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ABSTRACT 
   

  Entrepreneurship  has  become very  crucial  to  every  country  ever  since  

the  age  of globalization  due to  the  growth  of  entrepreneurial  activities  that will  

result  in  creating jobs  for  the  society, as well as reducing  the  unemployment  rate. 

Many fresh graduates especially non business students they have the intention to 

becoming entrepreneur and starting-up own business, however, most of them failed to 

become one. It may be due to lack of guidance on how to become a successful 

entrepreneur and lack of awareness on available platform where they could explore 

more into issues and available programs related to Startup. Even though many 

students do possess creative and innovative project throughout their studies but they 

are not aware and expose to the extendibility and viability of their ideas as business 

prospect.  Therefore, in order to help to control this issue, IDEASPARK.MY, 

crowdsourcing platform specifically for students to validate their project ideas as a 

viable business prospects. This platform is to provide entrepreneurs with a kick start 

market validation of their ideas and entrepreneurial pathway of one’s should face to 

become a successful entrepreneur. 
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CHAPTER 1 

1.0 INTRODUCTION 

 

1.0 Introduction 

The entrepreneurship development in Malaysia has been significantly growing for the 

past few years. Considering the crucial role of entrepreneurial development, Malaysia has put 

this sector into one of their national agenda for the year 2015.  Economically, the significant 

of entrepreneurship is undeniable as it has been proven in supporting various mechanisms.  

Young Malaysians should dream big and turn their passions into success stories through 

entrepreneurship, said Prime Minister Datuk Seri Najib Razak (Abas, A., Lee, K.K., 2014). At 

tertiary level, entrepreneurial education has becoming one of the crucial components in private 

(IPTS) and public higher learning institutions (IPTA) to produce a well-rounded graduate for 

the industry. Since the country is moving forward to see the bigger picture of future 

entrepreneurs among university students, education is seen to be one of the most effective 

ways to imprint entrepreneurial mindset among university students. According to Baughn, 

Cao, Le, Lim, & Neupert, (2006) the nature of self-employed itself linked with highest 

hierarchy of need on self-actualization, greater satisfaction and independence which attract 

most of GenY graduates to have desire venturing into business. One of the reasons that is still 

uncertain from all the studies that has been carried out, is factor to differentiate students with 

strong entrepreneurship intention and vice versa. Past research that has been done on factors 

affecting personality that drive students career decision on choosing to be self-employ as a 

choice are still limited (Luthje & Franke, 2003). Hence, this project is an attempt on the initial 

phase to encourage students to venture their project as business prospect. Author initiatives 

are to develop platform which will assist students to validate their ideas to community and 

also turn it into a viable product.  

According the (Nordin, M.K., 2010) “Ministry of Higher Education is working to establish 

Generic Student Attributes or GSA to make Malaysian Higher Education Institutions: Shaping 

an Entrepreneurial Agenda sure all the students will enrich themselves as a complete and 

comprehensive student who has a numbers of added values such as communications skill, the 

ability to think critically and solve problem, leadership skill and team spirit and 

entrepreneurship skills. These efforts are designed to encourage both the academic and social 
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development of our graduates. These GSA also should be embedded in the extra-curricular 

activities through clubs, sports, cultural and other non-academic activities during which 

students will learn how to organize events, lead others in accomplishing projects, communicate 

their creative thoughts and ideas to committee members, learn how to manage time, resources 

and finances, and at the same also acquire “people skills” 

Institution of Higher Learning (IHL) should aims to produce students of not only excellent in 

academically but also well rounded in terms of entrepreneurial knowledge upon graduation. It 

is important for students to possessed entrepreneurial knowledge as they ought to have the 

basic knowledge on business planning and management before they face the real business 

world which can be increasingly complex and competitive. Considering all of these factors, 

MOHE indeed has put on a lot of efforts to establish entrepreneurial units, councils and 

cooperations with Institution  of  Higher  Learning  (IHL) to carry out entrepreneurial cultural 

programs such as  Enactus which is previously known as SIFE and Graduate  Entrepreneurship  

Program  (GEP). The remainder of this paper is divided into three sections. First, the review 

of related literature is presented and hypotheses are formulated. Next, the outline of the 

methods and followed by a presentation of results and discussions.   

1.1 Background of Study 

Entrepreneurship  has  become very  crucial  to  every  country  ever  since  the  age  

of globalization  due to  the  growth  of  entrepreneurial  activities  that will  result  in  creating 

jobs  for  the  society, as well as reducing  the  unemployment  rate  (Abdullah  Azhar,  Annum 

Javaid,  Mohsin Rehman & Asma Hyder, 2010). Nafukho and Helen Muyia (2010) proved  

that  entrepreneurship  is  vital  in  creating  and  fulfilling  a  healthy  economy. This is 

supported by Dickson, Solomon and Mark Weaver (2008) where growth of entrepreneurship 

is significant to economic status of a country. 

Ideaspark.my is developed with an initial target to encourage UTP students, especially the 

Final year students to validate their project ideas through online crowd validation and enhance 

their project marketability also the views on its feasibility and sustainability. It  is  one  of  the  

efforts  that has been made  to  inspire  a  creative  and  innovative  culture  among 

undergraduates community  through  continuous  contribution  of  constructive  ideas, feasibly 

towards business opportunities that could be foreseen in all respects.   
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1.2 Problem Statement 

1.2.1 Problem Identification 

Many fresh graduates especially non business students have the intention to become 

entrepreneur and start-up own business, however, most of them failed to become one. It may 

be due to lack of guidance on how to become a successful entrepreneur and lack of awareness 

on available platform where they could explore more into issues and available programs 

related to Startup. There may also be others who are potential entrepreneurs but are not 

properly aware of the career options that are open to them (Advising Entrepreneurial Students, 

n.d.). Nowadays when students doing course project or final year project mainly it is due to 

fulfil the Institution academic requirement. Even though many students do possess creative 

and innovative project, but they are not aware and expose to the extendibility and viability of 

their ideas as business prospect.  

1.2.2 Significance of Study 

The significance of this study is to expose the student’s project viability as business 

prospect where they could launch a Start-up and earn money out of their project. 

Entrepreneurship is not  an  outcome  of  simple  efforts. Students need to possess strong 

passion and determinacy, therefore this platform envision as initial phase to spark students 

passion by validating to what extend their project viable for business venture through 

ideaspark.my.  According to Bandura (1986) education are not only serves to prepare prospect 

related to venture creation and knowledge transfer but also to equip one’s with relevant skills 

to enhance their potential to become successful entrepreneur. It requires a regular and passion 

to purse one’s intention. Attitude towards entrepreneurship and self-efficacy have significant 

factors influencing entrepreneurial intention as well as identifying entrepreneurs succeed (De 

Noble, Jung & Ehlrich, 1999). Therefore by exposing students with initial phase to become a 

successful entrepreneur through validation phase is hoping to enhance student self-efficiency 

towards their project viability.  

Therefore through development of these platform is hoped to facilitate student’s 

entrepreneurial intention with validation of their project ideas align with viability of business 

point of view. This is also to alter graduates passion to further purse their project into viable 

business product for the industry. 
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1.3 Objectives of Study 

The first aim of this project is to develop community platform that provide online market 

validation specifically for projects done by students. This platform envisions validating 

viability of student’s project as business idea and at the same time imprinting entrepreneurial 

intention on students considering the capabilities and marketability of their ideas as business 

opportunities. 

The specific objectives are:  

1. To  develop a platform that can facilitate students projects to become a viable 

product/real business idea  

2. To served as a platform for students to gain traction through enhancing their 

marketability post and successful validation via Ideaspark.my   
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1.4 Project Scope 

1.4.1 Platform  

 

 

 

 

 

 

 

 

 

Figure 1.1: ideaspark.my Scope 

1.4.2 Project Owner 

 

 

 

 

 

 

Figure 1.2: Target User 

The scope of this project will be on University, College, and Polytechnic students who 

have a creative project to be validated based on it feasibility, sustainability, creativity and 

social/economic impact. Initial phase of this project will be focusing on UTP student’s 

especially Final year students to validate their project idea through online crowd’s validation 

and enhance their project marketability and view on its feasibility and sustainability. Targeted 

crowds are among the community and industry people who are looking for project or ideas to 

be invested in. On the analysis part of the project author use five methods which is through 

Business Model Canvas, SWOT Analysis, 5’s porter model, as well as by using survey for pre 

and post completed the viability set benchmark 
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CHAPTER 2 

LITERATURE REVIEW 

 

2.1 Introduction 

Crowdsourcing is a set of steps in acquiring needed services, contents or ideas through 

soliciting contribution from crowds (large group of people) and mainly people from online 

community instead of traditional employers or suppliers (Merriam Webster Wikipedia, 2015). 

Crowdsourcing was originally a buzz word used in 2006 by Wired Magazine author Jeff 

Howe, but the concept of crowdsourcing was invented and used as early as 1714. The concept 

of crowdsourcing was in fact used to crowdsource some of world’s biggest brands and 

extraordinary inventions.  

 

Figure 2.1: History/Genesis of Crowdsourcing 

Originally, the concept of crowdsourcing was invented in 1714 when British had 

facing an issue that made sailing a deathly journey which estimated around thousands or 

seamen killed every year due to longitude problem. In order to solve the problem, the British 

Government was trying to seek for problem solving innovation by offering large ransoms for 

the new invention.  This was possibly one of the first examples of crowdsourcing which was 

later won by John Harrison on the invention of 'marine chronometer’ an accurate, vacuum 

sealed pocket watches.   
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In 1936, one of Japanese’s largest automobile firm, Toyota decided to redesign their 

logo and held a logo contest. The participation was received staggering number of participant 

with more than 2,600 entries received. The winner was a design with three Japanese katakana 

letters for "Toyoda", the design which later being further modified to "Toyota". 

There are also other significant crowdsourcing events have occurred which are 

Sydney's Harbor Architecture contest in 1955, the launch of Wikipedia crowdsource 

knowledge in 2001, reality shows of American Idol 1 in 2002 which is a public crowdsourcing 

contests, and also launching of YouTube a crowdsourced entertainment in 2005. 

 

Figure 2.2: Wikipedia crowdsource knowledge 

2.1.1 Benefits of Crowdsourcing 

One of the most significant benefits of crowdsourcing are it helps to stimulate 

creativity and one’s innovation. According to Tokarchuk et al. (2012), the crowdsourcing 

workers define it as it gives benefits to differentiate reputation, the expectation of mutual 

benefits, altruism, self-esteem, competition, learning, personal satisfaction, and monetary 

reward. Based on analysis from 250 examples, Malone et al. (2010) identify three main sources 

of motivations to crowdsource the ideas of others which includes money, love and their 

personal satisfaction, also being define as a feeling in contributing a greater good and to be 

part of a larger team. 

Generally, we are now aware on which kind of consumers are most likely to participate 

in a crowdsourcing project. This is really interesting because now we know the characteristics 

and driving force of motivation for consumer to generally participate in crowdsourcing 

projects and the reason why they are interested, as most of the cases there will be no monetary 

rewards will be paid to the consumers. According to Ryan and Deci (2000) individuals can be 

triggered to participate in crowdsourcing by two types of motivations which are extrinsic and 

intrinsic motivations. An extrinsic oriented person is motivated to perform an activity driven 

by external reward, for example benefits, perk and recognition over the work done for their 

contribution towards one goal on the opportunity of financial rewards. Whereas a person who 

is motivated intrinsically would contribute and be part of crowdsourcing initiative for their 
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personal sake. It is possible that these group of people motivated by possibly of employment 

or experience. 

There is a lot of amazing achievement derived from crowdsourcing concept but in 

reality, in order to attract and gather a crowd is not as easy as we can imagine. One of the 

general concepts of crowdsourcing is innovative and creative crowdsourcing, whereby 

organizations or individual usually outsource innovation or creativity to the online crowd. In 

these day, the concept of crowdsourcing is not only limited to innovation and creativity but it 

is diverse into other aspects such as funding, online validation and knowledge-based 

crowdsource.  

2.1.2 Crowdsourcing: New revolution for entrepreneur  

Internet is a source of information without boundaries, considering the geographical 

limitation, crowdsourcing allows access crowd of talented and innovative people to channel 

their creative visions toward useful endeavour. Crowdsourcing is getting more appealing for 

upcoming entrepreneurs that have limited resources and usually during early phase of starting 

up a venture. By crowdsourcing, entrepreneurs are able to access in terms of funding, 

knowledge, opinion, expertise and unlimited resources from community. 

The beauty pedagogy involvement of community or crowds for one’s ideas has 

inspired the author to develop a crowdsourcing platform called IDEASPARK.MY specifically 

for students to validate their project ideas as a viable business prospects. This platform is to 

provide entrepreneurs with a kick start market validation of their ideas and entrepreneurial 

pathway of one’s should face to become a successful entrepreneur.  

To determine the long-term viability of crowdsourcing, the following comparison will 

analyse four popular crowdsourcing platforms including author platform: Kickstarter, 

IndieGoGo, and Quirky. Using the comparative analysis method, author compares in detail on 

mechanisms of each platform possessed in order to determine the differences and classification 

of method used with author platform. This analysis will further discussed at the end of this 

chapter under sub section 2.5 comparative analysis. 

2.2 Entrepreneurship in Malaysia  

The establishment of new business will not only improves nation economically but 

also help in lowering unemployment issue through job creation as well as better productivity 

and efficiency, which also leads to nourishing more creativity and innovation (Lautenschläger 

and Haase, 2011).  According to Jones and English (2004) the entrepreneurial education is 

referring to the sequential steps nurturing one’s skills on the ability to be able to sense 

opportunity and self-determination, knowledge and passion to act on them. The early concept 
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of entrepreneurship development as applied education was introduced since 1938. After that 

in 1953, University of Illinois start to offer entrepreneurship course named “small business or 

entrepreneurship development “. Based on McMullan and Long (1987) in the end of 1960s the 

entrepreneurial education has finally spread all over the world. 

In Universiti Teknologi PETRONAS (UTP), they are expecting in producing a well-

rounded student not only excellent academically but also nurtured with diverse of skills and 

knowledge and one of them is entrepreneurship skills. In UTP, entrepreneurship course is 

listed as one of the choices for extracurricular courses other than Small Business and 

Entrepreneurship courses which are offered by Department of Management and Humanities. 

The process of entrepreneurship includes the environmental impact as well as the process 

involves in researching, planning and assisting in entrepreneurial education and training 

(Zakaria et al., 2011). In fact in Malaysia, there is a significant number of entrepreneurship 

degree programmes offered by UUM, UNITEN, UPM and UM. For deeper exposure in 

entrepreneurship Master level on entrepreneurship course under the Master of Business 

Administration (MBA) is also offered in some Institutes of Higher Learning (Faudziah and 

Habshah, 2006). 

In Malaysia, the importance of entrepreneurship concept exposure and activity are 

continuously growing ominously. As the government has started to perceive the significant 

growth of entrepreneurship fostering nation economy, there are significant supports and 

policies established to assist entrepreneurs including funding, expert advisory and training. In 

2015 budget, Prime Minister Datuk Seri Najib focuses on continuous support on 

entrepreneurship  from various points including funding, nurturing and producing more 

creative entrepreneurs. Based on Malaysia Budget (2015), government is trying to attract more 

experienced entrepreneurs or expatriate to establish Startups in Malaysia, in fact they have 

also announced paid-up capital for Startups is set at RM 75 000 for expatriate Startup and will 

be grant a work pass for one year. 

2.4.1 Entrepreneurial Intention among Student 

Nowadays, undergraduate and/or graduated student has grown interest rapidly in term 

of entrepreneurial intention. In Indian University, it is depend on luck to lead other people for 

entrepreneurial intention among their students, Bhandari (2006). Stated that student who had 

higher risk taking propensity, internal locus of control, higher achievement an innovativeness 

has higher in term entrepreneurially inclination. This result is based on investigation done 

among fourth year students from only two Turkish universities, Gürol and Atsan (2006). It is 

also suggested by Lee et al. (2006) for effectiveness entrepreneurial education, the customized 

approaches which is based on unique cultural context is needed. According to Wu and Wu 
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(2008) diversity in entrepreneurial education can help to perceive better entrepreneurial 

intentions among students. In Malaysia, even though the awareness on entrepreneurial 

intention of students still insignificant but it is growing in a promising pace. Nowadays in 

Higher Learning Institute we can see numbers of students venture in business related activities 

from dropship, credit transfer, Multi-level marketing (MLM) venture and etc. This shows that 

students in Malaysia are aware entrepreneurial benefits to stand financially independent, but 

to what extend they are aware on the prospect of their own course or final year project as a 

potential pathway to their financial freedom? 

In Malaysia students are reluctant to further extend their final year project as a viable 

product maybe due to low entrepreneurial intention and lack of confident and encouragement 

when it comes to the viability of one’s project whether it is viable or not to the market. Students 

lack of intention in pursuing entrepreneurship as career choice also due to academic-oriented 

structure in Malaysia education system. When students doing course project or even their final 

year project mainly for the sake to fulfil the Institution academic requirement rather than to 

implement and sustain it for greater good. Even though many students do possess creative and 

innovative project throughout their studies but they are not aware and expose to the 

extendibility and viability of their ideas as business prospect. Malaysia as a developing country 

which envision to be develop nation by 2020 need more entrepreneur to further drive Malaysia 

economic progress. Therefore in short, when there is more entrepreneurs in the country, more 

job will be created thus it will decrease unemployment rate and provide healthy economic 

growth of a nation. 

2.4.2 Entrepreneurship Initiatives in Malaysia 

Malaysia has a vision to become a developed nation by the year 2020, however 

considering the insufficient innovation in terms of quantity and quality in human capital and 

brain drain phenomena has delayed down the progress to achieve this vision. In conjunction 

to this issue, the Ministry of Higher Education (MoHE) of Malaysia has issued initiatives to 

develop an innovative human capital (IHC) for university level which are assigned by National 

Coordination Taskforce for Innovation (NCTI). In these initiatives, the key element on the 

implementation of Innovative Human Capital (IHC) is to foster and improve entrepreneurial 

skills through education. 

To instil the right skills needed to become a successful entrepreneur education plays 

an important roles to mould proper guidance on how to successfully launch a venture (Lebusa, 

2011). According to Jones and English (2004), on the education structure should fulfill two 

objectives which is enterprise development objectives and personal development objectives. 

The first objectives which is personal development objectives emphasize on imprinting 
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entrepreneurial mindset and skills on students where they will expose on the ideal concept of 

entrepreneurship, skills and attitude one’s should possess. Whereas for enterprise development 

it emphasize on guiding students to identify and sized opportunity as well as the process 

involved when venturing into business including monetization, business plan and strategy 

development. Most importantly they need to operate these objectives simultaneously. 

Students in Malaysia are lack of entrepreneurial skill which is caused by its education 

system whereby only specialize entrepreneur education can be a subject for business students 

only thus many Malaysian students lack in the knowledge and have narrow view on business 

perspective. They are also unable to be flexible to branch it in other working areas. Therefore, 

it is the responsibility of higher education which in this case, the university to bring in 

entrepreneurial education not only to business students but to all students so that they can see 

themselves as the job creators instead of job seekers because there are many cases that the 

originator of product ideas do not come from business background. (Ahmad et al., 2004) 

As the matter of fact, Frederick et al. (2007) argued about the idea of business plan. 

According to him, “many of the best ideas in business plan competitions come from non-

business major”. This shows that it is not necessarily only for business student, but student 

who does not come from business background has the possibility to be more creative and 

innovative.  

By applying appropriate skill of enterprising quality such as initiative, innovation, 

creativity and risk-taking into the work environment either self-employment or as an employee 

in a small start-up firm can assure the success in that environment and culture. New 

entrepreneurial initiatives can raise the productivity level, increase competitive and encourage 

innovation as they look at above qualities as a crucial for competitiveness. 
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Figure 2.3: Fund Initiatives under 2015 Budget 

2.4.3 Youth Entrepreneurship through Innovation 

 As entrepreneurial qualities are crucial for competitiveness, the government has 

prioritizes the enhancement of innovation culture which spurs entrepreneurship activities 

locally and internationally. Innovation has become among the top agendas to bring about 

economic growth.  Among the initiatives is the establishment of the Malaysian Global 

Innovation and Creative Centre (MaGIC), a one-stop centre to enhance entrepreneurship and 

support companies involved in creative multimedia. 

Another initiative is by Yayasan Innovasi Malaysia (YIM) aims to bring innovation 

in our country to the next level. YIM focuses on mainstreaming a new culture of innovation 

among SMEs, NGOs and communities. It is also targeting to mainstream the new culture of 

innovation includes creating awareness among the public as well as extracting innovations, 

adding value to those innovations and moving them towards commercialization. 

In 2014, Malaysia was ranked 33nd in the Global Innovation Index;  
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Table 2.1: Malaysia ranking a score in Global Innovation Index (GII), 2011-2014 

 

2.4.4 Importance of Youth Entrepreneurship 

As a matter of fact, there is a reason why government put so much effort to empower 

youth involvement in entrepreneurship. Datuk Seri Najib Tun Razak, Malaysia’s Prime 

Minister on his speech during the grand opening of GREAT 2014 said that, as the nation is 

moving toward the vision in becoming a developed country in the year of 2020, Malaysia 

requires more start-up ideas and plans as it is crucial to provide jobs for both self-employed 

youths. According to him, start-up is important as it can bring back alienated youths into the 

economics mainstream thus can help to reduce socio-psychological problems and delinquency 

among young generation that arises from joblessness. Besides, startup can also promote 

innovative and resilience in youths and also promote the revitalization of the local community. 

Next, he also highlighted that youths are the next generation which may be particularly show 

interest to new economic opportunities also trends and in other way it can help them to develop 

new skills or experiences which can be applied to many other challenges in real life. By us 

empowering them, it gives the youths which majority are the generation Y a sense of belonging 

and feel appreciated. 
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2.4.5 Empowering Youth Entrepreneurship 

Government has put in many initiatives to empower youth entrepreneurship in private 

and government agencies. One of the initiatives is through empowerment of social 

entrepreneur and leadership; in (Malaysia Budget, 2015) under the sixth strategy on 

developing national youth transformation programme government initiatives is to strengthen 

youth leadership with social empowerment through Youth Leadership Academy programme 

to refine leadership skills among Malaysian youth. 

   

Figure 2.4: Youth Leadership Academy 2014 by McKinsey Company 

In 2014, the government has funded RM50 millions and established Malaysia Global 

Innovation and Creative Centre (MaGIC) which acts as one stop center towards 

entrepreneurship empowerment. Government have also launched Genovasi with a purpose to 

develop youth as “innovation ambassador” and all these initiatives are to serve better quality 

of progress towards the betterment of our nation. 

Recently last year, our Prime Minister Datuk Seri Najib Tun Razak has officially 

launched the Gathering of Rising Entrepreneurs Act Together (GREAT) which is a platform 

that act as the movement to aspire and inspire new and established entrepreneurs for better 

engagement to those who shared the same vision.  

   

Figure 2.5: Startup Teens at GREAT 2014 
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2.5 Existing Crowdsourcing Platform 

Platforms with exactly similar concept with what author has proposed with 

Ideaspark.my are hard to be identified.  Author has decided to compare Ideaspark.my with 

already established crowdsourcing models in the market such as Kickstarter, Indiegogo and 

Quirky. 

In addition, this approach can aptly juggle many variables of interest. The research 

will look at the following variables, geographic scope, project regulation, provision point 

mechanism, fees, and types of support, social elements, fraud and the reason behind the 

popularity surrounding the movement of crowdsourcing as whole. Author has selected the 

following platform in this case study: Kickstarter, IndieGoGo, and Quirky. These platforms 

are chosen because of their similarities in popularity of their respective crowdfunding 

subcategories. Kickstarter is one of the largest platforms for creative projects. IndieGoGo is 

known for its success as an open platform that does not stipulate its crowdsources to adhere a 

category or a specific project. At the same time, Quirky engages in product development, 

and it is one of the most successful crowdsourcing platforms with several bestselling 

products on retail market. Following section will elaborate more on the foundation of each 

platform, their operating system and achievement they have achieved since they are 

established. 
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2.5.1 Comparative Studies 

 Kickstarter IndieGoGo Quirky Ideaspark.my 

Crowdsourcing 

Classification 
Funding Funding 

(Service Based) 

Ideas Invention 

(Service Based) 

Rating & Review 

Target 

Crowdsources 

Creative 

Projects 
Everyone Retailer 

Students 

Projects/Ideas 

Charity  

Not 

Allowed 
Allowed - - 

Screening Yes No   

Marketability Yes Yes Yes Yes 

Hosting Period 

up to 60 

days 
up to 120 days - 

Up to your project 

viable 

Commission 

5% from 

fully 

funded 

project 

Fixed Funding 

projects are 

charged a 4% 

fee if completed 

or else 9% are 

charged 

- FREE 

Equity 

no equity 

claims  
no equity claims  no equity claims  

Publicity Yes Yes Yes Yes 

Transparency Low High Medium High 

Business 

Model 

Flexibility 

Low High Low High 

Table 2.2: Comparative Table 
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CHAPTER 3 

3.0 METHODOLOGY/PROJECT WORK 

 

3.1 Development Methodology 

This chapter of Methodology and Project Work will cover in depth the methodology used to 

complete this project. To ensure all of the findings and methodology practices align with 

author’s project goal, input from these fields are mainly gathered from established journals 

and articles. For the evaluation benchmark for this project, methodology used are based on 

Agile Development. 

 

    Figure 3.1: Agile Development Lifecycle 

3.2 Project Activities 

Five major steps are into account in implementing this project based on agile method. The 

phases involve are Project initiation phase, Development Phase, Integration & Testing, 

Release, as well as Maintenance Phase : 

 Initiation Requirement Planning and Data Gathering  

Initiation phase is to properly identify all relevant information and gather information as 

per requirement of the project such as software requirement and project scope. This project 

requires a significant amount of data gathering ranging from entrepreneurial attitude 

among students to crowds-sourcing concept familiarity among students. Defining 
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requirement is one of a crucial a stage in any area of study. In this stage, intensive data 

gathering that is relevant for feasibility analysis of these project which will be further 

discussed. At this phase, the focus is on project requirements and resources including 

literature studies to gather more information about this project. The materials used for this 

project are all collected from established journal, and research papers gathered from 

Information Resources Centre (IRC) and also via the Internet. During data gathering, 

found previous studies on Entrepreneurial Behaviour among Undergraduates in Malaysia 

and do further research on the relevancy of this project to facilitate in terms of viability 

perception of ideas among students was conducted. During planning, extensive research 

was done on the architecture and system which will be used including study on Content 

Management System and Entrepreneurial Intention among students. 

 Analysis Phase: 

The second phase after initiation, it is essential to analyse all the data collected during 

the data gathering phases whereby all acquired resources/data will be extracted in the 

form of presentable information which are needed to achieve the project significance. 

On the other hand, all of the information needed will be set as a benchmark of project 

feasibility and targeted objectives. 

 Design Phase: 

After analysing and planning all required project attributes, in this phase author will 

start to design layout prototype and system characteristics which will be included 

using the extensions. In this phase all requirements will be designed into complete 

layout design and relevant extension, modules and plugin required for the platform 

based on requirement. The design will be mainly focused on the ways that required 

functionality is expected to be delivered. 

 Development Phase: 

In this stage, author will start developing a portal as per specification discussed with 

author’s supervisor. The development phase will undergo several units testing phase for 

each respective modules and plugins extended to author portal domain. For portal 

development, author will use Bootstrap as the front-end framework and PHP for back-

end development environment. During this phase XHTML, CSS and PHP code mainly 

on front end will be generated and convert into executable application. 

 Integration & Testing Phase: 

For integration phase, project development will focus on integration of bootsrap 

environment, php development environment using xampp and hosting server follow with 
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unit testing on each individual unit for every single installed plugin and component 

subsequently to a fully integrated system. This phase is carried out based on agile method 

to ensure regular check on the system and integration consistency. The phase will be 

mainly on integrating the community builder modules and plugin. Field testing will also 

be done thoroughly to test every single main functionality prior to release.  

 Release Phase: 

This stage is whereby the prototype will be reviewed by author’s supervisor for further 

feedback and suggested improvement prior to actual release to the market. The main 

purpose of this stage is for the portal to be accessed and reviewed with limited visibility 

only to author’s supervisor as to ensure its development align with overall project 

objectives. 

 Maintenance and Support Phase: 

Based on agile method, once the portal is officially released, all the changes will be further 

recorded for re-work. When there is a modification required, adjustment and tracking 

changes will be done thoroughly prior to the next iteration. During this phase portal will 

be closely maintain by author and continuously re-work on the features improvement for 

better features quality. 
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3.3 Research Methodology 

3.3.1 Survey 

For the information gathering on entrepreneurial intention among undergraduates and portal 

feasibility, a survey has been conducted by distributing online survey mainly focusing on 

university students as the target group. This is done by using SurveyMonkey, an online survey 

tools which is a cloud-based “software as a service” (SaaS) survey applications. For the survey 

81 respondents has responded to this survey between 15th March until 30th March 2015 whom 

44 of them are female and the other 37 respondents are male. Most of them are university 

students all over Malaysia. 

The survey consists of 17 questions and aims to identify entrepreneurial intention among 

undergraduate students based on their behaviours and attitude towards the questions given. 

The survey also aims to test portal idea viability to extend students’ interest to pursue their 

project ideas as business prospects. Some of the questions are to understand better the student’s 

entrepreneurship experience and involvement. Some respondents are extremely confident that 

their ideas are viable as business prospects and hope this portal could be the answer on the 

students’ dilemma of their ideas viability. Detailed explanation regarding the survey output 

will be further discussed on the next chapter.  

  

Figure 3.2: Survey Platform used Respondents  
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3.3.2 Observation 

To observe entrepreneurial intention among students author had an opportunity to 

attend entrepreneurship based workshop recently at Universiti Tunku Abdul Rahman, 

Kampar. I-MSC 2014/15 Startup and Design Workshop that author attend was a collaboration 

effort of Entrepreneur University (EU) under IM4U and Malaysia Development and 

Corporation (MDEC). 

3.3.3 Interview  

To further acquire information and insights from industry an interview was conducted 

on 22th March 2015 with Ms Khairul Mazwan, Senior Executive at Talent Department, 

Multimedia Development Corporation (MDeC). Mrs Khairul Mazwan or preferably to be 

called as Kak Juan is very experience in event management especially for higher education.  
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3.4 Development Tools  

For the portal prototype development, author will mainly be using Bootstrap as author’s main 

development environment. Author has also proposed some other development tools to meet 

the requirements of this project. 

3.4.1 Content management  

In this project, a rating and analysis tools will be used as the main application. For content 

manager and author who are not familiar with Hypertext Markup Language (HTML), CMA 

element will be the most suitable element as it allows for them to easily manage any 

modification, creation or removal of platform content without the expertise of webmaster. 

Different provider provides different features but generally most of it will include publishing 

features, formatting management, indexing, and retrieval and revision control. Rosenfeld and 

Morville (2002, p. 221) say that “Content analysis is a defining component of the bottom-up 

approach to architecture, involving careful review of the documents and objects that actually 

exist. What’s in the site may not match the visions articulated by the strategy team and the 

opinion leaders. You’ll need to identify and address these gaps between top-down vision and 

bottom-up reality.” 

A Content Management consists of various subsystems which are interrelated with one 

another:-  

1) Management: A subsystem which is responsible in controlling and managing 

information repositories, users as well as to support other subsystem process. In 

context of management all information flows will be handled and controlled by the 

management which also act as the parameters for the functioning and efficiency of the 

system processes.   

2) Collection:  In charge in handling acquisition of information. Collection in this scope 

also provides support for workflows, external sources integration as well as content 

creation. 

3) Publishing: The final subsystem which is crucially important on the final production 

and publications of all the information. Most content management enable 

personalization space for the developer which allows possibility of variety platforms 

for customers. 
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3.5 System Architecture 

3.5.1 Framework Development 

This Project will using Bootstrap as front end framework for web development. Bootstrap is 

one of a powerful mobile first front-end framework for faster and easier web development. It 

uses HTML, CSS and JavaScript for further development. Starting from a scratch for platform 

development, it will involve a huge amount of coding over small part of the site such as 

alignment. 

Most of the time, web designers are using Oracle or Microsoft Access to maintain its database 

as well as to connect the DB to the site using ODBC and JDBC mainly for data verification 

and transactions. However, with such effort on development, it is not only required large 

amount of human resources and costly but also high difficulty level of task execution. 

Moreover, for regular site updates professionals might need to be hired. Other than that, for 

regular maintenance, most of the time changes and updates will be needed for almost all 

coding. This changes are quite troublesome especially for those who want to keep their sites 

working when contracts between them and developer firms about to end. Therefore 

considering all the issues mentioned above, author decided to use Bootstrap as the main 

environment for front-end development and host the hosting services. 

3.5.2 The Three Tier Architecture  

The underlying architecture of web hosting is based on three tier architecture. Web hosting 

overall internal architecture can be divided into three layers which is cPanel Service layer, 

Web hosting Services layer and Operating System layer (Figure 3.3).  
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Figure 3.3: Architecture of Hosting with Cpanel 

Based on the diagrams extensions layers is the topmost layer of the cPanel in web hosting 

consists of components, modules, and database extension which an administration layer 

hosting the services which supporting the application in the web hosting services layers and 

the operating system layers. Components in Cpanel are defined as independent applications 

which are developed to deliver functionality as required by web developer and ease the 

integration development. Whereas, javascript modules act to extend development components 

capabilities through improved or better functionality Bootstrap front end static framework are 

basically the user interface of portal developed and it is in charge in controlling the overall 

layout on how the portal going to looks like especially when combining with extensive CSS, 

PHP & HTML for flexible user experience on the portal.  

 

 

3.6 Use Case Diagram 

 

 Figure 3.4: Use Case Diagram
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3.7 Activity Diagram 

 

Figure 3.5: Activity Diagram 

3.8 Class Diagram 

 

Figure 3.6: Class Diagram
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3.9 Key Milestone 

Milestones Description Schedule 

M0  Project Submission & Approval Week 2 – 3 

M1  Project Initiation Week 4 

M2  Initial Design & Analysis Week 5 – 7 

M3  Platform initial development Week 5-22 

M4  Interim Report (Phase I) 

i. Introduction 
ii. Literature Review   

Week 5-8 

M5  Information Gathering (Survey) Week 7 

M6  Interim Report (Phase II) 

i. Methodology/Project Work 
ii. Result and Discussion 

iii. Conclusion   
Week 8-10 

M7  Submission of Interim Report Week 11 

M8  Proposal Defense Week 13 

M9  System Release – Continuous Visibility Week 15 - 21 

M10  Testing (Integration Testing, System Test, UAT) Week 22 

M11  Official Release Week 23 

M12  Viva Week 22 - 25 

M13  Project Submission Week 26 – 27 

Table 3.1: Key Milestone 
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3.10 Gantt Chart 

Gantt Chart 

ID Project Name Start End 31-Jan 30-Feb 30-Mar 
17-

Apr 

31-

May 
30-Jun 31-Jul 

1 University students ideas validation via 
crowdsourcing platform 

22-Jan 31-Jul        

ID Deliverable Name/Task Name Start End Jan Feb Mar Apr May Jun Jul 

    24 31 14 
2

8 
15 

3

1 
9 

3

0 
17 

3

1 

1

4 
30 8 25 

1 Project Submission & Approval                 

2 

Project Initiation 

i. Requirements Study  
ii. Planning Requirements of 

platform  
iii. Requirement Gathering 

15/2/2015 
15/3/201

5 
              

3 

Design & Analysis 

i. Analysing requirements of 
platform 

ii. Designing portal layout and 
features 

25/2/2015 
30/4/201

5 
              

4 Platform initial development 

i. Purchasing Domain 
1/3/2015 

15/5/201

5 
              



28 
 

ii. Identifying suitable Content 
Management  

iii. Content/Framework 
Comparative Study 

5 
Interim Report (Phase I) 

i. Introduction 
ii. Literature Review   

1/2/2015 
30/2/201

5 
              

6 
Information Gathering 

i. Analyse Survey Result 
ii. Identify architecture used 

15/2/2015 
15/3/201

5 
              

7 

Interim Report (Phase II) 

i. Methodology/Project Work 
ii. Result and Discussion 

iii. Conclusion   

15/2/2015 
30/3/201

5 
              

8 Submission of Interim Report 31/3/2015 
31/3/201

5 
              

9 Proposal Defence 8/2/2015 8/2/2015               

10 

Testing and Integration 

i. Extension integration Testing 
ii. Unit Testing 

iii. System Testing 
iv. Acceptance Testing 

a. α-Test 
b. β-Test 

15/4/2015 
15/6/201

5 
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11 
System Release – Continuous Visibility 

i. Supervisor 
ii. Potential User 

1/6/2015 
30/6/201

5 
              

12 

Finalize updates and improvement from 
feedbacks. 

i. Improve on System Interface 
ii. Further enhancement 

15/6/2015 
15/7/201

5 
              

13 Officially Platform Release to Web 
Server 

1/7/2015 -               

14 Pre-Sedex 13/7/2015 -               

15 Project Report Submission - -               

 Summary          

 Planned (to date): 14-Jul  
Comments: Provide comments. 

 Actual (to date): Actual  
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3.11 Tools /Software 

SOFTWARE FUNCTION 

Microsoft Excel 2010 Use to list out analysis and also used to prepare Gantt chart. 

Microsoft Visio 2010 Use to create the use case diagram on the main element project owner and visitor/voter possess over the platform. 

 
XAMPP 

 

• PHP 5.3.10 

• Apache 2.2.21 

• MySQL 5.5.20 

• phpMyAdmin 3.4.10.1 

SurveyMonkey SurveyMonkey an online survey tools which is a cloud-based “software as a service”(SaaS) survey applications. 

Bootstrap 
Bootstrap is a sleek, intuitive, and powerful mobile first front-end framework for faster and easier web development. 

It uses HTML, CSS and Javascript 

Balsamiq Mockups Use to develop main wireframe or blueprint of ideaspark.my 

 

Table 3.2: Tools /Software
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3.12 Hardware 

The hardware for the system that to be developed on is the author personal own 

computer: 

URL of tested website: [http://www.ideaspark.my]  

Computer platforms:  [Dell XPS 13 with an 13” display] 

Processor: [Intel® Core™  I7-5500U CPU @ 2.40 GHz 

Installed Memory (RAM) : 8GB 

System Type : 64-bit Operating System 

Screen resolution:  [1024 X 768] 

Operating system: [Windows 8] 

Table 3.3: Hardware Used 

 

3.13 Programming/Scripting Language 

  

HTML 
Used to defines the structure and front data of 

ideaspark page with elements  

CSS 

Used to furnish the front-end design, 

background on how data and elements looks 

and behave with interaction 

JavaScript The language for dynamic web functionality  

PHP 
Server scripting language for back-end 

development 

Table 3.4: Programming/Scripting Language Used 
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CHAPTER 4 

       4.0 RESULTS AND DISCUSSION 

 

4.1 Introduction 

This chapter focuses on information collected from the survey. Survey is the main 

method used in information gathering to obtain necessary inputs from university students all 

over Malaysia. At the end of this chapter, author will also explain further on the benefits of 

validating viability of one’s ideas, furthermore this platform could assist students by providing 

an environment for them to validate their ideas viability as a business prospects.  

4.2 Results of Data Gathering 

Derivation of survey results collected by author will undergo critical analysis for 

interrelated data among relevant input to be done in order to produce meaningful information 

supporting the main objectives of this project.  

4.2.1 Survey/Questionnaire 

To identify entrepreneurial behaviour among university students, author has prepared a set 

of relevant question ranging from demographics of the students, entrepreneurial intention and 

attitude, and the extension of ideas viability through platform to be developed by author. There 

are 17 questions prepared by author which being distributed online mainly via social network, 

web link and email to get some responses and opinions from the students. 81 students have 

responded to the survey and majority 58.67% of them are female students while the other 

41.33% or 37 are male students. The respondent age distributions are mainly ranging 78.67% 

respondent between ages 18 to 24 years old, 18.67% between age 25 to 30 and the rest 2.67% 

are coming from respondent with age between 31 to 34 years old. The survey also did gather 

information on the locality of students whereby majority 92.00% of respondent are local and 

the remaining 8.00% are international students.  The demographics distribution chart of 

respondent (Figure 4.1), age (Figure 4.2) and locality (Figure 4.3) are stated as below. 
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a. Demographics Question  

 

Figure 4.1: Respondents Age Distribution 

 

Figure 4.2: Respondents gender 

 

Figure 4.3: Respondents Nationality 



34 
 

 

  

 

Figure 4.4: Respondents University Distribution 

Based on the surveys done by author, majority of the respondents are from University 

Teknologi PETRONAS about 47.46%. The total of 18 universities covered are still quite small 

due to time constraints as author collect the responses only in three weeks. The further details 

on respond distribution are as follows on (Table: 4.1). 
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Table 4.1: Respondents University Distribution 

b. Entrepreneurship Involvement Question 

 

Figure 4.5: Respondents Involvement in entrepreneurship programmes 

For the first question on entrepreneurial aspect author asked the respondents on 

involvement of any entrepreneurship programme such as Global Startup Youth (GSY), Youth 
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Leadership Academy, Startup Weekend or etc. Based on the responses, majority 77.33% of 

respondents have never involved in any entrepreneurship based programme and only 22.67% 

stated their involvement. These result shows that most of students perceive lack of exposure 

in entrepreneurship based programme and hence students might be unaware of potential ideas 

as one’s could possessed and use it as an extension in business perspective. 

 

c. Final Year /Project Idea Viability Question 

 

Figure 4.6: Respondents Project Viability as Business Prospects 

 

Figure 4.7: Respondents Intention to extend Final Year/Personal Project as Business 

Prospects 
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 On the following questions, author asked respondents to define viability of their project 

ideas as business prospect. Based on the survey, all of them feel their ideas are potentially 

viable whereby around 10.67% respondents think that their ideas are probably viable, 40.00% 

choose perhaps and uncertain about their ideas viability, 36.00% think their ideas quite viable 

and the rest 13.33% strongly believes that their project are extremely viable. To extend 

previous question, author also asked on respondents’ intention to extend their projects as 

business prospects and majority 72.00% choose to extend if it is viable and 28.00% choose 

not to further extend their project ideas. This shows that respondents among students do have 

awareness on entrepreneurial aspect of their project and the feasibility on that scope. 

Therefore, by providing environment that they could nurture their ideas as business 

opportunity will help them better in realising to those prospects.  

d. Entrepreneurial Question  

 

 

 

 

 

 

 

 

 

 

    

Figure 4.8: Respondent Entrepreneurial Behaviour 

According to the survey on Entrepreneurial Behaviour, all respondents are interested to 

pursue and start their own business where 5.56% responded that most probably they will set 

up their own business, 22.4% are still uncertain, 48.15% are quite interested to start their own 

business and the rest 22.22% are extremely eager to start their own business. However, the 

main concerns are most of the students are not being exposed to entrepreneurship environment 

in developing their ideas and might expose them to stages of failure. 
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e. Entrepreneurial Question (Cont.)  

 

  

Figure 4.9: Respondent Entrepreneurial Behaviour (Cont.) 

Author also continued the behavioural survey on entrepreneurial intention and attitude 

statements to further identify respondent feedbacks. Based on the survey on entrepreneurial 

intention in (Figure 4.9), majority of 47.89% have chosen “I want to be my own boss” which 

shows respondents majority are determined and passionate to envision building their own 
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legacy rather than serve for others. 29.58% of respondents are decided to make an entrepreneur 

as a career choice which shows their solid entrepreneurship intention. The other 22.54% 

respondents would rather have a secure job than founding a new business venture my due to 

lack of exposure and experience. For the entrepreneurial attitude 11.11% would rather be their 

own boss rather than have a secure job shows their passion in entrepreneurship. Majority 

42.89% choose “I want make money” shows their attitude is motivated by money which is 

common among the Gen Y. Respondents also have a perception of being an entrepreneur as 

they will earn more money which 14.29% choose this criteria. It is true that self-employed has 

no definite income but nothing is earned without an effort. More than one quarter of the 

respondents are average risk takers which are 20.63% choosing to relish challenges by 

founding a new business. 

 

Table 4.2: Entrepreneurial Behaviour Statements 
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f. Online Community Platform Question  

 

Figure 4.10: Online Community Platform Familiarity 

For better understanding of respondents familiarity with online community platform, 

author also asked respondents familiarity with crowd-sourced online community platforms 

such as Kickstarter, PitchIn, Indiegogo and others. Based on the survey result in (Figure 4.10), 

29.73% responded they are not familiar with crowd-sourced community platform at all, while 

28.38% have heard about this platform and somewhat familiar on the platform existence. 

29.73% of respondents replied that they are quite familiar about the online community 

platform and the rest 12.16% are exteremely familiar online community platform. Referring 

to the respond author believes there is a gap of opportunity for author to introduce this concept 

of crowdsourcing platform to the community. 
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Figure 4.11: Online Community Platform Frequency  

An extended question is asked to understand better on how often the respondent visit 

online community platform.Based on (Figure 4.11), 13.89% responded that they have never 

visited the online community platform. Author believes that the clarity of community platform 

concept isstill clear as the matter of fact that the social network platform which we use 

everyday such as twitter, facebook and weibo are one of examples of online community 

platform. Based on the survey 23.61% of respondents  that they seldom visit or use this kind 

of platform .  34.72% responded that they sometimes visit and  20.83% replied that they visit 

this kind of platform quite often. Only small percentage of respondent with 6.94% are visiting 

this kind of platform quite often. 



42 
 

 

Figure 4.12: Ideas Viability For Extension As Business Prospect 

To ensure viability of author project, author also asked whether the presence of online 

platform which serves to evaluate their project ideas viability and validity, will that help them 

to extend their ideas as business prospects. Majority 86.67% responded “Yes” and only 

13.33% think it will not be beneficial to them. Based on these reports, author optimistically 

believes the objectives of this project to develop a platform that can facilitate student’s projects 

to be viable product/real business idea and to create awareness to encourage students further 

extend their projects as real business idea has received positive responses and it has 

encouraged author to make it viable.  
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Figure 4.13: Essential Criteria to be Validate 

Further extension to the previous question, author also acquired feeback on the most 

essential criteria to be validated which one’s should consider according to ranking. Based on 

the survey (Figure 4.13), the project Feasibility or capablility of being accomplished or dealt 

with successful is one of the most essential measures to be evaluated according to respondents 

with 41.33% or weightage of 3.93 have chosen feasibility as the topmost rank. The second 

most essential project criteria is Sustainability or the endurance of project ideas or capability to 

being sustained stand with overall weightage of 3.53 and Creativity or characterization in 

which the ability to perceive the ideas in new ways, stands as the third choice with 3.09 

weightage score. Social/Economic Impact and Value Proposition both stand with weightage 

score of 2.65 and 1.80 respectively. 

 

Table 4.3: Weightage Distribution on Essential Criteria to be validated  
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Figure 4.14: Public opinion on author’s project 

 Based on survey that author conducted author also receive positive feedback from 

respondent from open ended question asking their opinion on author idea to stand as crowd-

sourced ideas platform for students in near future (Figure 4.14). One of respondent said that it 

might be helpful for those who has entrepreneur mindset and could attract more students 

venturing into business with their ideas. 

4.2.2 Observation 

The author had an opportunity to attend entrepreneurship based workshop recently at 

Universiti Tunku Abdul Rahman, Kampar. I-MSC 2014/15 Startup and Design Workshop that 

author attended was a collaboration effort of Entrepreneur University (EU) under IM4U and 

Malaysia Development and Corporation (MDEC). The main objective of this workshop is to 

produce excellent problem solvers and expose students on how to mould their ideas to be 

viable to what market would demand. From the observation, it was identified that university 

students do have innovative and creative ideas that might be potentially feasible for the market. 

On the second day of the workshop, students were brought outside of the campus for idea 

validation from community around Kampar. These efforts are to seek the public opinions on 
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their ideas and identify solutions to cater the issues. The concept of ideas validation in fact is 

similar to author initiatives on the proposed platform to validate viability of student ideas. 

4.2.3 Interview  

On 22nd of March 2015, an interview was conducted with Mrs Khairul Mazwan, Senior 

Executive at Talent Department, Multimedia Development Corporation (MDeC). Mrs Khairul 

Mazwan or preferably to be called as Kak Juan is very experienced in event management 

especially for higher education. She is also actively engage with students and guides them into 

setting up their own startup companies. 

She has been working with MDeC since 2009 and with more than 5 years of 

experience, author believes that she is the right person to discuss issues of student’s awareness 

on viability of their project ideas as business prospects. The aim for the interview is getting to 

know more on the viability of author proposed platform based on industry perspective.  

According to Mrs Khairul Mazwan or Kak Juan, the ideas proposed are able to caught 

her attention as nowadays students are more onto academic-oriented while doing their projects 

and assignments and we need some extendibility that students have foreseen so they could 

actually earn money from their excellent ideas.  

One of the efforts put by the government is startup grooming platform which is 

currently still in progress under Malaysia Global Innovation and Creative Centre (MaGIC). 

She also asked me to wear different hats and look at different perspectives as initially my 

proposed ideas are focused on student’s perspectives. To extend viability of author ideas she 

gave an advice to look at different angles from the view of potential stakeholders such as from 

the perspective of community, industry, and investor. She is looking forward on the progress 

of author’s ideas and request on further updates on the progress. 

 

Figure 4.15: MDEC Official WebPage 
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4.3 Prototype Design 

To develop a comprehensive wireframe prototype, several component designs of the 

main functionality have been re-module and updated from time to time in order to build the 

best feasible wireframe that will suit the tasks as required to be performed. 

4.3.1 Homepage  

 

Figure 4.16: Homepage 

This is the proposed homepage for Ideaspark.my which consists of featured project 

and top rated project on the main page. On this page, users could filter featured project by 

Institutions and categories based on project is tagged on.  In this page user can also navigate 

to other page by clicking on the top menu bar as in (Figure 4.16.) 

4.3.2 About us 

 

Figure 4.17: About us 

Based on the wireframe (Figure 4.17) “about us” is more informative and static page 

whereby it includes the overall description of this project on the purposes and how to use it. 

This page also briefly explains on the visions of Ideaspark.my and the objectives which are 

to create awareness among IHL students to extend their project ideas as viable business 

projects. 
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4.3.3 Projects Page 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Figure 4.18: Projects Page 
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Project description (Figure 4.18) is the most fundamental element for Ideaspark.my 

as it consists of the main functionality of this platform which is the rating component and the 

viability barometer to launch the project as a startup. User’s project will be rated based on its 

feasibility, sustainability, creativity and social/economic impact. Reviewers can evaluate 

one’s idea based on the background of the project consist of three component which are 

project descriptions, project team and proposed timeline. For the project description, user 

needs to briefly explain their project information including their vision and objectives. 

Project Team component is mainly as an introduction on the mastermind behind this project 

and their speciality which could contribute to the project success. The last component for the 

project background is the proposed timeline which is a journey map showing the project’s 

current updates based on the proposed timeline. 

The next main component in this page is the analysis modules which consist of 

Business Model Canvas (BMC), Porter’s Model, SWOT Analysis, and project gallery. 

Business model module is mainly stated the project stakeholders, key partners, value 

propositions, Customer segments, Customer relationships, revenue, cost, key resources, and 

key activities. In Porter’s Model, user needs to briefly explain based on their understanding 

using 5 porter’s model on the industry that they try to penetrate and how to gain competitive 

advantage over the market. Other than that, user also needs to do SWOT analysis on their 

project based on its strength, weakness, opportunities and threat. This module also consists 

of project prototype if there is any and gallery. 

4.3.5 Project Descriptions 

 

 

 

 

 

 

 

Figure 4.19: Project Descriptions 
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(Figure 4.20) shows the project description page which is directed once visitor click 

“More” button on about us module of project visited. These pages are a brief introduction 

about what the project is all about including its vision and objectives.  

4.3.8 User Dashboard 

 

 

Figure 4.20: User Dashboard 

Dashboard is only visible once a visitor has signed up on Ideaspark.my. After signing 

up, user can create a new project to be validated and manage the project updates when it is 

necessary. On the dashboard, user can also edit and update their team information. To see their 
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viability progress, user can click on “view rating/vote” button. As an extension to this 

platform, author will extend a “How to build a startup” from Udacity approximately 1-month 

course to expose and prepare the user prior to launching a startup. 

Once user has decided to launch a startup, author will also enlist some of the options 

available to enhance their marketability and engagement to the market through competition, 

incubators and accelerator programs. As a startup’s, it is usually needed financial support to 

make the project grows and expands, author will also enlist available funding programme in 

Malaysia. 

4.3.9 Contact Us 

 

Figure 4.21: Contact Us 

 “Contact us” page based on (Figure 4.24) is mainly for any visitor or user whom has 

any enquiries regarding the platform and need to reach author. Components of embedded form 

are consist of enquirer name, email, contact no and their enquiries. 
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4.4 PROTOTYPE TESTING 

4.4.1 Unit Testing 

Feasibility Barometer 
Feasibility score          = (Feasibility score + Total Feasibility Score) / Total No. of Users  

Sustainability Barometer 
Sustainability score     = (Sustainability score + Total Sustainability Score) / Total No. of Users  

Creativity Barometer 
Creativity score           = (Creativity score + Total Creativity Score) / Total No. of Users 

Social/Economic Impact Barometer 
Impact score                = (Impact score + Total Impact Score) / Total No. of Users  

Table 4.4: Barometer  

For the barometer an average formula were used to calculate the total score based on the 

score voted and total score collected. In project details five main component being validate 

which are on project feasibility, sustainability, creativity and social/economic impact. 

Average Unit Trial Score Testing: 

1st Trial Average Test 
Sum of Average Score; 
= (6 + 0) /1 
 = 6 Score obtained (60%) 

2nd Trial Average Test 
Sum of Average Score; 
= (8 + 6) /2 
 = 7 Score obtained (70%) 

3rd Trial Average Test 
Sum of Average Score; 
= (5 + 7) /3 
 = 4 Score obtained (40%)  

Table 4.4: Average Test 

4.4.2 Usability Testing 

The ideaspark.my usability testing is with purpose to determine the extent of interface 

experience with user’s ability to complete given task. Testing participant conduct α-testing 

using a live version of ideaspark.my on the developer laptop. Participants are required to 

complete nine task.  Author will captured the participant’s respond, comments, feature 

choices and recommendation. Participant are also required to complete post questionnaire to 

further identify usability of the ideaspark.my. 

For the usability evaluation, participants are require to complete [nine (9)] scenarios or “real-

life” tasks on the site.   
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ID Task Case 

1 Explore Ideaspark Homepage 

2 Sign Up/Login ( assessment on session management) 

3 User Dashboard Usability 

4 Create new project 

5 Add Project Description and Analysis 

6 Explore/view Project Page 

7 Evaluate/Vote the project created by others 

8 Comment on others project 

9 Explore Ideaspark 

Table 4.5: Task Case Id 

 

4.4.3 Usability Testing Methodology 

Each individual session lasted approximately 30 minutes to one hour. During the testing 

session, author as a test administrator will briefly explain how the test will be conducted and 

some base guidelines. For the record on the test session, participants are asked to fill out a 

brief background questionnaire (see Appendix III). Before the test begin participants are 

required to read the task scenarios and tried to execute task listed accordingly on the website.  

A Post after task completion, author will asked the participant to rate the website overall by 

using a 5-point Likert scale (Strongly Disagree to Strongly Agree) for seven subjective 

measures including: 

• Relevancy of site purpose  

• Potential usage usability 

• Difficulty of keeping track of where they were in the site 

• Website ease of usability facilitation – how quickly participant could find 

information 

• Homepage’s content attractiveness – homepage’s content makes me want to explore 

the site further 

• Overall Content – site’s content would keep me coming back 

• Website organization 

In addition, the test administrator asked the participants the following overall website 

questions on their most liked features and least as well as recommendations for 

improvement. 
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4.4.4 Testing Environment 

Following is a summary of the participants’ computing environment:  

URL of tested website: [http://www.ideaspark.my]  

Computer platforms:  [Dell XPS 13 with an 13” display] 

Browser tested: [Google Chrome 9.0] 

Screen resolution:  [1024 X 768] 

Operating system: [Windows 8] 

Table 4.6: Computing environment 

 

4.4.5 Participant Background 

Participants, having the following characteristics, evaluated ideaspark.my.   

Course 
Business Information 

System (BIS) 

Information Communication 

System (ICT) 
* Other  

No. Participant 5 1 - 

 

               Course Background 

BIS 5 

ICT 1 

Others   - 

TOTAL (participants) 6 
 

 

               Computer Usage 

0 to 10 hrs. wk. 1 

11 to 25 hrs. wk. 1 

26+ hrs. wk. 4 

TOTAL (participants) 6 
 

 

                Age 

18-23 5 

24-30 1 

TOTAL (participants) 6 
 

               Gender 

Male 2 

Female 4 

TOTAL (participants) 6 
 

4.4.6 Overall Metrics 

After task session completion, participants rated the site for eight overall measures (See 

Attachment on survey form (Appendix III). These measures include: 

Majority of the participants (66.7%) agreed (i.e., agree or strongly agree) that the website 

served its purpose as student viability platform. The majority of participants (83.3%) agreed 

they would use ideaspark.my as viability rating platform for their project. Even though 

http://www.sitename.gov/
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participants’ average homepage’s content only 33.3% (due to 4 neutral and 2 agree and 

strongly agree responses) but still (63.6%) agreed that thought most student would learn to 

use website quickly.   

4.4.7 Post-Task Overall Result 

 Strongly  

Disagree 
Disagree Neutral Agree 

Strongly 

Agree 

Percent 

Agree 

Thought on 

ideaspark served 

its purpose as 

student viability 

platform 

- 1 1 3 1 66.7% 

Would use 

ideaspark as 

viability rating 

platform for your 

project 

- - 1 4 1 83.3% 

Difficulty to track 

section in 

ideaspark 

1 3 1 1 - 16.7% 

Thought most 

student would 

learn to use 

website quickly  

- - 2 1 3 63.6% 

Homepage’s 

content 

attractiveness 

- - 4 1 1 33.3% 

Ideaspark’s 

content would 

attract me to keep 

coming back  

- 1 1 2 1 50.0% 

Website is well 

organized 
1 1 2 2 - 33.3% 

*Percent Agree (%) = Agree & Strongly Agree Responses combined 

Table 4.7: Post-Task Overall Result 
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4.4.8 Exit Questions/User Impressions 

Questions Responses 

Overall impression on ideaspark.my? 

 

1) Participants liked their project being rated 

Simple and interesting. Easy to be explored. 

2) Good for extendibility prospect of students 

projects. 

What did you like the most about the 

ideaspark.my? 

1) The design, minimalist. 

2) Rating functionality 

 What did you least favor about the 

ideaspark.my? 

1) Not enough pictures (images, graphic) 

2) Project details security 

Any additional missing function that 

you feel should be there? 

1) FAQs 

2) Guide on how the website is works. 

3) Current news 

If you were to describe ideaspark.my 

to your friends in a sentence or two, 

what would you say? 

1) A site where students can share their idea with 

other people all around the world. 

2) Useful site to commercialize project 

3) Good marketability for innovative idea to gain 

traction 

Any other comment or suggestion? 

1) Would love to see this site go live for real in the 

future. 

2) Improve project data insertion accessibility 

Table 4.8: Exit Questions Feedbacks 

User impressions by participant 

Participant 

No. 

Like best? 

(Test Case ID) 

Like least? 

(Test Case ID) 
Improvements 

1 
The design, 

minimalist. 
Not enough pictures 

Try to limit the project description 

words 

Maybe can add more pictures as it 

will be more interesting to the 

visitors. 

2 
Rating 

functionality 

Project details 

security 

Improve project data insertion 

accessibility 
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3 
Content Of The 

Website. 

No instruction/ 

guideline/ description 

on how to use the 

website. 

Add instruction/ guideline/ 

description on how to use the website. 

It is very useful for the first timer 

user. 

4 
Served its initial 

purpose 

Interface too much 

image 

News on startup worlds 

5 Rating Usability Dull Background Ux Improve overall UI to gain traction 

6 
Simple design Lack of graphical 

content 

Add video functionality on project 

presentation 

Table 4.9: User Impressions Feedbacks 

 

 

4.4.9 Major findings and recommendations 

The recommendations section summarize the section recommended changes and severity of 

each case. The recommendations collected from the initial usability testing are segmented 

and analyse for further improvement. Further changes are align considering relevant project 

direction and time frame for deliverable. 

Test Case Id Change Severity 

01 • Add categories to project pages. 

• Add descriptive text on project home page.  

High 

03 • Add accessibility to upload project image and more 

graphic 

Medium 

09 • Add F.A.Q and Analysis description High 

Table 4.10: Change Severity 

 

4.4.10 Conclusion 

Most of the participants found ideaspark.my to be well-organized, comprehensive, clean and 

very useful, and easy to use.  Ideaspark preliminary testing shows that it served its purpose 

as student viability platform from the participant. Based on the feedbacks and 
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recommendations author will take a further action and continuing to work with students to 

ensure it serve as student project-centered website. 

4.5 Summary   

 This chapter briefly explained the results and further discussion on author’s findings 

and testing result by analyzing the data gathered by using different methodology such as 

survey, interview, observation and usability testing. This is to study the approach and 

awareness possessed by the students while imprinting entrepreneurial intention, and also to 

identify suitable functionality of the platform by wearing different hats and look at different 

perspectives form stakeholders point of view. The result is properly discussed and 

documented, highlighting the relevancy of having IDEASPARK.MY as a viable platform to 

extend students project as potential business prospect.  
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CHAPTER 5 

5.0 CONCLUSION AND RECOMMENDATION 

 

It is true that entrepreneurship awareness has grown to be important in Malaysia each 

day as to foster better economic growth and accelerate the development of this country. There 

is a significant effort showed by the government based on their initiatives for the past two 

years. This study focuses on problems faced on the extendibility of student’s project as a viable 

business prospects.  

5.2 Achieved Objectives 

 The author has identified objectives that are relevant on the study and needs to be 

accomplished by the end of this project: 

• Objective 1: To  develop a platform that can facilitate students projects to become 

viable product/real business idea  

To accomplish this objective, author has to develop a viability platform with 

crowdsourcing concept “Ideaspark.my” as an initial effort to provide market 

validation for student project through online platform. The functionality and further 

extendibility of this platform are also will be based on interview from Mrs Khairul 

Marwan. 

 

• Objective 2: To serve as a platform for students to gain traction through enhancing 
their marketability post and successful validation via Ideaspark.my   
This is a long term objective to assist students who are initiating their own startup by 

enhancing their project marketability and gain early traction supporting their idea. 

To evaluate the accomplishment of this objective, author will gather preliminary 

testing survey acquiring the feedback towards author platform objectives. An 

according to 5-likert scale ideaspark indeed served its purpose as student viability 

platform.  

5.3 Future Work 
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 In this project, the current scope of Ideaspark.my is only focused on pre startup 

establishment on market validation. This platform can be improvised and further improved as 

a community platform for students who have successfully initiated their own startup after 

validating their project by using Ideaspark.my. Besides that, in this report, the author is 

focusing on entrepreneurial intention of the students based on surveys gathered and the number 

of respondents are still insignificant. Further research can be done to get more information by 

distributing the survey to all Institution of Higher Learning (IHLs) covering public, private 

and polytechnic institutions in Malaysia. 

This platform can be improvised and further improved as a community platform for students 

who have successfully initiated their own startup after validating their project by using 

Ideaspark.my 

 To extend privilege accessibility for investor to seek for potential project to be 

invested 

 To extend platform as venturing channel among students who shared common 

vision/ideas prospect. 

5.4 Summary 

The numbers of startups among Malaysian students are increasing from year to year 

based on active initiatives, support and engagement from the government. However, as 

Malaysia is moving towards vision as a developed nation by the year of 2020, there is a lot 

more needed to be done. The author initiatives are envision inspiring and encouraging more 

students to venture their project as a potential business prospects. The lack of public 

awareness, cooperation and support from the family as well as community to support this effort 

might demotivate the students to take one step ahead in venturing as entrepreneur. Therefore, 

more awareness and initiative should be done to educate our community to be more supportive. 

The significance of this project is not only to help students to validate their project as business 

prospect but also to gain their confidence to venture in the world of entrepreneurs. 
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APPENDIX A 

i. Survey Question 
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APPENDIX B 

Similar Platform with Crowdsourcing Concept 

i. Quirky  
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ii. Indiegogo 
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iii. Kickstarter 
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APPENDIX C 

i. SURVEY TESTING 

UNIT & USABILITY TESTING 

Name                   

Institution           

ID                        

Programme         

 

Date                    

 

i. General Questions 

1. Gender 

a. Male 

b. Female 

2. Have you participated in a [focus group or usability test] in the past six months? 

a. Yes 

b. No 

3. Which of the following best describes your age?  

a. 18 to 25  

b. 26 to 30  

c. 31 to 40  

d. 40 and above 

4. Highest level of education [Name of Institution]? 

[______________________________________] 

5. Programme/Course enrolled? 

[______________________________________] 

ii. Computer Expertise 

1. About how many hours per week do you spend on the computer? 

• 0 to 10    [   ] 

• 11 to 25, [   ] 

• 26+          [   ] 
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2. What computer platform do you usually use?  

• Windows [   ] 

• Mac          [   ] 

 
 

iii. Usability Task Case 
For the usability evaluation, participants are require to complete [nine (9)] scenarios or “real-life” 
tasks on the site.   

 

Test Id Task Case 

01 Explore Ideaspark.my Homepage  

02 Sign Up/Login ( assessment on session management) 

03 User Dashboard Usability 

04 Create new project 

05 Add Project Description and Analysis 

06 Explore/view Project Page 

07 Evaluate/Vote the project created by others 

08 Comment on others project 

09 Explore Ideaspark.my 

a) Post-Task Overall Questionnaire 
 Strongly  

Disagree Disagree Neutral Agree Strongly 
Agree 

Thought on 
ideaspark served 
its purpose as 
student viability 
platform 

     

Would use 
ideaspark as 
viability rating 
platform for your 
project 

     

Difficulty to track 
section in 
ideaspark 

     

Thought most 
student would      
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 Strongly  
Disagree Disagree Neutral Agree Strongly 

Agree 
learn to use 
website quickly  
Homepage’s 
content 
attractiveness 

     

Ideaspark’s 
content would 
attract me to 
keep coming 
back  

     

Website is well 
organized      

*Percent Agree (%) = Agree & Strongly Agree Responses combined 

 

Recommendations/Comments 

 

 

iv. Exit Questions/User Impressions 
 

1. What is your overall impression to Ideaspark.my? 
 

 

 

 

 

2. What did you like best about the site? 
 

 

 

 

3. What did you like least about the site? 
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4. If you were the website developer, what would be the first thing you would do to improve the 
website? 

 

 

 

 

 

 

5. Is there anything that you feel is missing on this site? (Probe: content or site features/functions) 
 

 

 

 

 

6. If you were to describe this site to a colleague in a sentence or two, what would you say? 
 

 

 

 

 

7. Do you have any other final comments or questions? 
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