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The Airport Design Challenge was created to provide students with Aviation and Space Education during the COVID-19 pandemic. It quickly grew to be so much more. Planning for the challenge began in March 2019 and the contest officially began on April 20, running for 6 weeks and ending on June 1.
Two awards ceremonies recognized the contest winners, which involved airport managers, teachers, and administrators; over 18,000 people viewed the events!  
Plans are being made to relaunch the challenge in the fall of 2020.
Students received virtual instruction in airport paved surfaces, security, approaches, lighting, markings, facilities, and future growth.  Led by their own initiative and guided by an FAA Mentor, each team worked to learn about and reproduce an airport in their local area using the Minecraft gaming software.
7th – 12th Grade
153 Teams
350+ Students
30 US States & 2 foreign countries
33% completion rate
 
Other Facts
18,000 Awards Ceremony views 
5000+ Hours  spent on creating airports
66 FAA Mentors
15 Final Entry Judges
18,000 Award Ceremony Views
 
Kindergarten – 6th Grade
191 Teams
450+ Students
36 US States & 2 foreign countries
37% completion rate
 
 Program Summary
800+ Students
344 Teams
43 US States & 3 foreign countries
35% completion rate

“…This project was one of the most exciting, fun and difficult challenges we’ve ever experienced in the Minecraft realm.”
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This Comprehensive Closeout Report seeks to evaluate individual focus areas of the Airport Design Challenge.  Each area is evaluated according to what was 
This Comprehensive Closeout Report seeks to evaluate individual focus areas of the Airport Design Challenge. Each area was evaluated according to what was planned, what changes were required through the course of the program, and what successes or lessons learned apply as a result.  When lessons learned dictated the need, a mitigation strategy was also identified to aid in improving future sessions of the program.  With each section heading, an outcome score is annotated which represents the level of success or failure that element of the program experienced, wherein a 1 indicates total failure and 10 signifies absolute success.  A graphical representation of these scores is shown as a scorecard in the concluding program evaluation section of this report.

Program Development
Outcome Score: 8
Summary –
· The idea for an airport design challenge began on March 16, 2020 as our team discussed how we could accomplish our STEM-AVSED goals in the face of the educational environment created by the COVID-19 virus.  The general concept for the program was to bring students together across grade boundaries and help them learn about airports in a virtual environment using the game Minecraft.  
· With the help of parents, teachers, and FAA mentors, students would recreate their airport over a five-week period using the Minecraft gaming technology. Initially, it seemed like a clever but potentially unrealistic concept but as we began to put ideas on paper, it grew quickly.  Following several meetings with senior FAA leaders, the Airport Design Challenge launched on April 20, 2020, five weeks after the initial idea was proposed. 
· This project is not the sole work of the Southwest Region or ARA.  Instead, it was a coordinated effort across numerous lines of business both within the government and the private sector to include ARA, AOC, AGC, AFN, ASW Executive Operations staff, representatives from nearly every LOB, the National Education Foundation, Microsoft Corp, Mojang Studios, and more. 

Lessons Learned – 
· In order to address the rapid changes in program development, it was critical to keep the core team small and provide them creative autonomy during the development process.
· Management support both within the development team and at higher levels was key to the success of the program.
· Frequent communication within the development team allowed for quick corrections on identified issues and updates to the overall program.
· The design challenge team held several discussions with employees across functional business lines to avoid organizational silos and create a unified vision. 
· As the program grows in scale from a regional pilot to a national AVSED event, the team needed a strategy on how to handle unsolicited offers of assistance from other FAA [image: ]departments in order to prevent the creation of bureaucratic barriers.  
· It was helpful not having a set of strict guidelines to follow. 
· Due to the compressed project schedule, the team leveraged personal connections and professional expertise to overcome hurdles that could have prevented the successful launch of the challenge within the established period. (Example - a team member leveraged a personal connection with AFN IT to help create and maintain an external facing web page within a few days which allowed the challenge to be opened during the time public schools were still technically in session. 

Mitigation/Change Recommendation(s) - 
· Create an AVSED “Skunk Works” team that creates new virtual programs and challenges for students. 
Definition- A skunkworks project is a project developed by a relatively small and loosely structured group of people who research and develop it primarily for the sake of radical innovation.  


Launch/Rollout
Outcome Score: 6
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Summary – 
· Our primary registration window was only one week long and there was very little pre-announcement made prior to opening registration.  As a result, new students and teachers were learning about the program and enrolling their teams in Weeks 3-5 but were unable to catch up.  
 
Lessons Learned – 
· Some participants and parents did not expect the program to be as educationally challenging as it was.
· The initial distribution of a commercial-style video ad was widely and positively received; the video set the tone for the fast-paced, exciting learning opportunity.
· Group emails and notifications do not reach all employees within the FAA and there does not appear to be a near term solution to this issue.  It is recommended that in addition to email that alternate means of notification, such as social media, be used for future announcements.  
· Our processing limit for team registrations was approximately 300 teams and it required one resource to spend 70% of their work hours making entries and updates to teams over the 8 weeks from registration through completion. 
· Numerous public, private, and non-profit groups requested to be a part of the challenge but we were unable to accommodate all the requests in the limited time we had. 


Mitigation/Change Recommendation(s) - 
· Provide details during the registration process on the program expectations that include the number of hours the project will require and how difficult each type of airport will be to build.
· Pre-establish a mailing list of contacts & interested parties.
· Define Primary and Non-Primary airports ahead of time; provide examples of each and anticipated workloads associated with creating them in Minecraft.
· Announce challenge 1-2 months in advance; publish through STEM programs, schools, airport officials, etc.
· Develop an automated registration program that allows students to sign up and make changes to their teams without program office intervention.


Legal Considerations
Outcome Score: 7
Summary – 
· A few internal FAA legal issues had to be addressed prior to the launch of the program.  For example, we had to determine how we would use the word “Minecraft” in our promotional materials and then who could serve as a judge.  There were also concerns regarding compliance with the Children’s Online Privacy Protection Act (COPPA) and in how awards for the students were funded. All of these issues were navigated successfully but future iterations of the challenge will require continual coordination with AGC to ensure compliance with all legal concerns.

Lessons Learned – 
· We cannot collect personal data from children under 13 unless we have parental consent that includes a two-step verification process in accordance with the COPPA Act.  
· We need to set up periodic reviews of the program with AGC to ensure no FAA rules or regulations are violated.

Mitigation/Change Recommendation(s) - 
· Create a two-step verification process in accordance with the COPPA Act for parents of children under 13. 
· Identify a POC in AGC to assist with virtual learning projects.


International Relations
Outcome Score: 8
Summary – 
· The idea of having international contestants was one we considered but did not think likely.  As a result, we were surprised when we received four team registrations from three different countries and had to quickly adapt our processes in order to provide instruction to foreign students using FAA (American) standards for airports. 
[image: ]

Lessons Learned – 
· If we allow foreign enrollment in the future, we need to teach at a high enough level so that the information can apply to any airport in the world. 

Mitigation/Change Recommendation(s) – 
· Expect to receive international entries and develop a response for those teams.
· Due to the fact that English is the international language for aviation, we will only provide lessons in English.  
· Since this is an FAA sponsored event, we will only use FAA rules and regulations for project evaluations. 


Registration 
Outcome Score: 7
Summary – 
· Registration forms were distributed primarily via the website and while accessing and downloading the forms seemed to work well, many teams had problems completing them.
· Forms were turned in using a variety of formats and lacked consistency in how they were completed. Some entries were hand written and a few arrived blank, causing frustration and confusion for students in the early days of the challenge.

Lessons Learned – 
· [image: ]Registration needs to be easier and more consistent among those registering; hand-written entries were difficult to transcribe.
· KSN allowed for the minimum level of tracking registrants and their progress but was not an ideal tool for evaluating and sharing data.
· Media release waivers should be included in the registration packet.

Mitigation/Change Recommendation(s) - 
· Publish a firm registration window; perhaps allow a one week grace before closing registration for new applicants.
· Develop an online registration process which sends an auto-reply to each team contact when registration is received and processed; this process should be incorporated into a web-based portal that will allow program data to be tracked and shared as well.
· Require media release forms to be completed and signed during the registration process. Provide an opt out option on the form for parents who do not wish to provide a release.  
Instruction
Outcome Score: 9
[image: ]Summary – 
· Instruction for the program was conducted via weekly Lesson Guide handouts, which were supported by web links to industry/FAA resources about each topic.  Lessons were followed by weekly knowledge check worksheets, which were completed to verify the learning was taking place.  We also provided some general instruction via a brief weekly video. 

Lessons Learned – 
· Weekly lesson guides and knowledge check worksheets were well received but the quality of work received from students varied substantially because clear guidance was not given regarding our expectations.  Manual entry of completed assignments was cumbersome and required extensive use of resources each week.
· 5 week model gave enough time to complete the project while keeping it challenging and without losing the audience; a 6th week was added midway through the project which was free from instruction but allowed students time to catch up and complete their final deliverable.
· Teams often find shortcuts and processes to help in their development; there was an interest in being able to share those ideas among teams collaboratively.
· Instruction as to how to leverage Minecraft processes was not provided which left some teams learning how to use the game for a few weeks prior to starting their airport.

Mitigation/Change Recommendation(s) - 
· Provide a Discussion Board platform where students can share ideas with other teams.
· Provide clearer guidance of expectations for each grading category; define specific differences between creativity and innovation.
· Provide a virtual learning management system where students may upload their weekly work
· Recommend a series of YouTube tutorial videos to help teach necessary skills in Minecraft as they apply to the challenge.
· Provide better guidance as to what is expected on the weekly knowledge check worksheets.  Consider due dates for each in order to promote better learning.
· Recommend building in a 6th week for “Final Airport Tour Development” to the program schedule.



Retention
Outcome Score: 7
Summary – 
· Although 344 teams registered to be a part of the challenge, only 121, or 35% sent in a final entry.  42% of Weekly Knowledge Check worksheets were completed and turned in.  47 teams voluntarily withdrew from the challenge prior to completion.  We were not sure what level of retention is considered normal but our assessment is the retention rate is within an acceptable range.  

Lessons Learned – 
· Frequent communication from multiple sources, including weekly updates from staff and mentors across multiple platforms, helped retain students and keep them involved.
· Survey Monkey was used to collect program feedback from parent/teacher sponsors when their teams opted to withdraw.  Survey data was encouraging, most often reflecting support of the program and a lack of interest from the students.

Mitigation/Change Recommendation(s) – 
· Incorporate a commercially available learning management systems that includes a mobile app to provide communication directly to the students in accordance with the COPPA Act.
· If possible, incorporate program closeout surveys in to the learning management system.


Multimedia 
Outcome Score: 10
Summary – 
· [image: ]Locally produced videos were created each week that captured current and future assignments within the challenge.  The videos were sent with the weekly instruction correspondence and were also posted on a dedicated FAA YouTube playlist. 
· Other “how to” videos were created by a local FAA Minecraft expert to assist teams with some of the more complex Minecraft building concepts required. 
· Video “shout outs” from the finalist teams were included in the awards ceremonies. 
· The opening sequence used for the awards ceremonies was a modified After Effects template. 
· The music used in the videos and awards ceremonies came from a variety of local and web based sources.  

Lessons Learned – 
· The weekly video updates were extremely popular with the teams and were critical to the educational process. The videos also captured the attention of the teams and helped them stay focused on their project throughout the challenge. 
· The amount of time to edit each video and prepare it for publication was approximately 4-6 hours. 
· Licenses are required for any music we do not have express permission to use. 
· It was extremely helpful to have a local resource to handle all multimedia issues including the creating of weekly educational videos and program announcements. 

Mitigation/Change Recommendation(s) – 
· Establish a dedicated local resource to handle all multimedia concerns. 
· Videos including script writing and video editing/producing
· Social media 
· Provide web page updates for web site owner
· Utilize social media and internal tools within a learning management system to make program announcements, send reminders, etc. 


FAA Mentoring
Outcome Score: 6

Summary – 
· FAA Mentors were an integral part of the success of the Airport Design Challenge.  All mentors were AVSED Outreach Representatives and most were based in the Southwest Region. Overall, the FAA Mentors did a great job in communicating with the teams and answering questions regarding the challenge.  

Lessons Learned – 
· Mentors were assigned to teams midway through Week 1 due to scheduling issues with their training.  This late start impacted their ability to coordinate communication, participate actively with their teams, and establish a foundation for how they would assist students through the challenge. 
· Mentors had a difficult time making contact with their teams; contact was primarily made by email through a parent sponsor.
· Many mentors felt that they could have done more to coordinate communication with their teams.
· All mentors are not created equal.  Some mentors did a great deal of work while others were more passive.  
· We saw substantial variations in the amount of time required for each team.  
· [image: ]Mentors appreciated weekly check-in meetings hosted by the program staff which covered program announcements and then addressed their specific questions in an open-forum, collaborative discussion; follow-up notes of each meeting were consolidated and sent within 24 hours for those who could not attend.

Mitigation/Change Recommendation(s) - 
· Assign mentors as part of the registration process; encourage pre-challenge collaboration between mentors and teams. 
· Establish minimum communication guidelines on a weekly basis, perhaps via Zoom.
· Provide an automated text message system where mentors and program staff can make secure announcements via text.
· Develop a check-in system to ensure that mentors are actively participating. 
· Develop an application process for the mentors to ensure they are committed to being an active part of the project; include a requirement to get permission/acknowledgement from first line supervisor. 
· Require mentors to sign a statement saying they understand the expectations and time commitment they are entering in to.
· The maximum number of teams assigned to each mentor should not exceed four. 
· Program staff should send standardized weekly emails to mentors and allow the mentors to forward that correspondence to the teams; consider providing a hint or incentive to the mentors in order to promote better correspondence from students.
· Assign several alternate mentors to cover leave, changes in schedules, etc.
· Copy mentor with any correspondence to/from teams.


Final Entries
Outcome Score: 7
Summary – 
· Students were asked to provide a tour of their airport which included what they learned, what makes their airport special, and what they enjoyed most about making it.  The tour could be a 5 minute recorded video or a slide presentation but required narration or subtitles to guide the judge through the airport.

Lessons Learned – 
· The software or resources used to create videos/slideshows varied greatly.
· Upload & Download speeds are quite slow on government computers, especially over a wireless connection; direct playback through YouTube is much quicker.

Mitigation/Change Recommendation(s) – 
· Provide a series of samples from winning teams so that students understand the expectation for their videos.
· Require that students post their final submissions to YouTube and then share a link.
· [image: ]Direct students to specifically address innovative changes they made to their airport.
Judging
Outcome Score: 9
Summary – 
· 15 judges were selected to evaluate the winning entries.  Each group of judges included three employees with differing experience with airports.  The first group consisted of airports experts who regularly work with airport certification and evaluations. The second included pilots and air traffic controllers who could assess the work from an operational standpoint. The final group was composed of non-airport employees who occasionally fly and do not interact with airports on a regular basis.  By bringing three unique perspectives to the judging process and then asking each judge to assess their entries independently, we were able to provide a comprehensive and fair process to evaluate the students’ work. 

Lessons Learned – 
· The average time commitment to evaluate each airport was 15-30 minutes.
· Having three judges with a variety of backgrounds was critical to providing a holistic view of each team’s work.
· [image: ]Priorities of the different judges made a tremendous impact on the way they scored each entry and the final sum results reflected those variations.
· The evaluation form was very effective in capturing the judges’ comments. 
· The 10-day judging period worked well for all the judges. 
· Having a cadre of three spare judges allowed us to handle a surge of final entries in the K-6 Non Primary Airport category.
· Numerous judges had problems viewing the video files due to slow internet connections.   

Mitigation/Change Recommendation(s) - 
· Create a comment sheet for judges to score and summarize comments while they view each and prior to completing their scorecards.
· Post all video entries on a private YouTube channel to mitigate slow internet connection speeds. 
· Provide clear guidance about 1) the instruction that was given to students, 2) the expectations of each judging category, and 3) the importance of providing meaningful comments to encourage learning even when design flaws yield lower scores.




Awards & Recognitions
Outcome Score: 10
Summary – 
· Two awards ceremonies were held via Zoom webinar and livestreamed on Facebook Live and YouTube.  Awards were given in four categories: K-6 Primary and Non Primary Airports and 7-12 Primary and Non Primary Airports. The ceremonies included a video greeting from FAA Administrator Steve Dickson and congratulatory speeches from select airport managers and school representatives.  Over 18,000 people viewed these events. 
· Each student who finished the challenge received a Certificate of Achievement and a lanyard for their effort.  Finalists also received medals representing where they placed in the challenge.

Lessons Learned – 
· Inviting guest speakers from the airports and school was very meaningful for the winning teams but also represented a direct connection for runners up.
· The audience enjoyed the finalist shout-out videos.
· A Zoom webinar was used for the ceremonies which allowed for strict control of who was talking and what views the audience would receive. 
· The three technical rehearsals held prior to the event contributed greatly to the professionalism of the awards presentations. 
· It was essential to have the presenters practice turning their video and audio on and off during the technical rehearsals.  
· [image: ]General Dynamics Information Technology (GDIT) contractors will only host the Zoom webinar.  They will not provide nontechnical assistance with the event (Example- GDIT would not run the PowerPoint presentation). 
· The FAA Office of Communications (AOC) team did a great job coordinating the behind the scenes activities such as cueing speakers and sending out invitations to the ceremonies. 
· Due to FAA rules that limit the use of obligated funds, materials and resources used to create the finalist medals were provided “out-of-pocket” by program staff.

Mitigation/Change Recommendation(s) - 
· If the event is live streamed, Zoom webinar invitations are only necessary for the speakers/panel members.  
· It is recommended that both social media and email are used for announcements of the awards ceremony. 
· Although FAA rules limit the use of obligated funds, consideration needs to be made regarding the purchase of physical awards for the students.  
[bookmark: _GoBack]







Resources (Hardware, Software, Personnel)
Outcome Score: 6
Summary – 
· The Airport Design Challenge was created by a small team at the Southwest Region over a three week period using Microsoft software including SharePoint and Project.  No specialized software was used in the development and operation of the program.   
· The team leveraged existing employee connections to assist with a variety of critical project tasks including web design, legal review, and statistical analysis. 
· AVSED Outreach Representatives primarily from the Southwest Region were used as FAA Mentors for the challenge.  The average time spent each week assisting the students was 1-4 hours.  
· Videos were created by the team and sent to all participants each week of the challenge. 

Lessons Learned – 
· There were several areas throughout the program where there were opportunities for efficiency if the correct software could be used.  Example- the registration process was conducted manually and required significant time to record the entries. Numerous software programs exist that could automate this process. 
· It is essential that a dedicated group of experts is part of the team so that critical tasks are effectively handled in a timely manner. Skill sets required for the successful completion of the challenge included:
· Multimedia Lead with expertise in video editing, PowerPoint presentations, and social media announcements
· Web Page Lead to ensure information on the web page was accurate and up to date
· Data Analyst/Tableau Designer to provide ongoing analysis of the project and point out areas that may need additional attention.
· Outreach Representatives did a great job as FAA Mentors for the teams and provided a vital link between the students and the FAA.  

Mitigation/Change Recommendation(s) - 
· Look for software that can automate manual processes within the challenge, such as registration, weekly report tracking, and deadline reminders.
· [image: ] Create a dedicated team to assist with virtual AVSED projects. See Appendix A. 
Program Evaluation

Each area of consideration above has been evaluated and assigned a score, which represents the respective success or failure of that element in the overall program.  A score of 1 indicates a complete failure where a score of 10 signifies absolute success.  Additionally, we conducted assessments based on the likelihood of greater success if all mitigation and change measures are implemented and yield the desired results.  Evaluative scores are shown in blue and forecasted scores are shown in gray.




Summary of Findings

	The Airport Design Challenge has proven to be a landmark approach to FAA STEM-AVSED outreach activities.  This program was originally conceived to fulfill the educational requirements of a seemingly small, locally based body of students in the Southwest Region.  Virally, however, the idea took on a life of its own and spread from state to state and then across international boundaries.  Every day we would talk to people about what we were doing and immediately, they would want to be involved.  Employees wanted to help, teachers and students wanted to play.  A series of “hot wash” discussions within our internal team and with our support staff, partnered with direct feedback from students, parents, and teachers led to the conclusions enclosed in this report.  
As shown above, there are areas where improvement can be made.  Focus areas for enhancement include allowing 4-5 weeks to prepare and advertise the next program launch, incorporating more mentors and defining their roles, and identifying new resources to assist in implementing program outcomes.  The areas which ranked highest are those that directly impacted our public outreach; multimedia productions and student recognitions may be the facets of the program that are remembered most in the years ahead and focus was placed on them to be certain they were generated at the highest level of quality.  This challenge has been led by momentum and energy; it is a virtual outreach experiment that is tremendously successful and one that has assisted in pioneering a new way of looking at how we engage students at all levels.  
Meet The Team!

The team assembled for the inaugural pilot of the Airport Design Challenge did not follow a standard approach to creating a new project but instead relied on best practices of high performing teams and project management principles to provide a unique product never before seen in the FAA.  They maintained a laser focus on creating a virtual AVSED challenge within a compressed time period in order to quickly reach students who could no longer attend school in person due to the effects of the COVID-19 virus.  Additionally, the team was comprised of employees with unique skill sets and career experiences that are not easily duplicated.  Even if you were able to assemble a team with similar characteristics, it is not known if the new team would work well together or provide the same results as the current one. As a result, it is our recommendation that a process is developed to leave the current Airport Design Challenge team intact and allow them to create and support new virtual learning opportunities in the coming years.   
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Appendix A
Recommended Resource List

Sponsor- (Rob Lowe) This person is an advocate for the project at all levels of the organization and removes organizational obstacles. They are able to communicate well with all the key stakeholders and they should have some accountability for the project’s success.  

Project Manager- (Tom Dalzell) The Project Manager (PM) helps identify problems and issues that create roadblocks for the team and develops strategies to overcome them. They also oversee day to day operations and monitor and evaluate the performance of the project.  They set milestones and ensure everyone on the team contributes to its success. 

Team Leaders-(Blair Hess and Chuck Tackett) The Team Leaders set actions for the team members to accomplish in order to reach established project goals. They also guide the creative and educational direction of the project and develop new methods to engage students in the virtual world. 

Team Members-(Matt Bunke and Kendrick Crawford) Team Members provide technical skills, problem solving, and organizational expertise for the team and complete action requests from the team leaders in a timely manner.  

Other Resources- The following roles were shared by the Airport Design Challenge team or were carried out on a part time basis by other FAA employees.  As the project is scaled up for a larger audience, it is critical these roles are filled with dedicated resources and are not considered shared duties within the team. 

· Interagency Relations Liaison - The Interagency Relations Liaison (IRL) is responsible for working across lines of business within the FAA to ensure timely communications and collaboration within the staff offices and headquarters personnel.  Additionally, they work with a variety of educational and aviation based organizations to promote the project and answer any questions that may arise.  The IRL is not the Program Manager(PM) and does not oversee day to day operations or set milestones for the project.  Instead, they fill a critical role in ensuring all levels of the organization are updated on the status of the project and provide assistance to the PM in developing solutions to overcoming organizational barriers.  

· Multimedia Lead -The Multimedia Lead is responsible for creating a wide variety of outreach and educational products in a high pressure environment with short deadlines.  Duties include writing scripts, filming on airport locations, and adding music and pictures to videos. Other responsibilities include
· Video Advertisements- Create, film, and edit video announcements of upcoming project events. 
· Weekly Video Updates- Work with team leads and develop video featuring the previous week’s assignment and the upcoming week’s tasks. 
· Web page coordination- Work with AOC to design the web page. Update the web page with current videos, pictures, and announcements. 
· PowerPoint design- Set up awards ceremony on PowerPoint and coordinate with AOC on how to present the show during the ceremony. 


· Web Page Lead-The Web Page Lead works with AOC and the Airport Design Challenge team to design and update the web page. 
· Upload videos and weekly lesson modules to the web site.
· Ensure 508 compliance of all data.
· Verify hyperlinks and ensure data is accurate and up to date. 

· Data Analyst/Tableau Designer - The Data Analyst and Tableau Designer works with the Airport Design Challenge team to ensure all relevant data is accurately logged and tracked. 
· Create charts and other visual aids within Tableau that allow a variety of users (students, FAA Mentors, administrators/management) to efficiently access the information they require. 
· Provide analysis of data to assist with high level briefings.
· Identify trends in student age, demographics, program retention, and other select data.
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Program Scorecard

Outcome Score	Development	Launch/Rollout	Legal Considerations	International Relations	Registration	Instruction	Retention	Multimedia	FAA Mentoring	Final Entries	Judging	Awards and Recognition	Resources	8	6	7	7	8	9	7	10	6	7	9	10	6	Forecasted Score w/ Mitigation 	&	 Change	Development	Launch/Rollout	Legal Considerations	International Relations	Registration	Instruction	Retention	Multimedia	FAA Mentoring	Final Entries	Judging	Awards and Recognition	Resources	10	2	2	1	2	1	2	0	2	2	1	0	3	
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Blair Hess, Program Analyst
Project Lead
Blair’s experience in airport management
coupled with his extensive experience
volunteering with youth through Parent
Teacher Organizations, community sports,
and Boy Scouts made him a tremendous
asset to the team. He has hosted large
scale events, managed projects, and loves
to see positive results, especially when
sharing his passion for education and
aviation.

Matt Bunke, Program Analyst
Team Member
Matt has a personal and professional
passion for multimedia development which
was a substantial resource in marketing,
educating, and implementing this program.
Matt’s ability to script talking points,
handle production resources, and quickly
turnaround professional grade videos
provided a visual representation of the
energy and enthusiasm of our team.

Rob Lowe, Regional Administrator,
Southwest Region
Project Sponsor
Rob has extensive experience as a
professional announcer which made him
an easy choice to be the “face” of the
program. His enthusiasm for aviation
shown through each week as he addressed
the students about the topic being taught.
Behind the scenes, Rob played a
supportive role, aiding the team in
overcoming obstacles and providing insight
from his view as the Regional
Administrator.

Tom Dalzell, Executive Operations Manager
Southwest Region
Project Manager
Tom has been an advocate of Aviation and
Space Education for over 20 years. His
leadership and management expertise
allowed the team to work with a level of
autonomy in the development and
implementation of the project. Tom’s
passion for aviation, and trust in his staff,
creates an environment conducive to
innovative ideas and cutting edge results.

Chuck Tackett, Program Analyst
Project Lead
Through his years in the FAA, Chuck has
become a master at networking and
project management. He brings the
perspective of a regional STEM-AVSED POC
and recognizes those individuals within the
agency who can carry out pivotal tasks in a
timely manner. Chuck also brings first-
hand experience in entertaining through
his parallel career in theatrical stage
performance.

RN

\
Kendrick Crawford, Program Analyst
Team Member
Kendrick most recently led a team of
AVSED volunteers to the successful
completion of the FAA Adopt-a-School
program in Dallas, TX. Over 200 students
from 4 schools were given instruction
about aviation and aerospace through the
program. Kendrick’s connections provided
training and interaction for our team of
over 60 FAA mentors who led contestant
teams through the challenge.
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