily interact via communication media such as letters, telephone, email or Usenet
rather than face to face. If the mechanism is a computer network, it is called an online
community [Farmer, F. R. 1993]. Virtual and online communities have also become a
supplemental form of communication between people who know each other primarily in
real life. Many means are used in social software separately or in combination,
including text-based chartrooms and forums that use voice, video text or avatars.
Significant socio-technical change may have resulted from the proliferation of such

Internet-based social networks
2.5.1 Virtual community design

Below are some guidelines that can be of use when trying to design an online

community or foster a better knowledge sharing environment in your organization:

Trust the member’s input. Make it easy to Sense of Efficacy

contribute to your knowledge base and make it

accessible to others.

Enable your knowledge base to evolve as Sense of Efficacy

processes and concepts change.

Allow the member to be known and get credit | Build Reputation, Anticipated

by measuring their contributions. Reciprocity, Sense of Community
Allow other members in the community to Sense of Community, Build
measure and respond to contributions. Reputations

Table 2.1: Guideline in designing online community [Bishop, J. 2007]

15



2.6 Taxonomies of knowledge

Knowledee type

Definition

Fxamples

Tacit Knowledge is rooted in Best means of dealing with
actions, experience. specific customer
o Cognitive Tacit | Mental model. Individual believe — cause.
e Technical Tacit | Know how applicable to Surgery skill.
specific work.
Explicit Articulated, generalized Knowledge of major
knowledge customer in a region
Individual Create by and inherent in Insight gained from
the individual completed project
Social Created by and inherentin | Norms for intergroup
collective action of a group. | communication
Declarative Know-about What drug appropriate for an
illness
Procedural Know-how How to administer a
particular drug
Causal Know-why Understanding why the drugs
works
Conditional Know-when Understanding when to
prescribe the drug
Relational Know-with Understanding how the drug
interact with other drugs
Pragmatics Useful knowledge for an Best practices, business
organization framework, project
experiences, engineering
| drawing, market report.

Table 2.2: Taxonomies of knowledge [Philippe En Dior, 2002}

16




CHAPTER 3
METHODOLOGY

3.1 Information Gathering Method

Figure 3.1: Information Gathering Method

3.2 Ethnography

Ethnography is the genre of writing that presents varying degrees of qualitative and
quantitative descriptions of human social phenomena, based on fieldwork. Ethnography
presents the results of a holistic research method founded on the idea that a system's
properties cannot necessarily be accurately understood independently of each other. The
genre has both formal and historical connections to travel writing and colonial office

reports. Several academic traditions, in particular the constructivist and relativist
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paradigms employ ethnographic research as a crucial research method. Many cultural
anthropologists consider ethnography the essence of the discipline. [Hymes, Dell. 1974]

3.2.1 Use of ethnography

"Tlluminative"” evaluation:
Ethnography is useful for long-term and longitudinal studies of programmes. It
concentrates on accounting for the observed setting rather than comparison between

settings.

Evaluation of use and the user:

Ethnographic evaluation can investigate the user's point of view. It can help in forms of
participative design eliciting the point of view of those who will use the system, both
educators and students. In particular, ethnography can draw out 'tacit’ knowledge, the

taken for granted aspects of work often overlooked.

"Continuous phase" evaluation:
This is an iterative design process in which ethnographic research plays two roles. First,
it is used to clarify requirements prior to the design of a new system. Then, it is used to

provide continuous feedback for redesign and modification.

3.2.2 Ethnography Technique

e Direct, first-hand observation of daily behavior. This can include participant

observation.

Conversation with different levels of formality. This can involve small talk to
long interviews.

e Detailed work with key consultants about particular areas of community life.

s In-depth interviewing.

» Discovery of local beliefs and perceptions.

¢ Problem-oriented research.

» Longitudinal research. This is continuous long-term study of an area or site.
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o Team research.

o Case studies

3.3 System development method

Figure 3.2: Waterfall Development Method Model

A system usually consists of several components that perform their own function. This
is one of the methodologies available for application development, which can be used as
a standard problem-solving technique, as shown in [figure 2]. The software component
technology conforms to the design sirategy. Component technology brings independent
extension and rapid application development to the software industry. With the benefit
of the component technology, software development can be based on existing
components. Reuse in software development improves aspects from the source code and
library level to the direct use of the software component. Software components unite the
component concept across the design, implementation and deployment phases in
software development. A component-based system is based on a number of distinct
components, each of which plays a specialised role in the system. A component model
is the set of components, their interfaces and a specification of the nature of the

interactions among components.
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The method that had been choosing to be used in development process of the system is

Waterfall Mode] which is considering of:

1. Planning

2. Analysis

3. Design

4. Development
S. Testing

6. System Release

Each of the phases has its own role and usage on how the author can relate it with the
development of the system. Later, waterfall model will be combining with phased

development model [Figure 3] in order to produce different version of improvement.

3.3.1 Planning and Analysis

3.3.1.1 Identifying symptoms

s A symptom is evidence that an existing information system is inefficient or
ineffective.

e Try to determine the symptom of an example of KM system and observing the
system in operation.

e It will also help to set target for new system to achieve and provide base figures
against which to measure the new system contribution.

» Observing system is also important to gain additional information.

3.3.1.2 Determining system objectives

Author understand that system objective describe the business goal of the system.
Benefit will be obtained by developing the new system is dividing by 3 categories:
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1. Efficiency benefits

Include reduce labor costs, increased transaction and improved accuracy or

reliability

2. Effectiveness benefits

Include more complete and or timely information for decision making

3. Competitiveness benefits

Include helping the organization to implement its competitive strategy.

Organizational

Functional

| Previous System |
i SYious ystem

Figure 3.3: Key area of system analysis
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3.3.1.3 Determining Resources

Resource can be described in three area of feasibility, Technical Feasibility, Economic

Feasibility and Operational Feasibility.

1. Organizational Feasibility

How well the proposed system supports this system priority of the organization.

2. Technical Feasibility
Author has all the hardware and software that use to develop this system. Author has
ensured that all the hardware is working properly and did not have any technical
problem during developing process. The hardware such as, Monitor, keyboard,
mouse, CPU, printer and speaker. And software such as XAMPP, Adobe

Dreamweaver, Adobe Photoshop etc.

3. Economic Feasibility

Economic feasibility is a second part of resources determination. The concerned
project development must be able to see the value of investment before committing
to the entire system. The basic resources that author have to consider developing this
system is:

e The cost of doing full system study.

» The estimated cost of hardware use.

o The estimated cost of software use.

e The cost of system documentation.

4. Operational Feasibility
Even though the technical and economic resources are both have been consider,
author must still consider the operational feasibility on the project. It is depend on
the human resources. Author also has to know who the user is in order to have a
clear picture on what user really want. In this point, determining operational
feasibility required creative imagination. So author must listen carefully to what

users really want.
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3.3.2 Design and development

As what author understands, Design is a process of developing a product or artifact
or system and to the various representations (simulation or model) of the product
that are produced during the design process. In designing this system, author

consider on three main criteria:

» User centered and involved user as much as possible so that the can influence
the design

¢ Integrated knowledge and expertise from different disciplines that contribute
to human computer interaction design.

o Be highly iterative so that testing can be done to check that the design does

indeed meet user requirement.

User

" Interface ~ Process

D_e;ign

Désigrj

Screen, Form, Report Data element structure Program and Procedure
and Dialog Design design design

Figure 3.4: System design requirement

3.3.2.1 Designing effective output

Author has to get what is the meaning of output design and found that output means,

information delivered to user through the information system. There are several

objectives that author try to attain when designing output:

Design output to serve the intended purpose.
All output should have a purpose. Output is designed based on that purpose. If the
output is not functional, it should not be created, since there are cost of time and

materials associated with ali output from the system
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s Design the output to fit the user
It is more practical to create a user specific or user customizable output when
designing it for a decision support system or other highly iterative application such

as those mounted on the web,

» Deliver the appropriate quantity of output.
Part of the task of designing output is deciding what quantity of output is correct for

users.

o Assure that the output is where it is needed.

Output also must be providing to right user.

» Provide the output on time.
Timing plays a large part in how useful output will be to the decision makers. By
using well-publicized output can alleviate some problems with the timing of output

distribution as well.

e Choose the right cutput method.
Choosing the right output method for each user is another objective in designing

output. Author has to recognize the changes involved in choosing output method.

3.3.2.2 Designing screen output

Author knows that screen output is different from printed output. Screen display is not
permanent in the same way that print out are. In developing the system interface four

guidelines has been use to facilitate the design of screen.

¢ Keep the screen simple.
¢ Keep the screen presentation consistent.
¢ Facilitate user movement among screens.

e (Create and interactive screen.
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3.3.2.3 Designing effective input

Author knows that designing an effective input will determine the quality of system

output. Author focus on several objectives when designing input:

o Effectiveness - Input form, input screens and fill-in form serve specific purpose

in the information system.

s Accuracy - Refer to design that assure proper completion.

e Simplicity - Refer to keeping the same design purposely uncluttered in a manner

that focuses that user attention.

e (Consistency - Means that all input forms group data similarly from one

application to the next.

o Attractiveness - Implies that user will enjoy using input form, output screen and

fill-in form through system appealing design.

3.3.2.4 Designing the file and database

In designing the file and database of this system, approaches to the storage of data in a

computer based has been used, which is:

e First approach

Is to store the data in individual files, each unique to a particular application.

e Second approach

To the storage of data in a computer based system involves building a database.

A database is formally defined and centrally controlled store of data intended of use in

many different process or transaction.
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3.3.2.5 Proposed Storyboard

Figure 3.5.1: Welcome Page

Content

Figure 3.5.2: Main Page (General)
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Content

Figure 3.5.3: Main Page (Registered User)

Edit User Detail

I
[
[
I

Figure 3.5.4: Edit User Detail

27




Announcement

* Announcement 1

* Announcement 2 )

* Announcement 3 Links
* Announcement 4

Figure 3.5.5: Announcement

Display Announcement

Figure 3.5.6: Display Selected Announcement
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