
What is the Capstone Project? 

The Capstone Project (CP) is an authentic learning experience and performance assessment 

providing an opportunity to synthesize, extend, and showcase knowledge, skills, and talents 

related to an area of personal interest. In other words, the CP lets students expand their learning 

and show what they know through real-world actions. The key phrase to remember about the 

Capstone Project is “extension.” By design, you will be challenged to take your current 

knowledge, skills, and talents to the next level to achieve your personal best. Although the 

Capstone Project has certain deadlines and requirements for each component, it’s a highly 

individualized project allowing you to “extend” your understanding of a topic you choose to 

study.

Overview of the Capstone Project (CP) Components 

Remember the key phrase “extension” as you read about the components. While you might 

choose a topic you already know something about, your Capstone Project must take your 

learning beyond what you already know and can do.

Paper – After choosing a topic of personal interest and relevance to you, and researching that 

topic, you will write a 7-10 page documented research paper using MLA (Modern Language 

Association) Format. For this research paper, you should have at least five sources, but 

remember, the more sources you have, the more credible your research is! Within the minimum 

five sources, you should have three print and two digital sources. A print source is one that is in 

print – for example…a book, magazine, newspaper, brochure, pamphlet, manual, etc. A print 

source may be accessed online through databases such as NC WiseOwl. A digital source is one 

that ONLY appears in a digital form – for example…a website, a blog, a wiki, etc. You also must 

have at least one primary source. A primary source is one where the source is close to the subject. 

For example, if you are researching leadership styles of CEO’s, and you read Bill Gates’ 

autobiography, you have a primary source because he is writing about his own leadership style. 

If you read a biography about Bill Gates, you have a secondary source because you are reading 

what someone else wrote about his leadership style. Also remember to find sources that are 

credible and reliable. You will learn much more about types of sources and the research process 

in your ENG317, tech-writing class, which is taken in your junior year. Your final Paper will 

count as your exam for NMD498. 

Project – For this component, you will develop the project that brings your research to life. The 

project can be tangible, meaning it’s something like an interactive installation, a new web based 

social network project, or preparing a mobile app. The possibilities are limitless. You will 

complete the Product after your research is completed.

Portfolio – Think of the portfolio as a way to see the finished components and the work that 

went into completing the components. It’s like a scrapbook, and a journal, or a blog and a 

micro-blog, as well as a showcase of your academic achievement with the project. The Portfolio 

begins as soon as you begin the project…it is the record of your experiences. Your completed 

Portfolio will be submitted during your English IV class, prior to completing the Presentation. 

Your final Portfolio will count as a test grade in your English IV class. 

Presentation – The Presentation is the pinnacle of the Capstone Project. After researching, 

writing the Paper, creating the Product, and documenting your learning experiences in the 

Portfolio, you will present the information to a three person panel. This is your chance to show 

what you know! Your Presentation will count as your final exam for English IV. 

When can I get started? 



Begin thinking about possible research topics and project ideas during your Freshman and 

Sophomore years. You can also do some preliminary research to narrow down your ideas. In 

your Junior year, or whenever you take NMD306, you will formally choose your CP topic and 

specific research question, begin working on the Portfolio and possibly on the Product, and 

complete the Paper. In your Senior year, or whenever you take NMD498/NMD499, you will 

complete the Product, Portfolio, and Presentation. 

Formative Assessment – As you move through the process of completing the CP, you will 

research and take notes, write drafts, practice presenting, maintain logs, submit proposals, as well 

as many other process type assignments. On these assignments, you will receive feedback to 

guide your learning extension throughout your CP experience. 

How am I graded? 
Summative Assessment – For each component, the Capstone Project Rubrics will be used to 

evaluate the final project component. The Paper and the Project Presentation are final exam 

grades for NMD498 and NMD499 respectively; The CP Rubrics are based on a mastery model of 

learning, which means meeting proficiency standards. There are four levels of performance 

established on the rubrics: Exemplary, Proficient, Developing/Emerging, and Resubmission 

Necessary.

Exemplary

Students performing at this level present Capstone Project components that are at a superior level, 

beyond expectations for proficiency. Exemplary work indicates the student has exceeded 

expectations in every way and has presented a model project. Exemplary work needs no 

revisions.

Proficient 

Students performing at this level present Capstone Project components that consistently 

demonstrate acceptable proficiency. There is evidence of good work on all elements, but there 

may still be some areas in need of revision.

Developing/ Emerging

Students performing at this level present Capstone Project components that do not demonstrate 

sufficient proficiency. There is some evidence of good work, but there is much revision needed 

to achieve proficiency.

Resubmission Necessary

Students performing at this level present Capstone Project components that do not demonstrate 

sufficient or emerging proficiency. There is inconsistency in quality and content, and there may 

be missing elements. Remediation and significant revision of the components is required for the 

student to present a proficient project

Capstone Project Description and Enrollment

The Capstone Project is where study meets the workplace. The application of newly acquired 
knowledge and skills to the real world is the student's ultimate goal, and the Capstone Project is 
how students demonstrate that they have met this goal.

The Project is the final step in the degree process. The Capstone Project is a large-scale academic 
project in which students have up to six months to complete their work. Students should select a 
topic that both relates to their studies and their field of work.

The results of the Capstone Project must be presented in the form of a detailed final, written 
report and presentation. The Project is to be appropriately formatted and cited according to the 
guidelines, which will be provided in NMD498.

Enrollment



Enrolling in the Capstone Project is the same process as enrolling in any other course except 
capstone is a two semester course sequence, NMD498 and NMD499. You will be required to 
submit an approved capstone proposal at the end of NMD306 and prior to the start of NMD498.

Capstone Process

Upon enrolling in the Capstone Course you will need to identify a Capstone Mentor who will 
remain with you throughout the entire course. Your mentor will be a select member of the New 
Media faculty whose area of expertise has been chosen to most closely align with your Capstone 
Project interests.

Capstone Projects are intended to be intensive, active learning projects, 
requiring significant effort in the planning and implementation, as well as 
preparation of a substantial final written work product. For approval of a 
Capstone Project, interested students must submit a written proposal 
detailing:

• • The specific area of study (including substantive area, core 
courses that were taken or will be taken in preparation for the project, 
additional materials to be consulted, etc).

• • The faculty resources the students will seek and whether the 
students have already recruited or consulted with any members of the 
faculty about assisting with the project.

• • The number of students involved in the project.
• • What the project will entail and how it will be implemented (e. g., 

what is planned, what the work will involve, how the work will be 
structured, and the time frame for the different phases of the project; 
and, for groups, how the work will be divided among the members); the 
number of credits sought (up to a maximum of 4 credits per semester) 
and justification for the credit.

• • What the final written work product will be and, for groups, how 
responsibility for preparing the final product will be allocated among the 
members.

•

Jon Ippolito and Mike Scott, assisted by members of the Capstone Year 
Committee, will review the proposed project, solicit appropriate input from the 
faculty, and offer suggestions for revisions and modifications of the proposal 
where necessary. At a minimum, a member of the Faculty must serve as a 
supervisor for any approved project. Additional mentors for the project may 
be recruited from other schools within the University, or may be practicing 
lawyers, judges, legislators, or other relevant professionals as appropriate for 
the particular project.

The Capstone process is comprised of four phases:

Phase 1

The first phase has been designed to assist you in developing and creating a formal Capstone 
Project Proposal. Your Capstone Mentor will review your Project Proposal and 
make recommendations before granting approval to proceed with your project. This phase is 
usually completed in the first month after enrollment and is accomplished through a series of 
email exchanges between you and your Capstone Mentor. Upon approval of your Capstone 
Project Proposal, you will permitted to continue on to Phase to of your project.



Phase 2

The second phase has been designed to assist you in implementing your approved formal 
Capstone Project Proposal toward completion of your project. As you progress toward 
completing your project, your Mentor will likely wish to have the opportunity to review and 
critique your Capstone Project activities and the formal documentations that you are preparing 
on a section by section basis so that any significant changes or amendments that are suggested 
can be integrated into your final presentation well before the submittal of a final paper. 
Continuous Feedback

A critical component of the second phase, and one that should further 
differentiate it from most traditional courses, will be the substantial 
individualized feedback provided to the students. The feedback anticipated 
should be a learning tool in itself. We hope to eventually put in place a system 
by which students will be given explicit criteria for evaluation, regular 
feedback on all aspects of the project and its implementation, as well as 
opportunity for self-assessment. The feedback process will begin with the 
interactive design phase of the project, wherein students will receive 
significant input from their advisors on both the project design, and the quality 
of the written proposal. Students will be required to give at least bi-weekly 
written updates to their advisor and to attend periodic face-to-face review 
sessions with the advisor and/or mentors, all of which should ensure a 
continuous open dialogue throughout the project.

Phase 3

The third phase has been designed to assist you in deploying and assessment of the Capstone 
Project Students will deploy their capstones during the month of March. During this time the 
student will solicit feedback from the targeted audience. 

Phase 4

The forth phase has been designed to assist you in evaluating the Capstone Project. In addition 

students who carry out projects will be required to defend the final work both 
orally and through a written assessment, by presenting the project to a review 
committee assembled by the faculty advisor, by giving a talk on a scholarly 
article or seminar-type paper to members of the faculty, or through some 
other comparable process. The review committee will provide a 
comprehensive critique of the project, noting accomplishments and areas for 
improvement. As you progress toward completing your project, your Mentor will likely wish 
to have the opportunity to review and critique your Capstone Project activities and the formal 
documentations that you are preparing on a section by section basis so that any significant 
changes or amendments that are suggested can be integrated into your final presentation well 
before the submittal of a final paper.

Joshua McGrath

NMD 498 Capstone

Scott

Driving questions

1)How do people learn?

2)How are people taught?

• What is the learning process?



• How do people learn in games?

Research Topics

-literacy, learning to ‘read,’ not necessarily written word

-game theory, design

-games and learning, games and teaching

-interactive education

-narrative structure

-emotional engagement

-group dynamics, multiplayer games

Prospectus

Thesis:

Interactive and emotional experiences can be used to enhance learning opportunities. 

Keywords:

Learning, emotional, experiential, tangential, video games. 

Abstract:

This capstone will address the problem of video games and the level of under-utilization 

and misunderstanding they receive. Games have an identity of being immature, ephemeral and 

quite often inappropriate. These sentiments brand videogames as unworthy of being tools for 

education. However, video games are an untapped resource for learning, as well as a unique 

opportunity for those in the New Media field. Games provide experiences that no other media 

can; they engage users emotionally, psychologically, critically and more recently even 

physically. The best learning takes place when the student is the agent of their education, when 

they are emotionally involved and receive knowledge experientially. The sheer amount of time 

spent by people on video games is reason enough to merit a critical analysis of their potential 

for learning. 

Case studies on games in classrooms, such as the Civilization series, have already shown that 

games can provide unique learning opportunities. If games are not used widely it is an issue of 

design, and not some innate inappropriateness of the medium. 

Note that there do exist educational games, with such popular titles as Math Blaster and Reader 

Rabbit, however these games attempt to be teachers, rather than compliment teachers by 

creating an environment where learning is based on the actions of the student. Video games can 

be designed to create a space that places the student in control of their learning experience, 

whether in class or beyond.

This capstone looks to research whether the video game market is being used to enhance 

education. It will look at current case studies, see whether they were successful or not and from 

there begin to design solutions. It will analyze how games can be better used as learning tools, 

and provide an implementation of this research analysis.  

Target Audience:

Secondary schools, specifically 7th - 12th grades

Team, Roles and Members 



Project manager, lead designer, lead artist - Josh McGrath

Conceptual consultant, lead programmer - Tim Baker

Details, Music Composition - Evan Morse

John Mondor

NMD 498 Capstone

Scott

Driving Questions

1.Can collaborating in an educational game benefit the players both socially and 

educationally?

Research Topics

-Collaboration between children

-Game design

-Interactivity in education

-Multiplayer gameplay

-Cooperative gameplay

-Competitive gameplay

Prospectus

Thesis:

Collaborative gameplay in educational games enhances the learning process.

Keywords:

Collaboration, video games, learning, education.

Abstract:

This capstone will focus on how technology can be used in the classroom 

environment, as well as how multiplayer video games have the potential of 

becoming a viable source for education.  Targeted at the students under the Maine 

Laptop Program, this project will  investigate the role of collaboration in the 

classroom by promoting students to play educational video games in a constructive 

manner.  Given that teachers equip students with the educational platform needed 

to play these games, the only additional prospect would be the software.  By 

bringing educational video games into the classroom, students are able to learn 

information in a wide variety of ways.

In addition to the aforementioned aspects of the project, it will also provide 

valuable social connections between students.  Student interaction with one another 

in this cooperative or sometimes competitive environment will provide a base to call 



on in the future.  Working together is an important feature of the social growth of a 

student, and is oft lost in the information age.  This project would take advantage of 

the technology, while trying to repair the broken social bridges that technology has 

brought.

Target Audience:

Secondary schools, 5th - 12th grades.

Team Roles and Members

Lead animator, designer, artist- John Mondor

Project manager, lead designer, lead artist - Josh McGrath

Conceptual consultant, lead programmer - Tim Baker

Details, Music Composition - Evan Morse

Sean Campbell

NMD 498 Capstone

Scott

Driving questions

1) What makes a good editor?

2) How can editing shape a narrative?

3) Is good editing visible or invisible?

Research Topics

-Editing- history and current practices

-Films that have one awards for editing

-Narrative structure

-Pacing of a movie

-Effects of different shots and camera angles

-Editing Styles

Prospectus

Thesis:

Clips from different films can be edited into segments that can be rearranged randomly to create 

new narrative.

Keywords:

Editing, film, editor, narratives, clip, random, shots, pacing.

Abstract:

According to Walter Murch, editor and sound mixer for The Godfather, in order for 

editing to evolve you have to try new editing styles that at first will appear visible to the general 

audience.  This is what I would like to do with my capstone, redefine editing.

The goal of my capstone is to find a series of clips that can be randomly chosen and 



ordered to create a new narrative.  The benefits of this are having a film that changes with the 

push of a button.  It will also allow people who are studying to be editors seeing what 

transitions between cuts work and what ones do not.  The goal of my project would be to learn 

what makes the difference between good editing and bad editing and what makes the difference 

between a good cut and a bad cut. 

Target Audience:

Film students.

Team, Roles and Members 

Project manager, editor, clip gatherer, researcher- Sean Campbell

Joel Martin

NMD 498 Capstone

Mike Scott

Focus Questions

• How are social skills developed?

• How has this development evolved over time?

Research Topics

-social development

-human research

-physical social interaction

-digital social interaction

-More Knowledgeable Other (MKO).

-Zone of Proximal Development (ZPD)

Prospectus

Thesis:

Has the evolution of social networking online effected the social development of current college 

level students?

Abstract:

This capstone will focus on a potential risk of social development. I say potential because 

I want to learn if social networking sites such as Facebook and MySpace are harming the social 

development of college level students, or just progressing it. The social norm for college students 

my 3 years at University has been classes, homework, partying, and learning about yourself: This 

is updated and featured on Facebook constantly. 

Mostly every college student has a laptop, and even those that don’t have a Facebook. 

You see posts, status updates, and groups to join that show everyone what you are interested in. 

There’s even a way to chat not so there is no need to have a conversation with someone down 

the hall when you can just do it from the comfort of your own room. Social networking allows 

for customization and a place to post your thoughts and ideas. This creativity is essential in social 

development and gives a person a a sense of individuality.

This capstone looks to come up with a conclusion using a survey on the students at the 

University of Maine as test subjects. If Facebook is the next step in social development then it 

should be encouraged to spend time on it, but if Facebook is taking away crucial social skills that 

are needed in life then it needs to be changed.



Target Audience:

College students

Team, Roles and Members

Project Manager, Leader Researcher, Lead Artist- Joel Martin

Dr. Steve Barker- Chair of Sociology Department

Dr. Michael Robbins- Chair of Psychology Department

Zev Eisenberg
Jonathan Simpson
14 September 2010
Capstone Overview

Driving Questions
How do gestures evolve, and how do users experience this interface?
Is a gesture interface that simulates real-world physics more usable?

Research Topics
! evolution of gestures, and gestural communication (ex. sign language)
! algorithms for handling multi-touch input
! successful interfaces to current and emerging technology
! interface design history; how popular culture (especially movies) affects interface 
design
! card games
! social interaction during ‘play’ and differences between physical and virtual play

Prospectus

Thesis:
Effective and predictable computer interfaces can be strengthened by leveraging users’ 
existing familiarity with physical objects and non-verbal communication.

Keywords:
multi-touch, cards, gestures, games, user experience, human-computer interaction, interface

Abstract:
This capstone is an extension of a multi-touch interaction design project. The original goal 
was to port a physical, familiar object (a deck of cards) to a multi-touch computer display and 
maintain the natural feeling of playing a card game using the virtual deck. Our goal was to 
support the full mechanics of gameplay (moving and flipping cards, dealing, shuffling) without 
enforcing any particular game rules, allowing users full control over the games they play. We 
also created a mechanism of viewing a hand of cards privately on a mobile phone, and easily 
dragging cards from the phone to the larger screen (the ‘table’) and back.

We will fully implement our designs while also integrating our research of social gameplay and 
emerging technologies. Once complete, we will study the interaction between users and our 
application, and its effect on social interaction as compared to more traditional media (a real 
deck of cards). We will examine the effectiveness of the interface from both the user 
interaction and the social perspective. We will use our findings to improve future iterations.

Target Audience:
Anyone with the capacity to play cards.

Team



Zev Eisenberg - Programmer, Designer
Jonathan Simpson - Programmer, Designer

Nicholas Fiore, Nolan Gauttier

NMD 498 - Scott

Driving question:

• How does one capture memorable experiences without interrupting the formation of the 

captured experience? 

Research Topics:

• Definition of an experience - What elements and characteristics define an 

experience, the ways in which an experience occurs, and the significance of 

experiences.

• Documentation technologies - The advantages and disadvantages of using of 

sensor technologies combined with video recording technologies. 

• Ice Fishing – The traditional methods of ice fishing and what elements can be 

exploited by technology. 

Prospectus:

Thesis:

There is intrinsic value in the documentation of experiences.

Key Terms:

Experience, Documentation, and Ice Fishing.

Abstract:

This capstone aims to provide ice fishermen the means and the technology to 

document and enhance their fishing experiences. Through the use of sensory and video 

recording technologies we hope to capture fishing experiences, allowing the user to 

document and reflect further upon a said experience.

Our project will equip a traditional ice-fishing trap with a gyro sensor and a mini 

video recorder. We intend to exploit the processes of ice fishing traps to make use of 

these technologies. Specifically, we intend to attach a gyro sensor to the “flag” of the ice 

fishing trap and attach a mini video recorder to the trap frame itself. The sensor will 

activate when the ice fishing trap has sprung, which will in turn initiate the video 

recorder. Hopefully, capturing that entire moment of fishing, from the initial hooking of 

the fish to the projected catching of the fish. 

The function of this research is to establish a foundation from which we can focus the 

critical elements of our capstone. Specifically, these building blocks are; the fundamental 

definition of experience, the modern technological forms of documentation, and the 

traditional and nontraditional forms of ice fishing. 

Target Audience:

Our target audience is ice fishermen who want to remember predefined moments in time 

while fishing.

Team, Roles and Members:



• Project leaders - Nicholas Fiore and Nolan Gauttier

• Project designers - Nicholas Fiore and Nolan Gauttier

• Lead researchers - Nicholas Fiore and Nolan Gauttier

Rob Hussey

NMD 498 Capstone – Mike Scott

Driving Questions:

• How does the concept of Linearity alter the understanding of a story?

• If a story is told out of order, does the meaning/interpretation change?

• How do we interpret time-based information based on other knowledge?

Research Topics:

• Styles of Documentary

• Styles of Narration

• How do we interpret stories

Thesis:

The order in which we receive information can alter our interpretation of the end product.

Keywords:

Alternative Documentary, Narrative, Interpretation, video, photo, randomization

Abstract:

This capstone will address the way in which we interpret information we are presented 

with, based upon the order in which it is presented. If a documentary, or story, is scrambled, 

changing the order of the facts given, will we still be able to generate the same story, or will our 

understanding change?

This capstone will generate a documentary, using film, photography, and audio, and 

then create a program to scramble pre-disposed clips of that documentary together, creating a 

new story with the same information.  The test will then be to see if a different story will arise 

from the scrambled video, or if people are simply too confused to understand. A randomization 

program will ensure that rarely will the same video ever be viewed by anyone.

Audience:

Students and Faculty, potentially Department of Psychology

Team Roles of Members:

Documentary Team – to create the project

Coder – to create randomization program

Editor

Members TBA

Until you understand your capstone



It is not about documentary, it about what your question is.

How you manifest, whether it be documentary or something else.

Driving Questions:

• How does the concept of Linearity alter the understanding of a story?

• If a story is told out of order, does the meaning/interpretation change?

• How do we interpret time-based information based on other knowledge?

Movies

• Memento – Story told from two viewpoints, as present, and backwards. Offers a 

different take on story telling, as well as the order in which we are given information to 

process.

• Kill Bill – Story is deliberately told out of order, sections are seen ahead of others, even 

though they chronologically fall after them, or vice versa. Still works in linearity, in that 

the same story is told.

• Blood in to Wine – Traditional Documentary

• Vantage Point  - Same story told from multiple views, each retelling gives more depth 

to the original actions.

Projects

• Living Galapagos – Documentary involving a unique interface which allows the user to 

view multiple interviews at their discretion. Uses video, still photography, and audio to 

tell the stories. Each piece exists on its own as a stand alone work, with all pieces together 

creating the larger project. Pieces exist independent of each other, however the interface 

allows users to see how close these people physically live from each other, and how close 

their lives are. NONLINEAR

• Fast Movie Recuts – Online project, movies are cut to the important information, all 

emotional stimulus is removes. Example – Titanic – the boat sinks. End.

• Almost, Maine – Multiple stories are told from different people, but all are interwoven 

with each other. With each telling of a new story, new information is shed on others.

Books

Psychology – cognitive understanding

Research Topics:

• Styles of Documentary/storytelling

• Styles of Narration/storytelling

• How do we interpret stories or information presented based on time


