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1. Computer Science and Coding Training, Events 
and  Workshops  

 



Bronx Innovation Lab 

March 2016 

 

Overall Program Progress Report 



Project Milestones Target Date 
Expected 
Completion 

Status 

Android Study Jam 03/18/2016 03/18/2016 

Women Techmakers 04/05/2016 04/05/2016 

Google Cloud Training 03/18/2016 03/18/2016 

Pitch Night Series 01/12/2016 02/05/2015 

Traincube Startup Challenge 02/13/2016 06/30/2016 

Traincube Mobile Challenge 03/31/2016 06/23/2016 

MVP Weekend 02/06/2016 02/06/2015 

Launchpad Day NYC 01/29/2016 01/29/2016 

Google I/O Extended 05/27/2016 05/27/2016 

              Project Metrics                                    Status 

Android Study Jam: completed 5 

training sessions  

Women Techmakers: celebrating 

women in tech 

Google Cloud Training: 1 full day 

training at Google NYC 

Pitch Night Series: 4 sessions. Team 

building and ideas development 

Traincube Startup Challenge: Deadline 

set for first showcase 

Traincube Mobile Challenge: Sessions 

started with Lehman students. No high 

schoolers yet.  

MVP Weekend: Prototype and pitch 

presentation 

Lauchpad Day NYC: Outreach latinos 

developers 

Google I/O Extended: initial planning 
Overall status 

Deliverables / Milestones 



Deliverables / Milestones 
Cont. 



Key Achievements  
Jan 2016-March 2016 
 

❏ Developed “Pitch Night” series to begin our 

Traincube Startup Challenge 

❏ Surpassed original goal of 3-4 tech startup 

businesses  

❏ Over 12 pitch during MVP Weekend 

❏ Lauchpad Latinos NYC talk to promote and 

connect  the Innovation Lab to larger tech 

community 

❏ Over 10 mobile apps created during Android 

Study Jam. At least one is in the play store. 

❏ https://play.google.com/store/apps/details?id=com.azizahmed.logicgates&hl=en 



Key Achievements  
Jan 2016-Mar 2016 Cont. 

 

❏ Innovation Lab participants invited to a one full day 

training at Google NYC 

❏ Investor interested on two of our entrepreneurs apps 

❏ Over 50 submitted application to Traincube Mobile 

Challenge. 10 accepted 

❏ Over 120 RSVP to participate on Women Techmakers 

event 

❏ Partnered with Bronx Tech for wider outreach 

❏ James Vacca and Majora Carter supported the 

Women Techmakers event  

 

 

 

 

 

 

 

 

 



Key actions planned for the next 6 months 
 

❏ Traincube Mobile Challenge keep developing training 

and guide participants to become entrepreneurs 

❏ Traincube Startup Challenge connect entrepreneurs 

with BID and other resources 

❏ Tech community outreach with events such as Google 

I/O Extended. 

 

 

 

 



Risks and Mitigations 
 

Traincube Mobile Challege 

• High learning curve  

• Incomplete projects 

• High School students participations 

 

Traincube Startup Challenge 

• Lack of technical expertise 

• Waned momemtum  

 

 

 

 

 

 



Lehman College 

Bronx Innovation Lab 

April 2016 

 



Overall Performance Metrics  
 11 entrepreneurs were accepted  to Bronx  Innovation lab at Lehman  

college located at CUNY on the Concourse.  

 The support provided to the entrepreneurs / students and potential 

startups are listed herewith and not limited to:  Training and advising, 

guidance for  project formation, planning and technical support as well as 

mentorship. 

 Organizing training sessions and providing space and office back up 

services for entrepreneurs which were carefully selected from the open 

house pitch nights. 6 businesses  (startup ideas) is currently under 

development.  

 The selected entrepreneurs would like to have an active clickable 

prototype by end of June, 2 have achieved this goal. The investors have 

expressed interest for partnership with 2 others. 

 Number of employees hired by these entrepreneurs: businesses are not 

developed sufficiently to hire employees but targeted for the next 

steps/goals. 

       



Project Milestones Target Date 
Expected 
Completion 

Status 

Android Study Jam 03/18/2016 03/18/2016 

Women Techmakers 04/05/2016 04/05/2016 

Google Cloud Training 03/18/2016 03/18/2016 

Pitch Night Series 01/12/2016 02/05/2015 

Traincube Startup Challenge 02/13/2016 06/30/2016 

Traincube Mobile Challenge 03/31/2016 06/23/2016 

MVP Weekend 02/06/2016 02/06/2015 

Launchpad Day NYC 01/29/2016 01/29/2016 

Google I/O Extended 05/27/2016 05/27/2016 

              Project Metrics                                    Status 

Android Study Jam: completed 5 

training sessions  

Women Techmakers: celebrating 

women in tech 

Google Cloud Training: 1 full day 

training at Google NYC 

Pitch Night Series: 4 sessions. Team 

building and ideas development 

Traincube Startup Challenge: 

Deadline set for first showcase 

Traincube Mobile Challenge: 

Sessions started with Lehman 

students. No high schoolers yet.  

MVP Weekend: Prototype and pitch 

presentation 

Lauchpad Day NYC: Outreach latinos 

developers 

Google I/O Extended: initial planning 

Overall status 

Deliverables / Milestones 



Key Achievements  
Jan 2016- April 2016 
 



Key Achievements  
Jan 2016- April 2016 
 

❏ Developed “Pitch Night” series to begin our 

Traincube Startup Challenge 

❏ Surpassed original goal of 3-4 tech startup 

businesses  

❏ Over 12 pitch during MVP Weekend 

❏ Lauchpad Latinos NYC talk to promote and 

connect  the Innovation Lab to larger tech 

community 

❏ Over 10 mobile apps created during Android 

Study Jam. At least one is in the play store. 



Key Achievements  
Jan 2016- April 2016 
 



Key Achievements  
Jan 2016- April 2016 Cont. 

 

❏ Innovation Lab participants invited to a one full day 

training at Google NYC 

❏ Investor interested on two of our entrepreneurs apps 

❏ Over 50 submitted application to Traincube Mobile 

Challenge. 10 accepted 

❏ Over 120 RSVP to participate on Women Techmakers 

event 

❏ Partnered with Bronx Tech for wider outreach 

❏ James Vacca and Majora Carter supported the 

Women Techmakers event  

 

 

 

 

 



Key actions planned for the next 6 months 
 

❏ Partnership with EON Reality the world leader in Virtual 

and Augmented Reality based knowledge transfer for 

industry, education. 

❏ Traincube Mobile Challenge keep developing training 

and guide participants to become entrepreneurs 

❏ Traincube Startup Challenge connect entrepreneurs 

with BID and other resources 

❏ Tech community outreach with events such as Google 

I/O Extended. 

❏ Traincube Challenge for Bronx high schoolers  

 

 

 

 



 
 
 
 
Summary 

The following is 2016 first quarterly report for all Traincube related projects or activities. We’ll 
introduce completed, active and future projects. Then, detail the status of all active projects as well 
as anything affecting progress. We’ll also describe subsequent projects.  
 
Introduction 

At the beginning of the year, we introduced the Traincube Startup Challenge. The goal of the 
project is to identify and nurture future technical entrepreneurs. We created a curriculum to facilitate 
the process.  
  
Current Progress 

We developed a series of “Pitch Night” events designed to get people together, network with 
other entrepreneurs and share their ideas to solve problems they feel strongly about. Overall, we 
spoke with and connected approximately 100 entrepreneurs over the course of January.  
We then created a selection process to invite those with the greatest potential for success to work on 
their project at the Bronx Innovation Lab.  
We are currently mentoring six startup businesses. Potential investors asked two of them for their 
business plans.  
 
Potential Setbacks or Delays 

After carefully guiding the Startup Challenge team building process, we feel the need to bring 
more technical people. Some of the startup businesses lack a technical lead. That will definitely 
hinder their progress.  
 
Future Work 

We developed another program to complement the Startup Challenge. We are calling it the 
Traincube Mobile Challenge.  This program is geared toward individuals with some technical 
background who have an idea for an app and want to develop it into a business opportunity or help a 
local startup develop their product. The goal for this project is to develop a pipeline of future 
entrepreneurs or technical leads to help our Startup Challenge participants. 

 
 
 
  



 
Quarterly Metrics 
 

● Contacts are potential clients we visit or meet each month. 

 
 

● Influentials are potential mentors, investors and seasoned entrepreneurs we visit or meet each 
month.  

 





 

Speakers 

Milton Santiago   
Lehman College, VP for Workforce Development 
& Continuing Education 
 

James Vacca 
Council Member, District 13 Bronx 
 

Majora Carter 
Urban Revitalization Strategist 
 

Ruchi Mahindru  
IBM, Senior Software Engineer 
 

Aurora KochPongsema 
Creator of Papers 
 

Carol Gonzalez 
Founder of HoodGuardian 
 

GeorgieAnn Getton 
Founder of Illicit Mind 
 

Jennifer Martinez 
Founder of Pet Connect 

  Agenda 
5:00pm Doors Open 
 
5:20pm Opening Statements by Milton Santiago 
 
5:35pm James Vacca 
 
5:45pm Majora Carter 
 
6:20pm Ruchi Mahindru 
 
6:40pm GeorgieAnn Getton 
 
6:50pm Carol Gonzalez 
 
6:55pm Aurora KochPongsema 
 
7:00pm  7:30pm Food & Networking Break 
 
7:30pm  8:00pm Q&A Panel Discussion 

Aurora, Carol, GeorgieAnn, Jennifer, Majora 
 

8:00pm Closing Statements 
 
8:15pm Networking 
 
8:45 WrapUp 

 



 
 

  

MEDIA ADVISORY 
 

Bronx Innovation Lab at Lehman College 

To Host ‘Women in Technology’ Event, April 5 
 

WHAT: Lehman College’s Bronx Innovation Lab will host a special International 

Women’s Day event honoring Bronx entrepreneurs in the tech field. Titled 

“Women in Technology: The Pathway to Success,” the event will feature 

successful tech professionals who started their journeys in the Bronx. They will 

share their stories of launching and then growing their businesses to raise 

awareness of business opportunities in the Bronx and to increase diversity in the 

field of technology.  

 

WHO: Guest speakers include James Vacca, Council Member representing Bronx 

District 13; Majora Carter, an urban revitalization specialist; and Ruchi Mahindur, 

a Lehman alumnus and IBM senior software engineer.  

 

WHY: The Bronx Innovation Lab at Lehman College offers intense programming 

and web development training for budding computer engineers. It represents the 

latest initiative by the College to groom the next wave of professionals in the field 

of information systems and create an IT hub in the Bronx.  

 

 

WHERE:  CUNY on the Concourse. 2501 Grand Concourse, Bronx, NY 

 

WHEN:  Tuesday, April 5, 5-9 p.m. 

 

MEDIA ARRANGEMENTS / CONTACTS:  

 

Office of Media Relations: Yeara Milton / 718-960-7963 / 

yeara.milton@lehman.cuny.edu 
  

mailto:yeara.milton@lehman.cuny.edu


 
In honor of International Women’s Day, join the 

global conversation of women in technology at the 
Bronx Innovation Lab 

 
James Vacca  Council Member District 13, Bronx 
Majora Carter  Urban Revitalization Strategist 
Ruchi Mahindru  IBM, Senior Software Engineer 
Carol Gonzalez  Founder of Hood Guardian  
Farhana Rahman  Google Marketing Expert 

 
 



 

 
 

Join us in the Bronx Innovation Lab for Streaming of the 
Google I/O Event, Hands on Code Labs,  Important 

Announcements, Networking, Food, Fun and Prizes on a 
Friday Afternoon.  

 

RSVP: bit.ly/io2016bx 

 



 

 

 

 



 

 
Come help us celebrate and learn about Firebase and Progressive Web 
Apps (PWA). 
 
Progressive Web Applications take advantage of new technologies to 
bring the best of mobile sites and native applications to users. They're 
reliable, fast, and engaging. 
Firebase  is a unified app platform for Android, iOS and web development. 
Firebase provides the tools to develop your app, acquire and engage 
users, and monetize your app. 
 

RSVP: bit.ly/gdgbronx-devfest16 
 



 

 
 

Join us in the Bronx Innovation Lab where will have a 
special guest speaker joining us from Seattle! 

 
Clive Boulton -  

Seattle Google Developer Group Lead Organizer 
Ex Dev Director, Full Stack Hacker 

 
Bring your laptops, tablets, phone anything with a chrome browser. These talks are hands-on and interactive. 

 

RSVP: http://bit.ly/dec9bx2016 



 
2. Creation of a Social Media Strategy & Resource 

Guide and Social Media Campaign 
 



Lehman College 
School of Continuing and Professional Studies 

Social Media Strategy and Capacity Building 

Adult Degree Program Professional Studies Continuing Education Workforce Development iLab SBDC 



Social Media Landscape 

2 
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2 billion active users 

4 



5 



US companies are now active 
on social networks 

9 out of 10 

Increased exposure 

90% 

6 



❏ Social Media reached the 

workplace 

❏ Boost your social reach 

with employee advocacy 

❏ Social messaging is the 

new One-on-One social 

customer service 

❏ Simplify social media ads 

❏ Social videos is emerging 

as a popular way to gather 

and share videos 

7 



Reaching out to students through social media, examples 

of huge efficiency or inefficiency of Social Media   
 

U.S. Department of Education offended everyone 

8 
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Social Media posting 

must be managed 

with care and 

sensitivity. 

10 



Student used Twitter to figure out which 

college was right for her 

“Social media allows us to build relationships with students 

before they come to campus,” says Lindsay Lebresco, 

director of brand and digital marketing at Lehigh University 

11 



It's not enough being on 

Facebook, Twitter, 

YouTube or Instagram 

People will make a judgment 

about your organization if it is 

not current and responsive 

online 

12 



what we have done so far 

13 



 

 Analyzed the current Social Media presence 

 Designed a strategy to better engage our audience 

 Selected the best suited Social Media platforms for our goals 

 Found a user friendly tool to use to unify the department voices 

 Preparing how-to guide and maintain the platforms/ procedure 

manual  

 

14 



facebook.com/ 

Videos, Pictures, Events, News Updates 

youtube.com/ 

 
Videos of activities 

instagram.com/ 

Pictures of activities 

meetup.com/ 

To build a community and manage events 

twitter.com/ 

Short updates 

15 

http://www.meetup.com/members/209510792
http://www.facebook.com/LehmanCE
http://bit.ly/youtube-lehmanscps
https://www.instagram.com/lehmanscps
https://twitter.com/lehmanscps
http://www.meetup.com/members/209510792
https://twitter.com/lehmanscps
http://www.facebook.com/LehmanCE
https://www.instagram.com/lehmanscps
http://bit.ly/youtube-lehmanscps


what’s needed from you 

16 



  Guidelines 

A. Categorized Hashtags 

B. Image Guidelines 

C. Word Limit per Media Account 

D. Posting Frequency and Content 

E. Platform for Target Audience 

F. Consistent Voice across platforms and Controling tool 

 
17 



B. Image Guidelines 

Clear Image 

Properly sized 

Non-offensive 

Engaging 

Fun 

18 



C. Word Limit per Media Account 

 Must be aware of character size limitations 

 Facebook - 2000 characters  

 Twitter - 140 characters 

 Instagram - 2200 characters 

 Youtube Video Title - 100 characters 

 Meetup Event Title - 80 characters 

19 



 Too few posts and an account might seem abandoned 

 Too many posts might drive people away 

 Aim for quality posting 

 Should feel like one-on-one conversation  

 Not just boring info that can be found anywhere else 

 

D. Posting Frequency and Content 

20 



E. Platform for Target Audience 

Each Social Media platform has a different audience 

We will keep monitoring, find our own and will spread the word 

The following to be added to the team email signature, flyers, 

will be posted to the web page and ……… 

 

21 



F. Consistent Voice Across Platforms and Controlling tool 

 Event Management,Facebook event 

 All posts managed by a single tool ‘HootSuite’ 

https://hootsuite.com 

 Individual User Accounts  

 No shared passwords  

 Publishing approval process  

 Centralized resource management 

 22 

https://hootsuite.com/dashboard


what’s missing 

23 



Facebook: URL update 

YouTube: custom branding  

Meetup: need to create group account ($) 

How-to / guidelines: in-progress 

Hootsuite licensing: need to buy license ($) 

Calendar: shared calendar for events 

Website: update and add all social media sites 

 

24 



recap 

25 



 

Engage your audience 

Know your strengths and weaknesses 

Be transparent 

Be creative 

Be consistent 

Funny is better than boring 

 

 

26 



27 



28 



Meeting  

Social Media Landscape 

What we have done (technical) 

Planning, preparing platforms and demo 

What they need to do,Hootsuite demo, post events on calendar, we will put links 

on your email signature 

Demo Interactive calendar of events 

List out What the Target Audience & Outreach Purpose each Social Media 

Platform is most intended for  

29 



Chair of the Department made a YouTube video 

The chairman of the math department at Berry College made a 

calculus music video with his students, who sing about derivatives 

in a YouTube video titled "The Derivative Rag."  

 
30 

http://www.youtube.com/watch?v=lQElwkuyiks
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I. Introduction 

 

This document was developed for the School of Continuing and Professional Studies at 

Lehman College CUNY. It is intended to serve as a procedural document on how to create and 

publish high quality content on selected Social Media Platforms via a single social media 

management tool. This document serves as a procedural manual for each department’s social 

media representative. 

 

The social media platforms covered in this document are: 

 

❏ Facebook 

❏ Twitter 

❏ Instagram 

❏ YouTube 

❏ Meetup 

 

All posting, except for Meetup will be managed by a single tool. Each post must comply with the 

guidelines currently stated in this document or appended in the future. 

❏ HootSuite 

 

II. Guidelines 

A. Posting 

1. Content and Frequency 

 

Social Media posting must be managed with care and sensitivity. People will make a 

judgment about your organization based on its social profile. What is said, when it is said and 

how it is said are all important things to take into consideration. The quality and frequency of 

posts as well as rapid responses to questions and comments are also important factors to 

consider when handling social media profiles. Too few posts might make an account seem 

abandoned. Too many posts might drive people away. Aim for quality posting on a daily to 

weekly basis. Posts should feel like an one-on-one conversation; Not just boring info that can be 

found anywhere else.  
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Minimum 1 post per Department per Week, Maximum 1 Post Per Department per Day 

 

2. Images 

 

Images generate more user interest than plain text posts. An important step toward 

successful social media outreach is including high-quality relevant images on social media 

posts. 

❏ Clear Image 

A good image should not have spots or blurriness. 

If there is text in the image it should be legible on the smallest monitors and the largest. 

Zoom in and out on the image before choosing it for a post and find a better quality 

image if necessary. 

 

❏ Properly sized 

Be sure the entire image fits in your post. 

Some cropping may be necessary. 

 

❏ Image Privacy 

Images of people should follow privacy rights policies of Lehman College. Individuals 

must grant consent before their photo can be used in Social Media posts.  

 

❏ Non-offensive 

 Images should be free of stereotypes, gender, racial, or any bias. 

 

❏ Engaging 

 Relevant and informative images with vivid coloring and appropriate content  

 

❏ Fun 

 Images with a slight sense of humor that are still professional 

 

3. Hashtags 
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A hashtag is a word preceded by a (#) hashmark used within a message to identify a 

keyword or topic. Proper use of hashtags increases content indexability, searchability and brand 

awareness. When creating a post the hashtag(s) used must relate well to the content included 

in the post.  

 

It is important that every post include the # hashtag so that it will be indexed and therefore 

searchable by everyone. 

 

Use only the hashtags listed in, or appended to this document.  

 

Hashtags from the lists below should be included in posts based on their content relevancy. 

Departmental Tags: to be created for each business. 

 

Categorization Tags: 

❏ #OpenHouse 

❏ #Workshop 

❏ #Info 

❏ #Training 

❏ #SmallBiz 

 

4. Limitations 

 

Each social media platform has its own limitations. When preparing content for a post these 

limitations must be taken into consideration or the content will be rejected by the platform and 

require revision. 

Maximum Character Count per platform: 

 

❏ Facebook - 2000 characters  

❏ Twitter - 140 characters 

❏ Instagram - 2200 characters 

❏ Youtube Video Title - 100 characters 

❏ Meetup Event Title - 80 characters 
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5. Approvals 

 

All social media posts will be approved by the social media manager before being published 

through the Hootsuite tool. 

B. Security 

1. Sharing Personal Info 

 

Follow CUNY stated policies regarding sharing personal information including images. 

For example, a posting should not include things like a person’s address, phone, age, etc. 

 

2. User ID and Password 

 

Follow CUNY stated policies regarding user id and password. Never post or share your 

login credentials with anyone. 

3. Links 

 

Comments and direct messages via social media may contain links. Avoid clicking or 

following links from unknown sources. Be aware that’s a way for spammers and hackers to 

compromise your system.  

 

C. Assets 

 Each department must maintain a shareable drive to archived images and videos of 

events. Every image used for posting should be properly archived in this drive.  

1. Images 

 

Archive the highest image resolution.  Prefer .png over .jpg to avoid image distortion. 

2. Videos 

 

Archive the highest format. Prefer 1080p videos over lower formats. 
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3. Documents 

 

Any documents like catalogs or informational pamphlets must properly archived. 

D. Responsibility 

 

While social media might seem like an open forum. Ultimately, every post should never 

contain any of the following: 

 

❏ Profane language or content; 

❏ Content that promotes, fosters or perpetuates discrimination of protected 

classes; 

❏ Sexual harassment content; 

❏ Solicitations of commerce or advertisements including promotion or 

endorsement; 

❏ Promotion or endorsement of political issues, groups or individuals; 

❏ Conduct or encouragement of illegal activity; 

❏ Information that may tend to compromise the safety or security of the public or 

public systems; 

❏ Content intended to defame any person, group or organization; 

❏ Content that violates a legal ownership interest of any other party, such as 

trademark or copyright infringement; 

❏ Making or publishing of false, vicious or malicious statements concerning any 

employee, Lehman College or CUNY; 

❏ Violent or threatening content; 

❏ Disclosure of confidential, sensitive or proprietary information 

 

 

Each department is also responsible to update their calendar of events as well as 

posting through Hootsuite to all social media platforms. 
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III. Social Media Accounts 

Selecting the appropriate platform for a post 

Part of the decision process when creating a post involves choosing the appropriate platform for 

the content being shared. It is best to primarily use each for their intended purpose. Follow the 

guideline below. 

 

Social Media Platforms and their Primary Intended Post Types 

 

 

facebook.com/ 
Pictures, Videos, News, Updates of Activities & Events 

 

 

instagram.com/ 
Pictures of Activities & Events 

 

 

youtube.com/ 
Videos of Activities & Events 

 

 

twitter.com/ 
Short Updates & Announcements 

Promoting Events/Updates  

 

 

 

meetup.com/ 
Community Building 

Event Management 

 

 

https://www.instagram.com/lehmanscps
http://www.meetup.com/members/209510792
https://twitter.com/lehmanscps
http://www.facebook.com/LehmanCE
http://bit.ly/youtube-lehmanscps
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A. Facebook 

Facebook is a web and mobile app that can be used to share pictures, videos, news updates 

and events. The main purpose of Facebook is to share announcements, news updates, 

accomplishments, and pictures of upcoming and past events.  
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B. Twitter 

Twitter is a web and mobile app intended to ignite conversations. Posts on Twitter, also known 

as “Tweets” are less than 140 characters. The main purpose of Twitter is to share short 

announcements about accomplishments, news flashes, regular updates, upcoming and past 

events. 
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C. Instagram 

Instagram is a mobile app used to quickly share photos with others in your network. The main 

purpose of Instagram is to share interesting and unique photos about accomplishments, 

ceremonies, news flashes, upcoming and past events. 
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D. YouTube 

YouTube is a web and mobile app ideal for sharing videos. The main purpose of YouTube is to 

share videos of events, graduations, ceremonies and accomplishments. 
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E. Meetup 

Meetup is a web and mobile app used for organizing and managing events and attendees. 

Communities are built around a core set of interests and members can RSVP to events. Photos 

and Videos can be uploaded by organizers as well as members. Comments and questions from 

group members can be submitted publicly and/or privately through meetup.  

 

Meetup Group to be created: meetup.com/  

Meetup User Profile: http://www.meetup.com/members/209510792 

Note: Meetup is not managed through the HootSuite Tool.  

 

*  See Pending Items Section VIII B of this document on how to create a Meetup Group. 

 

  

http://www.meetup.com/members/209510792
http://www.meetup.com/members/209510792
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IV. The Social Media Management Tool (HootSuite) 

 

A. Overview 

Hootsuite is a Social Media Management Tool used to help manage and monitor multiple social 

media profiles through a centralized platform. It is the most widely used platform for managing 

social media, loved by over 10 million people around the globe and trusted by more than 800 of 

the Fortune 1000. Hootsuite Enterprise empowers organizations to execute business strategies 

for the social media era and scale social media activities across multiple teams, departments, 

and regions. 

 

B. Obtaining an account 

The HootSuite platform license is shared among numerous departments within Lehman 

College. To obtain a user account and login information please contact the department head 

and provide the following: 

 

1. First Name 

2. Last Name 

3. Email Address 

4. Name of the Department the posts will represent 

5. Publishing approver’s name and email address 
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C. Social Media Networks 

Multiple Social Media Networks can be viewed and managed within HootSuite. This done by 

simply adding a Tab to separate each social media platform.  

 

D. Social Media Streams 

Multiple Streams can be viewed at once for each Social Media Network. In each Stream the 

content viewed can be chosen. Stream content can be the Timeline, Messages, Likes, Tweets, 

Retweets, Mentions, Scheduled Posts, New Followers, etcetera. The image below shows the 

stream for Facebook. The same can be done for all other social media platform. 

 

E. Limitations 

Hootsuite is not well integrated with Instagram. There is a work around solution available to 

manage the shortcomings. Please seek advice from HootSuite directly. 

 

F. Monitoring  

Lehman College’s IT Department has purchased an Enterprise license from HootSuite. 

More information can be acquired by contacting the department head. 

 

G. Creating a post 

 After reading the guidelines stated in Parts I, II, and III of this document, the post creator 

should be ready to create a post. 

 

 

Steps to create a post using HootSuite: 

1. Open the hootsuite dashboard by going to hootsuite.com/dashboard 

2. Create a brief text description that matches the purpose of the post 

3. Include the appropriate hashtags from the list provided 

4. Attach the media files 

5. Select the appropriate social media platform. 

6. Click Send Now 

 

For more detailed step by step instructions refer the HootSuite documentation provided by 

HootSuite. 
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V. Calendar of Events 

 

All events must be entered into the joint Calendar of Events. 

 

All Events entered into the calendar must include the following at a minimum: 

 

❏ Title 

❏ Brief Description 

❏ Date 

❏ Start Time 

❏ End Time 

❏ Location 

❏ Host(s) 

❏ Featured Image 

 

VI. Meetup 

 

All meetup events must be entered into the joint Calendar of Events.The meetup event 

coordinator will pull events from the joint calendar and publish them on meetup to publicly 

announce them and open the RSVP list.  
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VIII. Appendixes 

Appendix A 

The Businesses interested in purchasing a HootSuite license that will include posting rights for 6 

users with publishing approval by 1 user for the Social Media profiles specified in this document. 

 

A. HootSuite Plans 

 

The HootSuite website lists the following plans. 
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B. HootSuite Quote 

The quote provided by the HootSuite representative is shown below. 
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Appendix B 

 

 

  

 

Procedure for Meetup Group Creation 

Adult Degree Program 
Continuing Education 
Professional Studies 

Workforce Development 
iLab

 
 

 
 

1. Have the Credit Card that has been approved for the meetup 
group purchase available. 

2. Go to www.meetup.com 
3. Log in using the dedicated email account. 
4. Click “Create a Meetup” 
5. Continue by following the remainder of this guide. 

 
  

http://www.meetup.com/
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Step 1 - Enter your group’s location 

 

Step 2 - Choose your group’s interests (up to 15) 
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Step 3 - Name your group (up to 60 characters) 

 
 

Step 4 - Agree to Meetup’s Community Guidelines 
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Step 5 - Select your Subscription Plan (Unlimited) 

 

Step 6 - Select the Subscription Length (6 months) 
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Step 7 - Enter payment information (Credit Card) 
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Appendix C 

Contacts 

A.  Lehman SCPS 

 

Business Incubator, Bronx Business Bridge - Samira Bahrami 

samira.bahrami@lehman.cuny.edu 

 

Innovation Lab, ITech hub - Samira Bahrami  

 

Adult Degree Program - Pamela Hinden pamela.hinden@lehman.cuny.edu 

 

Continuing Education & Professional Studies - Goher Murtaza 

goher.murtaza@lehman.cuny.edu 

 

Workforce Development - Mila Ellis ludmila.ellis@lehman.cuny.edu 

 

SBDC - Clarence Stanley 

B.  HootSuite 

 

Niti Nielsen niti.nielsen@hootsuite.com 

C.  Document Authors 

Hendrix Tavarez htavarez@gmail.com 

 

Eva Sofianos esofianos@gmail.com 

D.  Web Services Manager, Lehman College 

 

David Stevens david.stevens@lehman.cuny.edu 

 

E.  Director, CUNY on The Concourse 

 Samira Bahrami samira.bahrami@lehman.cuny.edu 

mailto:ludmila.ellis@lehman.cuny.edu
mailto:niti.nielsen@hootsuite.com
mailto:niti.nielsen@hootsuite.com
mailto:htavarez@gmail.com
mailto:pamela.hinden@lehman.cuny.edu
mailto:niti.nielsen@hootsuite.com
mailto:samira.bahrami@lehman.cuny.edu
mailto:samira.bahrami@lehman.cuny.edu
mailto:goher.murtaza@lehman.cuny.edu
mailto:esofianos@gmail.com
mailto:david.stevens@lehman.cuny.edu


4. Computer Science After-School and Summer 
Program at Lehman High School   

 



• Scope of Work for Bidding 
 



 

   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

RFP Computer Science /Lehman2 Program @ Lehman High school, 

Lehman College, 

School of Continuing and Processional Studies, 

Jan 2017, 



 

   

Computer Science /Lehman2 Program Scope of Work 

Program Title: CS/Lehman2 

1. Lehman Contacts: 
 

 Fanny Soriano, Budget Director, Lehman College, CUNY , School of Continuing & 
Professional Studies, (718)960-8984 

 Samira Bahrami, Director, CUNY on the Concourse, School of Continuing & Professional 
Studies, (718)960-4688 
 

2. Targeted Population Served:  
 
 60 Lehman High School students in grades 10-11 as a feeder program for AP Computer 

Science Principles. 

 All students at Lehman High School shall learn about the local computer science programs 
and learning opportunities through the program’s recruitment process and by the awarded 
‘organization’. 
 

3. Program topics: 
 

3.1   After School Program 

‘Organization’ will dedicate a Program Manager to run CS/Lehman2 program, a customized 
computer science and coding program at Lehman High School to serve up to 60 students in grades 
10 and 11 (CS/Lehman2 Student Fellows), 5 teachers as (CS/Lehman2 Teaching Fellows) and 5 
parents or guardians (CS/Lehman2 Community Fellows). The CS/Lehman2 curriculum consists of 
an engaging blend of ‘Organization’’ current course offerings, with a focus on web development 
(HTML, CSS), programming (Scratch, JavaScript), and technology entrepreneurship. Students 
attend the course once per week and are assigned to different cohorts based on their availability 
on three different days after school to allow for maximum flexibility. The ‘Organization’ Program 
Manager will lead students to create several professional projects to add to their portfolios, 
including websites, mobile applications, and business plans for technology products. 

Half of the students (30) will attend each Saturday session, alternating every other Saturday to 
stay with their cohort. These sessions, led by the ‘Organization’, are also open to teachers and 
parents / guardians to continue their learning experiences in computer science, coding, and 
technology entrepreneurship.  

Volunteer tech professionals and undergraduate computer science students can mentor and teach 
students during Saturday sessions at the CUNY Innovation Lab (CUNY on the Concourse). 



 

   

‘Organization’ shall plan field trips to tech companies once per month to connect students to the 
tech industry.  All transportations are organized by Lehman HS.  

Students are given a laptop for the duration of the program to work on coding and computer 
science projects at school and at home. If students complete the program successfully with higher 
than 85% attendance, they can keep the laptop as an incentive to remain in the program. 

3.2   Summer  Program 

The CS/Lehman2 Summer Program is an immersive experience for 20 students that will prepare 
students to study computer science at Lehman College as a College Now course, offered through 
CUNY and taught by the ‘Organization’. This program will teach students an advanced computer 
science curriculum to prepare them to take the AP Computer Science Principles exam, with 
exposure to volunteers from the tech community and office tours at tech companies throughout 
New York City. This summer program will be 4 weeks long. 

4. Computer Science Topics Covered: 

Web Development (HTML, CSS), Programming (JavaScript), Technology Entrepreneurship and 
Product Development, Computational Thinking, Problem Solving, Computer Science Careers and 
University Programs 

5. Program description: 
 

5.1   Students - CS/Lehman2 Student Fellows 
 

 After-School Program: 60 “CS/Lehman2 Student Fellows,” with 20 students each day, 3 
days per week after school for 2 hours per session from 3pm to 5pm for 16 total sessions 
per student 

 Saturday Program: 20 students per Saturday in two separate cohorts plus interested 
teachers and parents are invited to Saturday workshops for classes and activities at the 
Lehman Innovation Lab for 6 hours from 10am to 4pm for 8 total sessions per student 

 Summer Program: 15-20 students will have the chance to learn even more about 
technology and study an advanced computer science curriculum at the Lehman Innovation 
Lab or on Lehman College’s campus as a College Now course during summer 2017. This 
summer program will be 4 weeks. The program will run from 10am to 4pm each day on 
Monday - Thursday for a total of 16 sessions. 

 

 



 

   

5.2 Teacher Program - CS/Lehman2 Teaching Fellows 
 

 “CS/Lehman2 Teaching Fellows” will learn the curriculum during the program and receive a 
stipend for their professional development.  These fellows will be able to integrate 
computer science and coding concepts into their classes for the next year at Lehman High 
School, building teacher capacity. 

 A full-time Program Manager will facilitate department-specific sessions to help teachers 
integrate CS and coding into their core subject areas (i.e. using Scratch simulations to 
demonstrate biology concepts) 

 ‘Organization’ will sign up additional interested teachers for computer science and coding 
professional development during summer 2017 

 Counselor and Administration professional development will be conducted to learn about 
best practices for developing and supporting a strong computer science program 

 Teacher spots will be reserved to help run the CS/Lehman2 Summer Program 
 

5.3 Parent / Guardian Program - CS/Lehman2 Community Fellows 
 

 “CS/Lehman2 Community Fellows” will be invited to participate in Saturday programming 
every other week with several goals 

 Support their children’s interests in computer science  

 Develop their own interest and skills in computer science 
 

5.4 Student Contact Hours:  
 

 2 hours per week after school at Lehman High School for 16 weeks for a total of 32 contact 
hours 

 6 hours every other week for each cohort (every other Saturday) at Lehman IT Innovation 
Lab for 8 weeks per student for a total of 48 hours 

 80 hours per student combined total contact hours 

 Student attendance of 80% or better is required to receive credit for the course, keep their 
program laptop, and receive other incentives for the program such as the summer program 
at Lehman College. 

 
6. Student Recruitment:  

‘Organization’ will recruit students at Lehman High School. Methods of recruitment will include 
class presentations, student letters home to parents, specific diversity recruitment strategies, and 
a competitive application process to identify 60 students with a balance of gender, racial, and 
socioeconomic diversity. Lehman High School and ‘Organization’ will both create parts of their 



 

   

website to link to the application form and advertise the program to students and parents. 
‘Organization’ will also conduct a parent meeting before the beginning of the program in January. 

7. Lead ‘Organization’ and Other Staff:  

‘Organization’ shall hire dedicated staff including the Program Manager, along with the 
CS/Lehman2 Teaching Fellows. Curriculum design & training will also be conducted by the 
‘Organization’. ‘Organization’ will lead on collecting metrics and communicating with teachers and 
other research partners about survey collection and research methodologies. ‘Organization’’ team 
of program managers deliver a variety of professional development that is also available to 
Lehman High School teachers through the program, such as cross-curricular coding integration to 
teach computer science in other subject areas. 

8. Curriculum:  
 4 weeks (after school+ Saturdays): Technology Entrepreneurship, Introduction to 

Computer Science and Coding 

 4 weeks (after school+ Saturdays): Web Development (HTML + CSS) 

 8 weeks (after school+ Saturdays): Programming (Scratch, JavaScript) 

 4 weeks: Summer Program 
 

9. Program Academic Outcomes: 
 
 Students will build and present projects each quarter during the program, demonstrating 

mastery of new concepts as they learn new objectives and skills. 
 

 Throughout the program students will gain experience in employing the following 
computational practices: Analyze the effects of developments in computing, design and 
implement creative solutions and artifacts, apply abstractions and models, analyze their 
computational work and the work of others, connect computation with other disciplines, 
communicate thought processes and results, and work effectively in teams. 
 

10.   Student Credit Options: 
 
 Students may receive high school credit in math, science, or technology if they have 

attendance of 80% or more for the duration of the program and sufficiently meet all of the 
requirements for the course. 

 Existing standards for a math, science, or technology elective exist within the high school 
course catalog as long as there is a teacher of record for the program. 



 

   

 Sample courses exist on the CUNY College Now website under “Computer Science & 
Engineering Classes,” with one possibility from Queens borough Community College listed 
in the image below: 

 

11.  Materials for Students (to be purchased by the ‘Organization’): 
 
 Chromebook laptops and cart + insurance 

 5x7 Journals per student 

 Post-It Poster paper, small post-it notes of various colors and sizes, markers, tape, scissors 
for brainstorming activities 

 Saturday meals and weekday snacks for students to encourage participation and 
attendance 

 CS/Lehman2 t-shirts, stickers, and notebooks 

 

12.    Program Reporting and Assessment Schedule: 

Students and teachers will take baseline and end-of-program survey administered by NYU 
Research Alliance to measure program interest and level of growth in social emotional learning 
competencies. This research is in partnership with CSNYC and the Student Success Network. 

‘Organization’ will report to Lehman and associated funders on a quarterly basis about program 
progress, including student outcomes and performance, teacher training, and recruitment status. 

  

13.   ‘Organization’  Scope of Services, narrative: 

 

 Recruitment: ‘Organization’ will recruit  the following, Students, Teachers and Parents / 
Guardian  

 Staffing: ‘Organization’ will arrange for: 
 
 Program Manager (Instructor) 
 Program Director responsible for the Curriculum, involvement as needed. 
 Program Development Manager, involvement as needed. 
 Recruitment of 4 Teacher Fellows and payments towards them as stipends for 

Saturdays for professional development. 

 Procurement of all the materials as defined in the tables below. 

 Transportation of ‘Organization’ personnel. 



 

   

 Setting up the IT works including but not limited to the Chromebooks 

 ‘Organization’ is fully responsible for developing and implementing the Curriculum for: 
 
 4 weeks (after school+ Saturdays): Technology Entrepreneurship, Introduction to 

Computer Science and Coding 
 4 weeks (after school+ Saturdays): Web Development (HTML + CSS) 
 8 weeks (after school+ Saturdays): Programming (Scratch, JavaScript) 
 4 weeks: Summer Program 
 

 Program Assessments: ‘Organization’ will report to Lehman and associated funders on a 

monthly basis about program progress, including student outcomes and performance, 

teacher training, and recruitment status. 

 

14.   Lehman College  Scope of Services, narrative: 
 
 Space for Saturday programs at COTC and summer program at the College. 

 Payments towards ‘Organization’ for Category A (table below), on monthly basis and upon 

receipt of the monthly report. 

 Payments towards ‘Organization’ for Category B (table below) 

 Communications with the program funders. 

 

 

 

 

 

 

 

 

 

 



 

   

15.   Budget 
 

 

** category B items shall be defined as exact once the ‘Organizer’ is awarded and has submitted 
the sub-bids from other vendors for approvals, for the purpose of the evaluation of this bid the 
‘Organizer’ shall add the indicated amounts to the final sum.  

Category Type FY 2017 Expense Expense

A Personnel Salaries and add ups
TBD by the 

'Organizer'

A Personnel Lehman HS Teacher Stipends $8,000 

B Non-Personnel Computer for Program Manager $450.00 

B Non-Personnel
Student + Volunteer Meals , 

Saturdays
$16,000 

B Non-Personnel Student snacks, weekdays $5,760 

B Non-Personnel Session materials $27,000 

Total Budget ?

$450 / student * 60 students (Chromebooks, Chromebook carts, office supplies 

for brainstorming materials, t-shirts, SWAG for the program -- see detailed list in 

materials)

As needed by the ''organization''

Teacher Fellow stipends for Saturday participation, $200 / day for 10 Saturdays 

for 4 teacher fellows (includes two Saturdays for professional development)

Saturday Breakfast and Lunch at $20 / person with 40 people for 20 Saturdays

Weekday snacks at $6 / student with 60 students for 16 after school weeks

Laptop for Program Manager

Description



• Draft Material Specifications 
 

 



Employee Laptop 

 

1 MacBook Air, $949 with education pricing (click on education and enter in Lehman College to 

get education pricing, if possible) 

1.6 GHz Processor (base model) 

128 GB Storage 

8 GB Memory 

 

60 Student Laptops 

 

Any laptop labeled "Chromebook" 

11.6 inch screens are preferred for portability, but we are very flexible with specs for processor 

speed 

Battery life should be over 6 hours to allow for full-day sessions with minimal interruptions 

Here are some examples: 

Acer Chromebook, 11.6-inch Laptop 

Lenovo Chromebook, 11.6 inch Laptop 

Asus Chromebook, 11.6 inch Laptop 

HP Chromebook, 11.6 inch Laptop 

 

Laptop Carts: 

 

Since there are 60 laptops at two locations, we should get: two carts with capacity of about 30 

laptops each with the following specifications: 

Lockable carts for security purposes 

Charging cable management system 

Electrical assembly / power cord for the cart 

Wheels for easy rolling between rooms 

Example 1 - Chromebook Charging Cart for 32 laptops 

Example 2 - Luxor Charging Cart for 30 Chromebooks and Tablets 

Example 3 - Learniture 30-Bay Charging Cart with Electric 

 
 

 

 



• Draft Procurement Advertisement 
 

 



The City University of New York, on behalf of Lehman College, intends to 
procure services of a vendor to host a computer science and coding 
program that will meet afterschool and during summer break.   
 
Vendor Qualifications: 
Prospective vendors shall:  
 
(1) have at least  15 years of experience planning and implementing 
computer science and coding programs. Have at least 6 successful 
computer science and coding programs for high school students in the last 
4 years; (2) have at least 4 years of experience planning and implementing 
parallel parent and student training programs that engage parents of high 
school students while their children participate in vendor provided 
computer science and coding programs; and (3) have demonstrated 
experience working the New York City Department of Education and be 
able to provide three references of prior work with the New York City 
Department of Education within the last  3 years. 
 
Program Requirements: 
In order for a vendor to be considered to have met the qualifications listed 
above, the computer science and coding program shall have included: 
 

a) A proven methodology for providing curriculum, training, co-
teaching, materials and technology to support student fellows, 
teaching fellows and community fellows in computer science 
education and coding; 

b) Expertise in development of program curriculum that focuses on 
web development (HTML, CSS), programming (Scratch, JavaScript), 
technology entrepreneurship, product development, computational 
thinking, problem solving, computer science careers 

c) hiring of qualified instructors,  
d) provision of nutritionally balanced snacks and/or meals to program 

participants;  
e) maintenance of program budgets;  
f) and overall project management; 

 
 



 
 
If you meet both the Vendor qualifications and program requirements, 
please submit to Lehman College in writing, by email: (a) your expression of 
interest; and (b) supporting documentation demonstrating that you fully 
satisfy each of the listed vendor qualifications  and program requirements, 
by no later than the due date and time set forth below. 
 
Solicitation has MBWE Subcontracting Goals:  The City of New York (CUNY) 
strives to provide equal access to procurement opportunities for all 
vendors, including minority, women and service disabled veteran-owned 
business.  This procurement is subject to 30% participation goal for NYS-
certified Minority and Women-owned Business Enterprise (“MWBE”) to 
satisfy as subcontractors or suppliers under the award contract, if any, and 
each respondent’s proposed MWBE participation along with their 
response.  The selected Contractor, if any, shall be required to use its good 
faith efforts to meet this goal. To kern more, about CUNY’s Supplier 
Diversity program, Visit:www.cuny.edu/selltocuny. 
 
Any purchase that results from this advertisement shall be governed by the 
University’s standard Terms and Conditions, Purchase Order, and the 
Standard Clauses for New York State Contracts (Appendix A). 
 
The restricted period began with the publication of this ad. 
Contact with CUNY: 
Under the requirements of the Procurement Lobbying Act (PLA), all 
communications regarding advertised projects are to be channeled through 
the Designated Contact.  Communication with respect to this procurement 
initiated by or on behalf of an interested vendor through others than the 
Designated Contact may constitute an “impermissible contact” under NYS 
law and could result in disqualification of that vendor. 
 
Compliance with the PLA: 
Required Forms: Vendor shall complete, sign and submit the following 
forms if they are selected. 

1. “Offerer’s Affirmation of Understanding of and Agreement pursuant 
to State Finance Law § 139-j (3) and § 139-j (6) (b)” 



2. “Offerer’s Disclosure of Prior Non-Responsibility Determinations and 
Certification of Compliance with State Finance Law §139-j and §139-
k” 

 
For rules and regulations, and more information on the PLA, please visit: 
http://www.ogs.ny.gov/aboutogs/regulations/advisoryCouncil/Faq.htm 
(Advisory Council FAQs) 
http://www.jcope.ny.gov/law/lob/lobbying2.html (New York State 
Lobbying Act) 
 

http://www.ogs.ny.gov/aboutogs/regulations/advisoryCouncil/Faq.htm
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4. Virtual Reality Training Academy- EON 
 



• Press Release 
 

 



Lehman College Recruiting Applicants for the First Virtual Reality Training Lab in 

the Bronx  

 

Lehman brings Virtual Reality to CUNY Students and NYC residents, partners with 

California-based firm EON Reality.  

 

Lehman College is the first local higher educational institution to offer an 11-month 

training program as part of its new Virtual Reality Training Academy and Development 

Lab. The college is partnering with EON Reality Inc., a world leader in virtual and 

augmented reality knowledge transfer, and is accepting applicants for the course that will 

begin on April 24. Topics of study will include animation, 3D graphics, and web design. 

 

The non-credit course will be held on nights and weekends at Lehman’s School of 

Continuing and Professional Studies to maximize participation. Tuition will be $499 for 

CUNY students and employees, and $599 for non-CUNY applicants and will be linked to 

employment opportunities in the fast-growing fields of Virtual Reality (VR) and 

Augmented Reality (AR). One of the academy’s significant goals is to train the borough’s 

growing sector of technology professionals. 

 

“This vital partnership with EON Reality is a great example of how Lehman is cementing 

its place as the most important, mission-critical senior college of The City University of 

New York,” said José Luis Cruz, President of Lehman College. “This effort will provide 

our students with invaluable, state-of-the-art experiential training and position them for 

career opportunities in the burgeoning VR/AR industry.” 

 

The first step of the process is to complete an online application. Potential applicants can 

learn more about the academy at its first open house on Wednesday, February 1 at CUNY 

on the Concourse, from 6-8 p.m. A second open house will be held on March 16 at the 

same location and time. CUNY on the Concourse is located at 2501 Grand Concourse (at 

Fordham Road), 3rd floor, Bronx, NY. For more information and to apply, please visit: 

http://lehman.edu/vr/ and www.eonreality.com. 

 

The program is looking for highly motivated applicants who have a background in 

computer science, web development, game design, architecture, mathematics, and related 

fields. Candidates who are passionate gaming and design hobbyists will also be 

considered. The 11-month program starts with three months of classes in which students 

will be immersed in VR and AR content creation and theory. The following eight months 

will be devoted to real-life lab projects that students can use to develop their 

entrepreneurial skills. Additionally, the facility will include an Icube Mobile, a four-wall 

immersive VR room that will enable students to experience and test their creations. 

 

Sunyata Smith, a doctoral lecturer in the Lehman School of Education’s Department of 

Middle and High School, is applying to the new program so she can incorporate VR and 

AR into her science classes. She believes these are skills that will be taught in future 

classrooms with K-12 students. 

 



“Science can be very abstract and AR and VR gives students an opportunity to visualize 

theoretical concepts. EON’s tools are pretty amazing and provide a powerful technology 

platform on which students can learn,” said Smith. 

 Smith’s interest in VR started in 2009 as an avid user of Second Life, the online virtual 

world and marketplace. Later, she taught herself how to create 3D games and models. “I 

believe that Lehman’s VR Academy and Lab have the potential to equip students with the 

skills that are necessary to create groundbreaking educational VR content that will help to 

elevate education to the next plateau,” Smith added. 

 

The Virtual Reality Training Academy is a major addition to the Bronx, which hopes to 

see significant job growth in the technology sector. Student recruitment for the program 

will focus on those who live or work in the region, as well as students from all CUNY 

institutions, particularly those located in the Bronx: Lehman College, Hostos Community 

College and Bronx Community College. 

 

“Advances in science and technology move at the speed of light and our higher-learning 

educational institutions must keep up, at the same pace, with the changes that occur in 

their field,” said Borough President Rubén Díaz Jr. “I am extremely proud of my alma 

mater, Lehman College, launching a Virtual Reality Training Academy, understanding 

the importance of teaching new career fields and giving their students—our future leaders 

in science and technology—the necessary tools to adapt and compete with the best-of-the 

best in the global job market. I want to thank Lehman College for starting up this 

program and providing our brightest students with the most modern means to elevate 

their career skill-sets, bolstering our local, city and national economy in the long-term by 

providing quality education, further enhancing he Bronx’s workforce.” 

 

As industries continue to be disrupted by technological advances, new fields are 

emerging and workers will need retraining to adapt and stay competitive. The Virtual and 

Augmented Reality field is quickly growing and will require an infusion of talent to meet 

the market’s demands, which some project could be $150 billion by 2020. EON Reality’s 

seventeen years of experience in using Virtual Reality for training and education will 

empower Lehman to create VR learning modules to help train workers for other 

industries 
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www.lehman.edu

VIRTUAL  
REALITY  

TRAINING 
ACADEMY

CUNYon the Concourse

CUNY on the Concourse
School of Continuing &  
Professional Studies

718-960-8659
ce@lehman.cuny.edu

www.lehman.edu/scps

Herbert H. Lehman College
The City University of New York 

250 Bedford Park Blvd. West 
Bronx, NY 10468

718−960−8000
www.lehman.edu

OPEN HOUSE SCHEDULE 
February 1

CUNY on the Concourse
2501 Grand Concourse, 3rd floor, Bronx, 

6-8 p.m. 

March 16

CUNY on the Concourse
2501 Grand Concourse, 3rd floor, Bronx 

6-8 p.m. 

APPLY NOW
For more information and to apply, 
please visit: 

http://lehman.edu/vr



VIRTUAL REALITY  
TRAINING ACADEMY

EON Reality has partnered with Lehman College to 
offer an Augmented & Virtual Reality Academy and 
Development Lab. This is the first opportunity for 
CUNY students and NYC residents to participate 
in an 11-month course of study in this exciting field. 
The course work will include animation, 3D graph-
ics, and web design. 

The Virtual Reality Training Academy will immerse 
students directly in a professional context. This 
approach promotes entrepreneurial thinking 
and knowledge. The problem-solving and group 
activities will prepare students to be innovative 
and to join or launch a business upon completion 
of the training.  

ABOUT EON REALITY
EON is a world leader in the Augmented/Virtual 
Reality (AR/VR) market, including 3D interac-
tive technologies and simulation solutions for 
training, education, manufacturing, and enter-
tainment. EON is promoting the knowledge re-
quired by the jobs of the future. 

WE ARE LOOKING  
FOR YOU! 

We are looking for energetic and enthusiastic 
individuals with passion and a “can do” attitude. 
We are open to candidates for whom gaming 
or web design are serious hobbies. It’s a plus if 
individuals have an academic or industry back-
ground in computer science, web development, 
game design, architecture, engineering, math-
ematics, physics, or similar fields. 

APPLICATION AND 
SCREENING PROCESS

Submitting an online application is the first 
step. In the online application, students will be 
asked to submit their background information, 
academic qualifications, work experience, and 
interests. Successful applicants will be invited 
for a personal interview by the board members.  
You may be asked to submit a creative portfolio. 

TRAINING SCHEDULE 
AND COST 

Phase 1: Classroom Instruction - 3 months 
(Theory)

Phase 2: Project - 8 months  
(Practice)

6-9 p.m., Monday through Friday 
9 a.m.–5 p.m., Saturdays 

The non-credit course will cost $499 for 
CUNY students and employees, and $599  
for non-CUNY applicants

MILESTONES
Continuing Education will award a certificate for 
this non-credit program to students after com-
pleting the first four months of study. 

Upon successful completion of the remaining 
seven months (project phase), EON Reality will 
provide a certificate to the student. Eon will hire 
three students into full-time jobs. 

BOOMING INDUSTRY 
WITH SERIOUS  
EMPLOYMENT  
OPPORTUNITIES

While training exists for many parts of AR and 
VR, there are very few programs that cover the 
multidisciplinary nature of the of the industry. 
Fewer still incorporate project-based learning. 
Through a comprehensive curriculum that targets 
the key areas of AR and VR, we will educate 
the content creators that will shape the future of 
education, training, and entertainment. 

    CUNYon the Concourse

OPEN HOUSE SCHEDULE 
February 1

CUNY on the Concourse
2501 Grand Concourse, 3rd floor, Bronx, 

6-8 p.m. 

March 16

CUNY on the Concourse
2501 Grand Concourse, 3rd floor, Bronx, 

6-8 p.m. 

APPLY NOW
For more information and to apply, 
please visit: 

http://lehman.edu/vr


