	1.  What is the name of your proposed project? 


This name may be changed at a later date. We will use this information to identify your bid during the assessment process.

	Handheld-devices in education beyond institution and country:

Their role in enhancing learning for students

studying abroad



	2.  What theme(s) does your proposal relate to? (indicate all that apply) 
 


This information helps us assign your bid to the most appropriate markers

	
eAssessment
	
Learning Resources & 
Activities
	
Technology Enhanced 
Learning Environments

	
e-Portfolios
	
e-Administration for Learning & 
Teaching
	
Other 

	

	2.  What is the name of the institution leading this bid? 
 

	The University of Edinburgh

	3.  Who is the contact person for this bid? 
 

	Dr Ian Astley

	4.  What is the email address of the contact person? 


Please check this address carefully, and ensure that the mail account will be checked regularly.

	ian.astley@ed.ac.uk

	5.  What is the amount of funding sought from JISC for this proposal?


Bidders can request between £20,000 and £75,000, smaller projects are welcome.

	£74,905

	6.  Has a version of this proposal been submitted to any previous JISC programmes?


Though we will check this internally, projects should indicate where they are submitting a heavily revised bid to a previous call for proposals. Note that direct resubmissions of unchanged bids are not eligible.

	No  

	6a. If yes, please explain briefly. (200 words)


You should mention the programme the bid was made to, the feedback offered and the steps that have been taken to address this feedback.

	

	Freedom of Information

Please see http://www.ico.gov.uk for further information on the Freedom of Information Act and the exemptions to disclosure it contains.

This FOI Withheld Information question is of indicative value only and JISC may nevertheless be obliged to disclose this information in accordance with the requirements of the Act. In answering this question you acknowledge that the final decision on disclosure rests with JISC.

We also reserve the right to post details of this submission online, in order to support future rounds of this call.

	7. 
We would like JISC to consider withholding the following sections or paragraphs of this proposal from disclosure, should the contents of this proposal be requested under the Freedom of Information Act, or if we are successful in our bid for funding and our project proposal is made available on the JISC website. 

	None.

	Project Description


8.  Describe your proposed project in 3 sentences. (80 words)

	The sophistication of games consoles, including internet connectivity, advanced graphics and audio recording, has made them a viable platform for delivery of e-learning. This project will use Nintendo DSi hand-held games consoles to link students on exchange in Japan to co-students elsewhere in Japan and their tutors back home, including structured language learning exercises and feedback.  The project will assess the use of advanced games consoles as a medium for delivering e-learning to communities of students learning non-European languages.  


	Material for Assessment


	These sections will comprise the part of the proposal that is assessed at stage one of the process (pre-interview). You must adhere to the word limits indicated for each question.

	9.  What is the issue, problem or user need that your proposed project is addressing? 
 

	In common with other universities, there is a compulsory year abroad for University of Edinburgh language students, during which they study at a partner institution. This year abroad is a crucial part of language programmes, giving students the opportunity of cultural immersion to help them not only to improve their language skills from lower intermediate level to advanced level, but also to acquire a good understanding of the overseas culture. 

The year abroad is one of the most popular aspects of the programmes for students, and can sometimes be the main motivation to join the programme. However, the year abroad is particularly challenging for students learning non-European languages (e.g. Japanese, Chinese and Korean, or Semitic languages) because of the non-European scripts and the ab initio nature of the courses.

The problems faced by students include:

1. Isolation: students are resident in a foreign country (in many cases visiting the country for the first time); each host institution usually takes only a few students, which means students do not have regular contact with most of their classmates and only limited contact with staff at the home institution;
2. Limited  pedagogical support: students take part in classes at the host institution full time, but there is a clear need for regular, timely monitoring and guiding students’ progress from the home institution;
3. Difference between each institution’s courses: each institution provides its own language education with different levels and materials, but students will be assessed by the same criteria when they are back in the UK;
4. Retrospective assessment: most of the third year’s learning outcomes are assessed during the following year – the proposed project will give instructors the opportunity to develop a continous assessment curve..
Interest in mobile e-learning has grown rapidly, with an emphasis in the UK on the delivery of learning content to mobile phones. In Japan the latest generation of mobile games consoles, with game standard graphics and WiFi internet connectivity, are seen as a significant medium for delivering e-learning. This project will develop the use of adapted games consoles for providing mobile language support for students of Japanese on placement in Japan. The project will use hand-held Nintendo DSi games consoles to link students with each other through a course web server and with their tutors back in the UK, thus providing them with important feedback on their learning of the written language. The infrastructure for using the Nintendo DSi linked through WiFi in Japan is now developed to the point that a project of this type is viable: this project will work towards making this approach viable through networks in the UK and beyond and towards implementation in a wider range of low-cost mobile devices in the near future. 


	10.  How does the proposed project address the issue described above? 

	The project seeks to exploit current developing information and communication technologies to offer students a learning experience which is not simply an attempt to mimic contact learning situations. They will have access to feedback from their home institution whilst immersed in the foreign environment.

Students in Japan will have access to DSi games consoles loaded with Ugoku Memocho (Flip Note) software, allowing them to draw graphical representations of Japanese characters, record spoken sentences and share them with their co-students and their tutors. Tutors will provide students with weekly language exercises and the students will post their responses back to their tutors, who will assess them and provide feedback prior to the delivery of the following weeks’ exercise. Student responses, both written and audio, will be shared with other students using Nintendo’s free webspace, “Ugomemo-Hatena”, and it is hoped that students can be encouraged to use the facility to share informally their experiences in written and spoken Japanese. 

The project seeks to provide a creative, interactive, motivating and more participatory learning experience so that students studying abroad can receive regular instruction, guidance and swift feedback from staff at the University whilst also creating online supportive communication paths for their peers at different institutions across Japan. 

With the use of affordable and flexible hand-held devices, we aim to improve the following areas:

1) Provide swift feedback on students’ learning progress;
2) Create more interactive online learning spaces which are visually and auditorily rich so
 that students and tutors can have more interaction to share ideas and exchange opinions in relation to Japanese language learning and Japanese culture;

3) Help students to keep motivated to maximize their experience of the year abroad in Japan, pedagogically and  socially;
4) Develop a new assessment framework for the year abroad students using DSi as a trial;
5) Create an online social support system by establishing an appropriate weblog or Facebook;
6) Create another informal online community space for exchange students from the University of Edinburgh and its partner institutions to interact with one another beyond geographical boundaries;
7)   
Establish stronger partnership with international institutions. 

The Nintendo DSi is an affordable platform for interactive learning. In an online survey of students taking Japanese: out of 43 respondents, 26.2% of them (11 students) already owned a Nintendo DS. We have confirmed that our partner universities have WiFi access and there are more than 3000 free hot-spots which provide free WiFi access throughout Japan (this is in addition to countless access points available at a nominal cost). The Nintendo DSi has unique functions suitable for language learning. The merit of using the DS series is that users can handwrite directly onto its touch screen with the stylus. This function allows the users to write any written language, which is difficult or impossible with other portable devices such as mobile phones. The handwriting practices are of particular importance for Japanese language learners as Japanese comprises a mixture of Chinese characters (Kanji) and two types of Japanese characters (Hiragana and Katakana). 


	11.  What makes the proposed project innovative? 

	This proposed study is unique and pioneering in two ways. It will be the first study which uses the latest DSi model for language learning in UK higher education. It therefore has wider relevance for language learning in other UK higher educational institutions as well as in other educational contexts. It is also an international project which involves our 13 partner institutions in Japan and it will be possible to observe how these leading Japanese universities use mobile devices in their teaching and learning environments. These partnerships also allow us to experiment to see to what extent geographically dispersed exchange students between the two countries can interact online using DSi and Nintendo’s free website, including its social networking sites. For Japanese students, participation is voluntary in the informal online spaces which are to be set up during the project period. There has been much research conducted on the development of language learning using mobile or hand-held devices (cf. Open University’s mobile-assisted language learning project led by Kukulska-Hulme in 2005; JISC-funded project using mobile phones with inbuilt cameras and voice recording facilities for English as a Second Language in 2005). However, there is a scarcity of activity targeted at exchange students studying abroad. Internationalization of higher education is one of the prioritized strategies at local (cf. “The University of Edinburgh’s Internationalisation Strategy for 2008-2012”) and national levels (cf. “UK universities aim to spearhead online education – globally” at http://www.jisc.ac.uk/news/stories/2008/09/uukconference.aspx and ‘The Edgeless University’ at http://www.dius.gov.uk/news_and_speeches/speeches/david_lammy/edgeless_university.aspx). In the context of globalization of higher education activities, teaching and learning inevitably involves non-European characters. Unfortunately, this often limits the technological choices as a learning platform for mobile learning, whereas the adoption of the DSi platform overcomes the technical problems associated with different written languages. 
This project has the following innovative and pioneering aspects:

1) The function of handwriting recognition allows students to practise their writing skills and allows tutors to monitor them once the activities are uploaded to Nintendo’s free webspace. It can also be linked to other online learning spaces such as a course group blogsite from Nintendo’s website which is dedicated to DSi users. The potential for swift interaction and feedback will create more interactive and effective learning experiences at distance;

2) DSi can be also linked with Facebook to post photos. A direct link between Facebook and DSi was realized in the US this summer, and is expected to happen in the UK and Japan shortly. The use of Facebook directly or indirectly linked up with DSi allows students and tutors to create a sense of community despite geographic isolation;

3) DSi has a voice-recording function which can be easily uploaded to Nintendo’s free webspace. It can then be easily accessed by tutors for assessment of their oral language skills and by co-students for peer-reviews;

4) The interactive capability of the technology permits mobile communication for students with their co-students and with their tutors;

5) Portability and flexibility, enhancing all aspects of language learning experience.


	12.  How does the proposed project address the JISC eLearning vision, principles and objectives? 

	The project will implement flexible learning across the home institution and thirteen Japanese universities to support year-abroad students’ learning in a flexible and innovative way. The project will create a new mode of technology-enhanced learning environment, delivering enriched and personalized learning experiences for students remote from the UK and will assess how the use of games consoles can facilitate ubiquitous learning on and off campus. The project links experience with web-based e-learning and the growing community of learners with access to increasingly powerful games consoles as a means of creating a constituency of mobile learners. 

The proposed project aims to produce the following outcomes which support JISC’s e-Learning Programme vision:

1. The project will improve understanding of the use of games consoles in mobile e-learning by engaging a range of lecturers and tutors in the delivery of learning to a dispersed body of students. Students will use games consoles to access WebCT and social networking tools such as blogs and Facebook, to make informed choices about the use of those technologies and learning materials, and to progress between courses and institutions with their own learning records.

2. The project will stimulate innovation in international educational activities in the higher education sector by enhancing capacity, knowledge and skills around the use of games consoles. The potential of their use beyond language teaching to broader lifelong learning will be assessed. 
3. The project will make learning experiences more personalized and connect learners with their home institution and their dispersed cohort of co-students. The home and host universities will be using mobile e-learning learning as a means to provide an integrated delivery of personalized learning.

4. The project will provide insights into the development of flexible technical infrastructures supporting a service-oriented approach, based on community involvement and collaboration, while maximizing cost effectiveness and flexibility, based around a widely used games console running standard software and integrated using WiFi links with existing e-learning components (WebCT, blogs, web site publication). 

5. The project will provide useful findings on the use of games consoles in higher education to feed into effective and responsive e-learning policies, systems and structures in place at local, regional and national level. While the project will use the Nintendo DSi, the aim is to develop integrated institutional processes which can be transferred to other low-cost mobile devices with internet access, including phones, as their capabilities increase.  


	13. 
Give brief details of the project timescale, project team, key work packages and outputs. 



	Project team:

Project leader: Dr. Ian Astley: Senior Lecturer in Japanese, Asian Studies, University of Edinburgh. Responsible for the undergraduate Japanese honours programme. 

Project Co-ordinator: Fumiko Narumi-Munro: Japanese Language Instructor, Asian Studies, University of Edinburgh. After gaining substantial experiences as an EFL teacher in Japan and gaining a Certificate in English Language Teaching to Adults, she was involved in teaching English for a summer language course in London. In 2001 she became a Japanese tutor in Asian Studies and was appointed as a full-time Japanese Language Instructor in 2005. In 2007, she also took over the role of Japanese Studies’ Year Abroad Co-ordinator, liaising with the International Office and exchange partner institutions in Japan.

E-learning Project Officer: Dr. Akiko Hemmi: Research Associate, Moray House School of Education, University of Edinburgh. Completed her PhD in the development of e-learning in Japan and has for four years been researching the implications of ICTs for formal and informal education. Recent and relevant projects include Putting Web 2.0 to work: New pedagogies for New Technology (funded by HEA), Learning Through ICTs in Social Movements (funded by ESRC), The Use of Social Networking Sites for Environmental Action (funded by Nuffield) and exploratory funding for the Socio-technical Study of Mobile Learning in Higher Education in Japan (funded by Carnegie). 

Language Learning Project Officer: Yoko Takahashi: She has recently completed an MSc in Applied Linguistics, studying the processes of Japanese language acquisition amongst Japanese students who grew up and live in the UK and has been working as language tutor for 6 years in the department of Asian Studies, University of Edinburgh.

Work plan

Work packages
Timing
Outputs/Milestones

Administration
M1-M12
(November 2009 –

October 2010)
Web site and JISC Page (M1), Project Plan (M2), progress reports.

Process development
M1-M2
(November 2009 – 

December 2009)
Guide for content delivery(M1), links to WebCT and social network sites (M2)

Material translation
M3-M5
(January 2010 – 

March 2010)
Complete content dossier (M6)

Delivery of materials
M3-M8
(January 2010 – 

June 2010)
Trial with students at 13 Japanese institutions (M3 –M8)

Evaluation
M5-M10
(March 2010 –

August 2010)
Evaluation report of trial against learning objectives M10

Assessment of games console in e-learning
M8 – M12
(June 2010 –

October 2010)
Report assessing the use of games consoles to support remote mobile language instruction (M12)

Dissemination
M1- M12
(November 2009 –

October 2010)
Paper to mLearn international Conference (US) (M11)




  Budget Information

14.  Please enter amounts for the entire year your project will run. (For directly incurred staff, please include details of staff member, grade and FTE under other information.) Please see Annex C of the circular document for an explanation of terms.

Enter overall totals for each line of the budget where indicated. List staff members, FTEs or details of spending (etc) in the “other information” column. You will be given the opportunity to submit a full budget at the interview stage. Note that the purchase of hardware or software is not permitted with JISC LTIG funds.
	 
	 Amount  
	
	 Other information:  

	 a. Directly Incurred Staff: 
	
	
	

	 b. Directly Incurred Travel and Expenses: 
	£1140
	
	Orientation/tutorials in Japan (flight tickets Edinburgh – Tokyo, £650;  7 days accommodation + subsistence, £70x 7=£490)

	 c. Directly Incurred Dissemination: 
	£700
	
	Flight tickets Edinburgh – Malta,  £200; mLearn conference  registration fee, £500; 

	 d. Directly Incurred Evaluation: 
	 £  
	
	 

	 e. Directly Incurred Other: 
	£4000
	
	Equipment purchase (not an eligible cost)

	
	
	
	

	 f. Directly Allocated Staff: 
	
	
	

	 g. Directly Allocated Estates: 
	£5330
	
	 

	 h. Directly Allocated Other: 
	 £  
	
	 

	
	
	
	

	 i. Indirect Costs: 
	£41717
	
	 

	
	
	
	

	 j. Total Project Costs: 
	£81128
	
	 

	 k. Amount Requested from JISC: 
	£74905
	
	 

	 l. Institutional Contribution: 
	£10223
	
	Salary costs for Dr Astley and Ms Narumi-Munro will be met by the Institution.

£4k equipment purchase will be met by the School of Asian Studies.
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