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Computer Science 185C: Technical Entrepreneurship Bootcamp 
Spring 2025 

Computer Science Department, San José State University 
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Instructor: Ray Combs (CS) 
Email: ray.combs@SJSU.edu 
Office Hours: As Needed – contact instructor to schedule time 
Class Days/Time: Tue & Thur 1:30-2:45 pm 
Classroom: MacQuarrie Hall, Rm 225 
Prerequisites: CS 46B (with a grade of "C-" or better) or instructor consent. 
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An introductory course and teams-based approach to technical entrepreneurship with a focus on 
learning-by-doing, that is, students will be analyzing market needs, writing plans, pitching their 
ideas to others and programming rudimentary mockups throughout the course. 
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An introductory course and teams-based approach to technical entrepreneurship with a focus on 
learning-by-doing, that is, students will be analyzing real market needs, writing plans, pitching 
their ideas to others and programming rudimentary mockups throughout the course. This class 
will take students of various levels (undergrads and grads) and guides cross-functional teams to 
work together to come up with a new product or service that solves a real-world problem. After 
doing market research and technical research using interviews and mockups on their potential 
solutions, teams then code up demo apps and pitch their business idea to seasoned entrepreneurs. 
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This course introduces the various facets of technical entrepreneurship, including developing 
your own entrepreneurial mindset, how to be a successful contributor in a cross-functional team 
environment, how to capture and communicate your ideas within a larger organization, how to 
discover your own passion for a solution to a problem. It also includes hands-on instruction to 
the beginning tools for establishing your own startup one day. 
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In order to build self-confidence, industry-desired professional skills, critical thinking skills and 
decision-making skills, students should expect to be put in situations outside of their comfort 
zone. Students should expect to work in close-knit teams, potentially from other technical or 
non-technical disciplines. In order to best mimic industry practices, cross-functional teams are 
highly encouraged. 
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Students can expect to spend 2-6 hours per week participating in extra-curricular discussions and 
working in “lab” sessions, i.e. researching their market, evaluating the technology for developing 
their project and writing high quality documentation and proposals. Each team will be expected 
to practice their pitching skills inside and outside of class in order to deliver persuasive and 
compelling proposals. Students will be expected to “get out of the building” for Customer 
Discovery assignments by performing interviews and research into potential customers and their 
needs. Also, Internet or library research in specific topics of discussion will be expected. For 
research on advanced topics, books or articles may be assigned for future group discussions. If 
t



PLO 1: Apply computing and math knowledge - An ability to apply knowledge of computing 
and mathematics to solve problems. 

PLO 2: An ability to design, implement, and evaluate a computing-based solution to meet a 
given set of computing requirements in the context of the program’s discipline.  

PLO 3: Design, implement, evaluate system, process, component, or program – An ability to 
design, implement, and evaluate a computer-based system, process, component, or program to 
meet desired needs. 

PLO 4: An ability to recognize professional responsibilities and make informed judgments in 
computing practice based on legal and ethical principles.  

PLO 5: An ability to function effectively as a member or leader of a team engaged in activities 
appropriate to the program’s discipline.  

PLO 6: Communicate effectively – An ability to communicate effectively with a range of 
audiences. 

PLO 9: Current techniques, skills, tools for computing – An ability to use current techniques, 
skills, and tools necessary for computing practice. 

PLO 10: Tradeoffs in design choices – An ability to apply mathematical foundations, 
algorithmic principles, and computer science theory in the modeling and design of computer-
based systems in a way that demonstrates comprehension of the tradeoffs involved in design 
choices. 

"#$%&'!I'(%)0)D!J$+,#/'&!
Upon successful completion of this course, students will be able to: 

CLO1: Students will demonstrate the ability to formulate hypotheses, use critical thinking skills 
and design prototypes to investigate a technical and market need. 

CLO2: Students will demonstrate professional, technical, business, and social competencies 
needed to deliver proposals and technical solutions within a variety of constraints.  

CLO3: Students will demonstrate their ability to perform effective customer discovery and 
determine market viability of their proposed solution. 

CLO4: Students will demonstrate their ability to create business plans and other documentation 
to communicate their proposed solution. 

CLO5: Students will show an increase in their self-confidence and expand their understanding 
towards being a team leader while learning to be a significant adder to any team or situation they 
may be involved with in their career. 
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No Textbook 

Readings: Subject matter will be available via slides presented in class and on Canvas in the 
corresponding module. 



• Reflection paper. 5% 

Total: 100% 

Note – up to 5% extra credit may be issued for a submitted paper describing your claim for extra 
credit based on 

• applying for and accepted into a SJSU pitch competition or business plan competition 
such as SpartUp or SVIC. 

• sweat equity (i.e. enlightenments through extra time spent on research or on lab work, or 
extra thorough research), 

• resiliency or grit (i.e. continuing through adverse conditions or overcoming spectacular 
failure). 

Course grades are awarded based on your individual performances and those of your team. 
Grades are based on your achievements in teamwork, your professional development and on 
your team’s written plans and formal presentations. For most assignments, a significant portion 
of your score is based on the quality of your communication (written & verbal) and on your 
analytical thinking. Points are assigned per assignment. 

Rounding Rule: percentages of 0.5 and above will be rounded UP to the next whole number. 
Ex: 89.5 = 90%, therefore 89.4 = 89%. 

At least  Letter Grade 
94% A 
90% A minus 
87% B plus 
83% B 
80% B minus 
77% C plus 
72% C 
70% C minus 
67% D plus 
62% D 
60% D minus 
<60% F 

Writing Skills Test: Passage of the Writing Skills Test (WST) or ENGL/LLD 100A with a C or 
better (C‐ not accepted), and completion of Core General Education are prerequisites to all SJSU 
Studies courses. Completion of, or co‐registration in, 100W is strongly recommended. A 
minimum aggregate GPA of 2.0 in GE Areas R, S, & V shall be required of all students. 

Classroom Protocol 





Computer Science 185C Fall 2024 Course Schedule 

Note: Except for holidays and the final exam, dates/topics are approximate and are subject to 
change. Midterm exam changes will be announced in class and on Canvas at least 2 weeks in 
advance. 

NOTE - schedule and content may shift at the prerogative of the instructor: 

• Assignments and Assessments, Sample Weekly Schedule:  
• Week 1: Personal introductions, class overview, presentation skills.  

o Assessment: Give impromptu in-class verbal presentation introducing your 
neighbor. 

• Week 2: Team forming. Discussion on desirable Team Overlap. Discussions on 
entrepreneurship and the entrepreneurial mindset. Finding your passion and problem you 
want to solve.  

o Assessment: written paragraph on your team, your idea and problem you are 
solving. 

• Weeks 3-4: Customer discovery, customer empathy. Class discussions on techniques for 
Customer Discovery. Review “Start with Why” presentation. Engineering vs. non-
Engineering efforts to create and launch a successful product solution. Discussions on 
Opportunities vs. Solutions.  

o Assessment: written hypothesis on target customer and their needs. 
o Assessment: written analysis on Simon Sinek’s presentation “Start with Why” 

• Weeks 5-6: Market research, customer interviews. Review of Adobe video.  
o Assessment: written page on newly discovered target customer and their needs. 
o Assessment: written analysis on Adobe, and how it got started. 
o Assessment: filled out Business Model Canvas for your business idea. 

• Week 7: Initial attempt at a solution and prototyping, gathering market feedback. 
Discussions on Interviewing Techniques. Discussions on Product / Market Fit and 
Founder / Market Fit. Discussions on “pivoting”.  

o Assessment: Present a mockup or prototype that conveys the idea of a solution to 
a principle need. 

• Week 8: Gathering market feedback. The Curiosity Zone (I. Leslie). Discussions on team 
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• Week 10: Updated presentation of your business or product idea. Discussions on elevator 
pitching, evangelizing your idea. Discussions partnerships and platforms. Discussions on 
Phases of Adoption.  

o Assessment: presentation slides and verbal communication skills on how well 
you present your idea for a product or service. 

• Weeks 11-12: Refinement of your solution, based on market feedback, resource 
requirements, technical viability, etc. Discussions on techniques for project planning, 
resource scheduling, etc. Discussions on the Trough of Sorrow. Case study of Sony 
Google TV vs. Apple TV. Discussions on Market Potential.  

o Assessment: updated documentation on your business or product idea, including 
written business plan, technology / development plan, rough schedule, rough 


