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JISC Project Plan 

Overview of Project

1. Background

Background
During 08/09 staff within the Online Simulation and Immersive Education research group, Centre for Health and Social Care Research, conducted a desk top research exercise over a 10 month period that explored a variety of Virtual World platforms including Active Worlds, OLIVE, OpenSim, Second Life, Cobalt, There and Project Wonderland. The research aimed to determine which of these platforms, given our current skill sets and experience mix, could best meet our need to develop more creative and scalable communication skills training solutions for health care students within the Faculty. The key findings of this report can be found in appendix C. 

As part of this exercise we looked at a wide range of existing Virtual World projects including those funded by JISC. Almost all of the VW developments within the HE sector that we identified were based upon Linden Labs’ Second Life (SL) platform. This was for good reason. SL has a relatively low barrier to entry, excellent graphics and a large community of developers and users. The JISC funded projects PREVIEW, MOOSE and Open Habitat and the Second Health work conducted at Imperial College University provide rich examples of how this platform can be used to support learning and teaching. However for some of these projects significant content and programming support, often provided by third parties, was required. The need for this third party support to develop bespoke educational solutions and also the limited application support available within Second Life, led us to conclude that SL could not meet our specific needs in this instance. 

The SIMILIE project at Essex University is exploring how Project Wonderland can be used to enhance foreign language learning. Through conversations with the SIMLIE project lead and colleagues in the US we were able to gain some insight into how the “collaboration aware” in-world Wonderland applications may help to enhance our own approaches to communication skills training.

Our research highlighted a number of issues related to the use of Virtual Worlds within HE that we felt required further exploration. These included:

· To what extent can VW solutions scale to meet the needs of large cohorts of students?

· What would be the impact of scaling up on university network performance, server CPU activity and client performance?

· To what extent can Virtual Worlds enable interfacing with existing tools and resources?

· What is the potential to deliver VW learning from a HEI to within an NHS trust?

· Can we integrate VW platform sign on with our own LDAP system, ensuring that we avoid anonymity but promote security and safety?
· How does learning via VW scenarios compare with more traditional teaching approaches and can we observe any impact on real world performance?
From a communication skills perspective, amongst our key requirements was the need to ensure that learners could rehearse their written and verbal communication skills within a 3D Virtual space. In addition we wanted to minimise the resources we had to commit to content development. We felt that many of Project Wonderland’s features provided a tight fit to our needs. These included:

· High quality spatial audio;

· A fully shared in-world web browser allowing co-located avatars to  synchronously access, interact with and communicate about the www resources they were already familiar with or where expected to use within the NHS;

· The capacity to easily insert and view existing images and pdf documents;

· The capacity to access desk top applications, in-world, such as word processors enabling written recording keeping rehearsal using real world proformas;
· Support for telephone integration providing opportunities for students to practice their phone mediated inter-professional referrals, a common practice within the NHS.
· The ability to drag and drop 3D models, pdf’s and jpegs in world.

Based on our study therefore we concluded that in terms of its overall utility and potential flexibility,  the Project Wonderland virtual world platform being developed by Sun Microsystems offered the most significant potential. 
Problem Being Addressed

Poor communication is a major cause of unanticipated patient death and illness within the UK health care sector. This poses a social imperative to provide more effective approaches to communication skills training within Higher Education health care courses that often support high student numbers. 
The Faculty of Health, Birmingham City University, is the main provider of non-medical health care education and training in the West Midlands with over 6500 students, 2500 of whom are pre-registration nurses. We, in common, with other large health care faculties, need to identify scalable learning technology solutions that can enhance learners’ fitness for practice. Acutely aware of the Leitch Review (HM Treasury, 2006) analysis that 70% of the 2020 workforce is already in employment, we also need to identify more immersive ways to deliver education and training to people already in employment either directly to their workplace or through flexible provision, accessible from home.
Inadequate communication skills are rated as one of the leading contributors to unanticipated patient deaths and illness within the UK (NPSA, 2007, NAO, 2005). As well as the significant personal cost associated with this there is also a crippling financial cost to the NHS. The NHS pays out around £400 million a year in settlements of clinical negligence claims, and has a potential liability of around £2.4 billion for existing and expected claims (DoH, 2000). Of the 28,000 written complaints made about aspects of hospital treatment each year many could have been alleviated by more effective written and verbal communication (DoH, 2000).

A key feature of the HE sector response to this has been investment in and application of full context mannequin and standardised patient simulation scenarios and multimedia resources. At BCU for example, these approaches are used to provide learning opportunities to students in which they can develop their communication skills using health care specific communication protocols. For example SBAR (Situation, Background, Assessment Response), is a protocol often used to ensure that nurses can efficiently convey patient information, often over the phone, to more senior nurses or doctors with a view to enabling informed judgments about care. Similarly the assessment protocol ABCDE is used to help learners prioritise their assessment of acutely ill patients. Staff are currently applying these protocols within high fidelity, classroom based or online multimedia simulations.  
However online, traditional classroom and high fidelity simulation approaches have significant limitations in developing communications skills amongst large populations of students and distributed work based learners. Multimedia suffers from limited fidelity, often artificially structures communication learning and may place the learner in a relatively passive role. Classroom, mannequin and actor based simulation offers higher fidelity, but has a significant resource cost, is geographically fixed, and as a consequence is difficult to scale and difficult to apply in support of iterative communication skills development.

Perhaps the application of Virtual Worlds based learning may provide a more effective and scalable solution to these challenges. 

References
Department of Health (2000) An Organisation with a Memory. Report of an expert group on learning from adverse events in the NHS.
HM Treasury (2006) The Leitch Review of Skills: Prosperity for All in the Global Economy. 
National Audit Office (2005) A Safer Place for Patients: Learning to improve patient safety. 

National Patient Safety Agency (2007) The fifth report from the Patient Safety Observatory.
Safer care for the acutely ill patient: learning from serious incidents.
2. Aims and Objectives

This project will develop and evaluate scalable models of teaching and learning that exploit the unique functionalities within the Project Wonderland Virtual World (VW) platform to enhance written and verbal communication skills amongst large populations of health care learners.

Aim
To evaluate the scalability and practice impact of communication skills learning and training supported by a Project Wonderland Virtual World scenario.
Objectives
1. Conduct a stakeholder analysis of learner and teacher needs that will  inform the design and application of a communication skills focussed Project Wonderland Virtual World scenario within a pre-registration nursing module at Birmingham City University.
2. Configure and develop a Virtual World scenario that makes full use of the collaboration aware toolsets within Project Wonderland in support of enhanced communication skills training. 

3. Assess and report on the scalability of this resource in terms of client performance, network bandwidth and server CPU resource requirements when number of avatars per world and number of parallel worlds are increased.

4. Evaluate the impact of the scenario on learner performance within high fidelity simulation environments using an RCT research design.

5. Explore and report on the challenges and potential solutions associated with providing access to the resources within NHS Trusts, to NHS staff learning from home and to students studying at another university.
3. Overall Approach

This project will focus upon the Project Darkstar and Project Wonderland technologies developed by Sun Microsystems. Project Wonderland is a toolkit of open source software for creating Virtual Worlds, itself built upon an open source infrastructure known as Project Darkstar. Darkstar aims to simplify the development and operation of massively scalable online games and Virtual Worlds. We will build and replicate (to support concurrent world use) a number of visually simple yet highly interactive, application rich worlds, each reflecting acute health care environments in support of communication skills training. We will benchmark a number of CITC performance parameters and evaluate the impact of the resource on learner communication within high fidelity simulation settings using a randomised control trial design.  

There are three core components to the project. 
1. Scenario design and development, supported by the University’s funding contribution, and informed by our stakeholder analysis.

2. CITC network and server configuration and benchmarking.

3. Formative and summative evaluation.

1. Stakeholder analysis and scenario design
The SUNA (Scenario-based User Needs Analysis) process will be adopted to inform our stakeholder analysis and scenario design. This process consists of the following stages:

· Scoping and writing of key scenarios

· Scenario validation

· Eliciting the needs

· Use-case description and story boards
2. CITC network and server configuration and benchmarking. 

Here server CPU and network bandwidth usage data will be captured, alongside client computer performance, during user trials. Each trial will aim to increase the scale at which the Wonderland world is used. In assessing scalability we aim to manipulate the following parameters:

· Number of avatars per scene in world
· Number of avatars per world

· Number of concurrent worlds

· Number of shared applications used in-world.

3. Formative and summative evaluation of learning within Wonderland scenario..

· Collate user experience of Wonderland interface and scenario design during user tests.

· Explore need for and value of supporting materials required for successful engagement of users in Wonderland activities.

· Complete and analyse data from a questionnaire survey of users engaged in summative Wonderland evaluation.

· Complete and analyse data from focus group interviews with students taking part in the Wonderland summative evaluation. 

· Conduct blind and non blind non participatory observations of control and intervention groups engaged in high fidelity simulation activities within a randomised controlled trial with a view to determining effectiveness of communication and team working strategies used across these groups. 

Critical Factors

The project’s critical factors are:
· Ability to successful integrate Virtual World learning within an existing module programme

· Ability to effectively author and programme resources to match support the final scenario design.
· Student’s actively participating and reacting positively to their experience of our Wonderland virtual scenario

· Integration of Wonderland learning within our curricula post project period

· Integration of Wonderland technology with our mainstream ICT systems to support future role out of Wonderland learning activities

· Interest in Virtual World learning within local Trusts and Strategic Health Authority

4. Project Outputs

	Deliverables
	Timing (latest date)

	JISC Project Website
	30/11/09

	Project Plan
	31/01/10

	University Project Website
	31/01/10

	COMSLIVE Requirements Report (to articulate factors mitigating access to VW from behind NHS firewall)
	31/01/10

	Wonderland COMSLIVE technical documentation
	31/03/10

	Midpoint Project Report
	31/04/10

	Ethics Approval Form
	30/07/10

	Evaluation Matrices and Data Collection Tools
	31/08/10

	Final Report
	31/10/10

	Completion Report
	31/10/10

	
	

	
	


5. Project Outcomes

The following outcomes are envisaged:
1. Enhanced understanding of using the Wonderland virtual world toolkit to create bespoke virtual worlds.

2. Greater understanding of the network, server and client performance implications of using virtual world scenarios on a range of client machines.
3. Knowledge and experience related to the curriculum design and planning implications of using virtual worlds within health care curricula.

4. Increased interest in the use of Virtual Worlds to support communication skills learning within BCU and the wider sector.

5. Information that informs the scaling up of virtual world learning to support large cohorts of students.

6. Evidence reflecting the impact of virtual world learning on real world behaviour. 

7. Increased understanding of the challenges associated with delivering virtual world learning behind NHS firewalls. 

6. Stakeholder Analysis

	Stakeholder
	Interest / stake
	Importance

	Students within health care courses at BCU and partnering institutions
	More immersive and engaging learning and supports skills that are difficult to develop using more traditional approaches
	Very High

	Teachers across sector
	Opportunity to gain insights into technical, pedagogic, curriculum design and impact on practice based factors related to virtual world learning, evaluation and integration.
	High

	CITC staff across sector
	Information regarding network and server side implications of running Wonderland installations behind firewall.
	High

	JISC 
	As funders the opportunity to support a project with RCT, resource development and ICT analysis components of interest to a wide range of stakeholders across the sector.
	High

	Strategic Health Authorities and NHS Trusts
	Potential enhanced communication skills training that could lead to more effective practice within the NHS. Information regarding design and deployment of Virtual World learning within the NHS and value of commissioning/funding future VWorld focussed activities
	High

	Project Partners – SWBH NHS Trust and Middlesex University.
	First hand information pertaining to the value of Virtual World implementation, design and curriculum integration. 
	High


7. Risk Analysis

	Risk
	Probability

(1-5)
	Severity

(1-5)
	Score

(P x S)
	Action to Prevent/Manage Risk

	Lack of student engagement
	3
	3
	9
	Clear and regular briefings to students including involvement of students in scenario design, test and play sessions, video tasters and guides. Close alignment between virtual world activities and module learning outcomes, assessment and practice competencies.

	Logistical difficulties involved in integrating and supporting VW learning within existing module programmes.
	3
	4
	12
	Project evaluation and content lead has module co-ordinator responsibilities for target module ensuring access. Practice and other academic staff already identified to provide additional support.

	Insufficient minimum specification on target client machines to support virtual world scenario design.
	4
	2
	8
	Regular communication with open source community regarding minimum specification required as the Wonderland platform develops. Regular testing by project team to optimise art and avatar assets to minimise memory requirements. Pre-project purchase of over 20 high spec laptop computers planned purchase of almost 40 high spec virtual worlds ready desktop computers.

	Insufficient space to support distributed VW learners across campus. 
	1
	5
	5
	Use of laptops ensures that user locations across campus can be flexibly designed. Opening of Ethernet ports in a range of classrooms and library learning spaces ensures increased opportunities to provide Virtual World access.

	Loss of programming support.
	2
	4
	8
	We have back up programming support available within the OSIME team that can be called in if necessary.

	Organisational – Lack of CITC Support
	1
	5
	5
	Specific funding allocation to CITC, regular communication and reporting regarding server and network statistics.

	Technical 1. Wonderland platform stability
	3
	3
	6
	Wonderland is only at a 0.5 release and is fairly nascent in its development. However, most of the applications we need are now released as “stable” and the software engineering skill set within the team allows us to develop work arounds should the need arise.

	Technical 2. Lost stolen equipment
	3
	2
	5
	Equipment and laptop safes have been purchased for safe storage of equipment. 

	Open source community and SUN support
	1
	4
	4
	Sun have committed support to the project via their open source community and dedicated project staff.

	Intellectual Property
	1
	4
	1
	Scenario design, user testing, evaluation data and technical information will all be freely available. Specific assets used in the creation of the Virtual World resource including guides on programming, avatar design, and any specific components created during the project will be made available via the project website and project Wonderland website. If the project is successful then the  actual Virtual World itself will remain closed to the public as this will be in high demand by students, unless we can configure security restrictions preventing deletions and guarantee non student use times etc... 


8. Standards

	Name of standard or specification
	Version
	Notes

	Java JDK and JRE
	Latest release, currently 1.6.x
	Everything is built on top of Java

	Java 3D
	1.4.0
	For Wonderland v0.4, graphics engine

	JMonkey (JME)
	2.0
	For Wonderland v0.5, graphics engine

	Collada
	1.5
	For Wonderland v0.5. Open XML standard schema for 3D content

	SVN 
	1.6
	Source code control

	LDAP
	3.0
	User directory/access


9. Technical Development

· From an authoring and software development perspective the project will apply fast prototyping methods to test ideas generated from user testing and stakeholder analysis. 

· Standard authoring systems such as Sketch Up, Maya and 3D Max will be used to determine most effective art pathways. Art developed will be tested in world to determine impact on frame rate and memory, in order to inform optimisation. 
· Code will be developed within the JAVA JDK and JRE environment.

· New code and artwork will be tested in a Virtual World sandbox hosted on one of our blade servers and code development discussed with the open source community. 

· Code production will be released to the open source community for testing and potential further development. 

· Generally only stable releases of the Wonderland platform will be used during the project.

10. Intellectual Property Rights

Project Wonderland and Project Darkstar are open source and as such we do not anticipate any IP issues arising from the project. Any bespoke artwork, support materials and guides will be made available via the project’s website. The actual Virtual World site itself may not be released to the public if this is in use by students and/or if we cannot manipulate the security settings within the Wonderland platform to prevent deletion. If we can ensure appropriate security measures and no impact on student use we aim to enable a public instance of the Wonderland COMSLIVE world. 
Project Resources

11. Project Partners

Sandwell and West Birmingham NHS Trust
Main Contact: Debbie Talbot – Assistant Director of Nursing

Roles

· Contribute to stakeholder analysis

· Facilitate meetings with Trust CITC team in order that we can develop a report analysing the challenges associated with delivery of Virtual World resources into the NHS.
· Provide co-ordination support to enable user testing on NHS staff accessing the virtual world resource.
· Assist in summative blind non participatory observation of control and intervention group performance following virtual world learning activities.

 Middlesex University
Main Contact Sinead Mehigan - Head of Department of Acute and Adult Nursing

Roles

· Contribute to stakeholder analysis

· Provide co-ordination support to enable user testing on Middlesex health care students accessing the virtual world resource.

Consortium agreement to be signed by February 5th 2010
12. Project Management


[image: image3]
The project steering group will consist of Maxine Lintern - Associate Dean Academic and Project Director, Karen Fawaz - Head of Client Services (ICT), Mark Cope - Desk Side Support Manager (ICT), Patricia Fell - Senior Academic in Learning and Teaching and two student representatives. 
The project manager will report back to the steering every 3 months. His report will reflect progress and provide information related to the key stakeholder and work stream groups. We envisage that key areas of focus that will be brought to the attention of this group will relate to ICT implications of Virtual World use across the University network, provision of client access to Virtual World resources, Evaluation methodology and student and staff engagement and pedagogic design.

The project manager will meet with the core authoring and scenario planning staff on a weekly basis.
	Name
	Designation 
	Role
	Contact Details

	Nigel Wynne, 
	Senior Academic L&T, Head of the Online Simulation and Immersive Education Research Group 
	Project Manager 2/5 FTE
	Nigel.wynne@bcu.ac.uk

	Emma Winterman
	Senior Lecturer
	Evaluation Lead
	Emma.winterman@bcu.ac.uk

	Timothy Marquis
	Learning Technologist
	Resource Development and Student and Teacher Support
	Timothy.marquis@bcu.ac.uk

	Ian Archer
	Software Engineer
	
	Ian.archer@bcu.ac.uk

	CITC Support
	
	
	

	Paul Walsh
	Head of Unix/Linux Systems Services
	Server configuration and benchmarking support.
	Paul.walsh@bcu.ac.uk

	Dean England
	Head of Web Services
	Network configuration and benchmarking support.
	Dean.england@bcu.ac.uk

	Shaun Buffery
	Head of Infrastructure Services
	Telephony and benchmarking support
	Shaun.buffery@bcu.ac.uk

	James Whateley
	CITC Decision Support Officer
	CITC Co-ordination Support
	James.whateley@bcu.ac.uk

	Partners
	
	
	

	Debbie Talbot
	Assistant Director of Nursing

	Co-ordination Support - Sandwell and West Birmingham NHS Trust 


	Debbie.Talbot@swbh.nhs.uk

	Sinead Mehigan
	Head of Department of Acute and Adult Nursing Middlesex University
	Co-ordination Support - Middlesex University School of Nursing
	S.Mehigan@mdx.ac.uk


13. Programme Support

We do not anticipate any additional support needs beyond the standard JISC programme management framework, and dissemination events.

14. Budget

No changes to the budget have been made although some clarification has been added in order to delineate the university’s contribution to this project from JISC funding. See separate attachment.
Detailed Project Planning

15. Workpackages

See Appendix B
16. Evaluation Plan

	Timing
	Factor to Evaluate
	Questions to Address
	Method(s)
	Measure of Success

	Throughout
	Project progress
	Have project deadlines been met
	Monitor and review against deadlines
	Project deadlines met.

	January 2010
	Authoring and scripting skills requirements and know how.

Feasibility of deploying Wonderland within NHS.
	Has information been gathered or technology tested to inform potential deployment of Wonderland behind NHS firewall. What are the client and server side requirements to run a Wonderland instance? What technical skills are required to author within Wonderland and what level of programming expertise is required to manipulate the Wonderland code?
	Report describing testing or providing analysis of factors pertinent to future deployment. Report to include information on authoring and scripting within Wonderland. 
	Report produced

	Jan – July 2010
	Ethical Considerations of Pedagogic Research Component of Project.
	Does the evaluation and research component of the Project conform to Faculty ethics requirements? Have the ethical issues associated with this project been fully considered and mitigated?
	Submit research proposal to Faculty Ethics Committee.
	Project is approved by Faculty Ethics committee.

	April to October 2010
	Student experience of using Wonderland to support their learning.
	How did students react to the Wonderland technology and its potential to support their learning?

How did students using Wonderland within a module programme evaluate their experience of learning communication and team working skills?.
	User tests with students.

Triangulated analysis of questionnaire and focus group interview data exploring learner experience.
	Report produced

	August to October 2010
	Impact of Wonderland Learning on Real World Behaviour
	How did the team working and communication skills behaviour of intervention andf control groups compare when performance was assessed during high fidelity simulation activities?
	Blind and non blind non participatory observation of team working and communication skills application.
	Report Produced

	April to August
	Implications of running a Wonderland instance on client, network and server performance.
	What are the minimum client side specs required for Wonderland learning?
What are the network and server load  implications of running Wonderland instances? 
	Stress testing and User testing of various Wonderland configurations. 
	Report produced. Continued support of Wonderland technology by ICT.

	April and October 2010
	Interim Report and Final Reports
	Do these reports show that the project is on schedule and will meet objectives?
	Review by project advisors and steering committee representatives.
	Reports submitted to JISC.


17. Quality Plan

	Output
	Timing
	Quality criteria
	QA method(s)
	Evidence of compliance
	Quality responsibilities
	Quality tools 

(if applicable)

	Information about the Technical Requirements and Scenario Design Considerations involved in COMSLIVE VW deployment and use.
	Jan to April 2010
	Ensure thorough and clear reporting related to use of Wonderland within NHS and by HE institutions.
	Liaise fully with CITC and teaching teams within HE and the NHS to ensure appropriate level of analysis and reporting.
	Good Practice Guidance Report 
Technical Documentation Report

Requirements Report

Final Report
	Nigel Wynne

	

	Evaluation Report of Learner Experience
	April to October 2010
	Ensure robust and high quality research conducted
	Apply methodological triangulation combining questionnaire survey, focus group interview and in-world commentary/data inputting.
Gain Ethical Approval.
	Report with described methodology
	Emma Winterman
	

	Exploring Impact of Virtual World Learning on Learner Behaviour
	April to October
	Ensure robust and high quality research conducted.
	Develop observation matrix in conjunction with key stakeholders to promote validity, apply RCT design principles to minimise bias, use blind non participatory observers to rate real world behaviour. Gain ethical approval
	Report with described methodology
	Emma Winterman
	


18. Dissemination Plan

	Timing
	Dissemination Activity
	Audience
	Purpose
	Key Message

	Continuous
	Project website
	Varied
	Dissemination of Key Project Milestones 
	COMSLIVE progress

	Nov 2009
	Paper presentation National Association of Medical Simulators
	Academic and Practice staff interested in using Simulation techniques and processes to support health care training.
	Disseminate findings of Scoping Exercise and describe COMSLIVE Project
	Wonderland is a potentially powerful and flexible Virtual Worlds toolkit. The need to be more creative in developing communication skills amongst health care workers.

	February 2010
	Guest Blog Entry Wonderland Community Forum
	Wonderland user and open source community
	Raise awareness of the COMSLIVE initiative within the Wonderland open source community
	Highlight the practical and scalable applications of Wonderland technology in response to import social imperative.

	February 8th 2010
	Birmingham Science City Presentation
	Innovation leads, technology transfer officers, regional development agency representatives etc.. 
	Raise awareness of the Wonderland platform and the COMSLIVE project
	Highlight the need to apply more immersive technology within the NHS and HE sectors to support Communication Skills Training. Highlight the extensibility of the Wonderland platform.

	March 2010
	Presentation to Regional Skills Forum – NHS West Midlands
	Education Leads, Commissioners, Project Leads and Practice Development staff from the SHA and NHS Trusts within the West Midlands
	To raise awareness of the COMSLIVE Project and stimulate interest in Virtual World learning.
	The need for more creative approaches towards Communication Skills training.

	September 2010
	British Science Festival - Demonstration
	Wider Public
	Demonstrate how the Wonderland Virtual world platform is being used to support Communication Skills training at BCU. 
	Demonstrate how instructional design science is being used to enhance health care education and promote patient safety.

	November 2010
	Faculty Research Conference
	Wide range of stakeholders interested in health care research 
	Disseminate research findings of COMSLIVE evaluation
	Impact on learner experience and impact on learner behaviour.

	December 2010
	Host Forum and run Workshop – Virtual Worlds forum – Regional Support Centre West Mids.
	Wide range of academic staff from various disciplines in FE and HE within the West Mids area
	Describe progress on the COMSLIVE project and provide hands on workshop for attendees. 
	There is an alternative to SL, explore potential collaborations.

	Various
	University Wide e-mail update
	All staff within University.
	Raise awareness of COMSLIVE and attract early adopters to the project.
	A potential opportunity to provide more immersive and student focussed learning opportunities.

	November 2010
	Faculty Research Conference
	Wide range of stakeholders interested in health care research 
	Disseminate research findings of COMSLIVE evaluation
	Impact on learner experience and impact on learner behaviour.

	Nov/Dec
	University Learning and Teaching Committee presentation
	Members of the University Learning and Teaching Committee
	10 minute overview of the findings of the COMSLIVE project.
	Focus on student experience and results of RCT trial

	???October 2010 tbc
	JISC Learning and Teaching Experts Forum Presentation
	Varied range of stakeholders drawn from all aspects of Higher Education and Further Education.
	Demonstrate work conducted as part of COMSLIVE, describe key findings key outputs, and explore potential collaborative working. 
	Progress achieved, lessons learned, value to learning, way forward, potential collaborations.

	Nov/Dec 2010
	Peer Reviewed Publication 1 Nurse Education Today
	Wide international readership amongst staff involved in Nurse Education 
	Focus on considerations of scenario design, curriculum integration and learner experience.
	Designing, integrating and evaluating student experience of Virtual world learning within pre-registration nursing curricula.

	Dec/Jan 2010/11
	Peer Reviewed Publication 2 
	Journal tbc
	Focus upon result of RCT trial and potential impact on behaviour. 
	The extent to which COMSLIVE learning resulted in real world behavioural change.

	February 2011
	RCN Joint Education Forums Conference presentation. Possible plenary. 
	Wide Range of Stakeholders involved in all aspects of nurse education from commissioners, academics, senior managers and practice staff.
	Describe COMSLIVE and report on progress.
	Focus upon student experience, impact on behaviour and explore future collaborations.

	?? Nov 2011
	JISC Innovating e-learning conference presentation
	Wide range of stakeholders drawn from all aspects of HE and FE. National and International.
	Demonstrate work conducted as part of COMSLIVE, describe key findings key outputs, and explore potential collaborative working.
	Designing, integrating and evaluating student experience of Virtual world learning within pre-registration nursing curricula.


19. Exit and Sustainability Plans

	Project Outputs
	Action for Take-up & Embedding
	Action for Exit

	Continued faculty developments using Wonderland technology
	The aim is to continue to develop using the Wonderland platform applying the authoring and scripting skills and knowledge gained during the COMSLIVE project. 
Continue to Develop and Apply within Current Module Programme using skills within OSIME team. Explore Wider use of Virtual World to support other aspects of Health Care Education. Explore use of Wonderland to Support Interdisciplinary research and Inter-professional learning
	

	Continued use of COMSLIVE scenario within target module.
	Aim to provide information pertaining to value and impact of VW learning and logistics of running this type of learning within module programmes so that module teams can make informed decisions about continued uptake.
	

	Research Data
	Submit via dissemination channels listed above, and continue with several more iterations of the evaluation design to increase sample numbers. 
	

	See dissemination plan for awareness raising and community engagement

	
	
	


	Project Outputs
	Why Sustainable
	Scenarios for Taking Forward
	Issues to Address

	Continued Use of Virtual Worlds Resources
	Already hosted by institution, project aims was to assess and design for deployment within curricula.
	Logistics of running VW learning within large cohorts of students will need careful consideration. Will need to fully understand costs/benefits 
	How much preparation involved in setting up a scenario? How much planning involved in increasing small group teaching within existing module programmes?
What are the staff implications, to what extent can VW learning take place independent of  teachers? What transformative impact will the COMSLIVE project initiate? i.e. Can we supplement didactic approaches with VW learning activities? How easy will it be to scale and maintain the VW?


Appendixes

Appendix A. Project Budget

Appendix B. Workpackages
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COMSLIVE WORK PACKAGE – Birmingham City University
	WORKPACKAGES 
	Nov
	Dec
	Jan
	Feb
	Mar
	April
	May
	Jun
	Jul
	Aug
	Sept
	Oct

	
	
	
	
	
	
	
	
	
	
	
	
	

	1: Project Management
	
	
	
	
	
	
	
	
	
	
	
	

	2:Stakeholder Analysis
	
	
	
	
	
	
	
	
	
	

	3: World Build and Application Configuration
	
	
	
	Initial Build
	Refinements to World Resources and Interactivity
	
	

	4: Trials & Formative Evaluation  
	
	
	
	
	
	
	
	
	
	
	
	

	5: CITC Benchmarking
	
	
	
	
	
	
	
	
	
	
	
	

	6: Summative Skills Transfer Evaluation
	
	
	
	
	
	
	
	
	
	
	
	
	

	7: Dissemination
	
	
	
	
	
	
	
	
	
	
	
	


Project start date: 1 November 2009
Project completion date: 31st October 2010

Duration: 12 months

	
	
	
	
	Milestone
	Responsibility

	YEAR 1
	
	
	
	
	

	WORKPACKAGE 1: Project Management

Objective: Provide project leadership, main point of engagement with the JISC and ensure timely delivery of work packages. To ensure effective co-ordination and communication across partners and key stakeholders and to work with the project team to help deliver project outcomes


	01/11/09
	31/10/10
	
	
	

	1. Liaise with Project review group [to include student group reps, senior Faculty Management, Director of ICT, Director of L&T)
	1/11/09
	31/01/10
	
	
	NW

	2. Set and agree project plan (including Evaluation Plan, QA plan, Dissemination plan, Exit plan)
	1/11/09
	31/01/10
	Project Plan
	M2
	NW

	3. Schedule mtgs every two weeks for the BCU project team, mtgs every 2 months to include partner and CITC staff, every 3 months NW to report to standing Faculty review group for project review.
	1/11/09
	31/10/10
	
	
	NW

	4. Apply and receive ethics approval
	01/01/10
	31/07/10
	Ethics Approval Form
	M5
	NW

	5. Mid Point Progress Report inc. financial statement and World Access
	1/1/09
	31/04/10
	Mid Point Project Report
	M6
	NW

	6. Final Project Report (Draft version 1 month before project end date)
	1/10/10
	31/10/10
	Final Report
	M14
	NW

	7. Completion report and final budget report
	1/10/10
	31/10/10
	Completion Report
	
	NW

	
	
	
	
	
	

	WORKPACKAGE 2: Stakeholder Analysis and User Needs

Objective: To define the stakeholder needs of the COMSLIVE Project. The project will apply the Scenario Based User Needs Analysis (SUNA) developed by Essex University


	1/11/09
	31/01/10
	
	
	NW

	8. Define project scope, and tightly define problem being addressed. Consult with stakeholder representatives across partners and within BCU and students.  
	1/11/09
	30/11/09
	
	
	NW

	9. Design user scenarios, location of use in respective courses and access requirements. (include articulation of requirements for within Trust delivery cf delivery to NHS staff home computers. Refine scenarios through workshops. 
	1/12/09
	15/01/10
	
	M3
	EW

	10. Define learner needs and system requirements
	1/12/09
	15/01/10
	
	M4
	EW

	11. Produce COMSLIVE Requirements Report
	16/01/10
	31/01/10
	COMSLIVE Requirements Report (to articulate factors mitigating access to VW from behind NHS firewall)
	
	EW

	
	
	
	
	
	

	WORKPACKAGE 3: World Build, Application and Authentication Configuration

Objective: To develop virtual world resources and ensure system functionality meets the requirements as set out in the Requirements Report


	01/02/10
	31/08/10
	
	
	IA

	12. Identify/Develop 3D resources and import into world
	01/02/10
	28/02/10
	
	M8
	TM

	13. Configure and test shared applications
	01/02/10
	28/02/10
	
	
	IA

	14. Configure and test VoiceBridge to support phone communications between virtual and real world
	14/02/10
	28/02/10
	
	
	IA

	15. Configure and test in world video and audio capture tools 
	01/03/10
	15/03/10
	
	
	IA

	16. Integrate with BCU LDAP authentication and test
	16/03/10
	31/03/10
	
	
	IA

	17. Deploy and replicate fully functional worlds across server nodes to support scaled use
	16/03/10
	31/03/10
	
	
	IA

	18. Support refinements to world following trials within WP4
	01/04/10
	31/08/10
	
	
	IA & TM

	19. Complete technical documentation 
	01/03/10
	31/03/10
	Wonderland COMSLIVE technical documentation
	
	IA

	
	
	
	
	
	

	
	
	
	
	
	

	WORKPACKAGE 4: Trials and Formative Evaluation

Objective: To carry out formative evaluation, develop evaluation matrices, and trial within partner courses. Includes CITC benchmarking


	01/04/10
	31/08/10
	
	
	EW

	20. Validate authenticity of scenario and supporting functionality with stakeholders. To include the Strategic Health Authority – West Midlands. 
	01/04/10
	07/04/10
	
	
	EW

	21. Conduct user assessment trials with students. Include short trials with Middlesex U and NHS Trust learners.
	08/04/10
	31/05/10
	
	
	EW

	22. Conduct pilot studies 
	01/04/10
	31/08/10
	
	M9
	EW

	23. Develop evaluation matrices for summative assessment.
	01/06/10
	31/08/10
	Evaluation Matrices and Data Collection Tools
	M10
	EW

	24. Produce good practice guide based on formative evaluation data and benchmarking activities (WP5)
	14/08/10
	31/08/10
	COMSLIVE Good Practice Guidance Report
	
	NW

	
	
	
	
	
	

	
	
	
	
	
	

	WORKPACKAGE 5: CITC and user benchmarking

Objective: To identify the impact on network and hardware performance of using virtual worlds at varying degrees of user volume


	
	
	
	
	IA

	25. Assess and collect data on network usage, server CPU usage, frame rate and ping time.
	01/04/10
	31/08/10
	
	
	IA

	
	
	
	
	
	

	WORKPACKAGE 6: Summative Skills Transfer Evaluation

Objective: To evaluate the affect of virtual worlds learning on BCU student communications behaviour when engaged in high fidelity simulation activities. i.e. activities that take place within our physical simulated ward.


	31/07/10
	14/09/10
	
	
	EW

	26. Schedule scenario user access
	31/07/10
	24/08/10
	
	
	EW

	27. Identify randomised user groups from BCU, Middlesex and NHS Trust
	31/07/10
	24/08/10
	
	
	EW

	28. Collect summative data on user experience and network and client IT performance parameters
	1/09/10
	14/09/10
	
	M11
	EW/IA

	29. For BCU students assess behavioural change in subsequent high fidelity simulation activities that require skills addressed by Virtual World scenario
	1/09/10
	14/09/10
	
	M12
	EW

	30. Collate and analyse data and include in Final Report
	21/09/10
	28/09/10
	
	M13
	EW/NW

	
	
	
	
	
	

	
	
	
	
	
	

	WORKPACKAGE 7: Dissemination

Objective: To promote student and staff engagement in the project. Stimulate interest through information sharing in wider stakeholder communities.[note these activities are in addition to those described in WP1]


	1/11/09
	31/10/10
	
	
	NW

	31. Establish a JISC project website
	01/11/09
	30/11/09
	JISC Project Website
	
	TM

	32. Establish a University project website [to include blog]
	01/11/09
	31/01/10
	University Project Website
	M1
	TM

	33. Develop short video podcasts to support staff and student project engagement [accessed via website]
	01/02/10
	31/03/10
	
	M3
	TM

	34. Provide general technical support and information to staff and students engaged in Wonderland use.
	01/11/09
	31/10/10
	
	
	TM

	35. Contribute to JISC programme activities
	01/11/09
	31/10/10
	
	M7
	NW

	36. Liaise with HEA Health Practice and Science Subject centre to promote awareness amongst HE Health community
	01/11/09
	31/10/10
	
	
	NW

	37. Liaise with Strategic Health Authority to promote awareness across NHS
	01/11/09
	31/10/10
	
	
	NW

	38. Post Guest Blogs on Sun SIG to promote awareness and foster open course community support/interest
	01/11/09
	31/10/10
	
	
	ALL

	
	
	
	
	
	


Members of Project Team:

NW = Nigel Wynne

EW = Emma Winterman

TM = Timothy Marquis

IA = Ian Archer

Appendix C. Key Conclusions of Virtual Worlds Scoping Exercise

A desktop research exercise that aimed to explore and compare the characteristics of a range of virtual world platforms was carried out between November 2008 and July 2009. Although there is an increasingly wide variety of 3D virtual world platforms available for use by the HE sector our research explored only those 3D VW’s that appeared to have already been applied as a tool within Education settings. 

Eight platforms were explored against a range of parameters described in Table 1. Those parameters shaded yellow were deemed most significant in informing our aim of using  VW technology to enhance written and verbal communication skills within our health care courses.
Our key findings to this study are listed below. 
1. Two categories of Virtual World seemed to emerge: content class worlds such as Active Worlds, Second Life and There and enterprise class virtual worlds such as Project Wonderland, Quack and Cobalt. 

2. Many of the content class Virtual Worlds that we visited seemed to use a 3D space to predominantly display 2D or linear medium. E.g. posters containing largely text or video. Most of these spaces seemed empty and barren. Without other avatars and/or interactivity provided by bespoke coding there was little to do!!

3. Enterprise class virtual spaces often aimed at supporting collaborative work environments where usually rich with a suite of in built tools e.g. Project Wonderland. Tool such as shared documents, web browsers and whiteboards, seemed to have a greater potential to support collaborative working without the need to integrate bespoke code supported interactivity. 
4. Platforms cover free source, open source and closed source models with some hybrids emerging. The extent to which source code is exposed may have implications for the degree of bespoke Virtual World activity a designer may wish to implement.
5. Platforms such as Second Life and Active Worlds have in-world modelling tools significantly reducing the barrier to creating 3D assets in-world. The authoring ability afforded with SL was impressive. Conversely, Wonderland relies on an open art pathway. This has some advantages in terms of ensuring that 3D assets created outside the platform have a greater potential to be reused in other contexts. However, there may be a steep learning curve in terms of optimising these assets to work both within wonderland and with other technologies. 

6. All platforms provided an opportunity to access WWW information via in-world links. However only Wonderland provide a shared in-world web browser. Here a fully functional Firefox browser could be displayed in world and used synchronously by multiple avatars. We rated this functionality as highly important as it enabled any web based content to be used as a collaborative, context rich virtual world tool. 
7. In general, we felt that the most valuable properties of these platforms from an educational perspective pertain to the interactivity they support and the collaborative tools they provide as opposed to the 3D spaces they enable users to create. Obviously, situating collaborative tools within a context rich virtual space, would be the ideal blend. 
8. From a communication skills perspective we were excited by the potential of a number of tools that where contained within the Wonderland platform. Specifically these where:

· Cones of silence – the ability to create zones within a world space that avatars can use to hold private communications. We felt this offered real scope to create scenarios in which we could allocate roles to learners in world, or highlight certain issues of confidentiality. 

· Sharable documents. Here open office documents can be opened in-world and edited collaboratively by learners via there avatars. This feature we felt would support collaborative activities geared towards developing written communication skills and highlighting issues related to record keeping. 

· Sound and video recorder

9. Most platforms are inter-operable across a range of operating systems. All platforms are dependent on fairly high client computer specification; particularly graphics performance. See 9.
10. Information about the extent to which virtual worlds would scale to support increasing numbers of avatars was very difficult to find. Client side in world performance will depend on a wide range of factors. For example:

· Memory footprint of 3D assets. Determined by texture file size, number of polygons, number of assets. 

· Number of avatars

· CPU speed

· RAM – physical memory

· Hard drive space - virtual memory

· Graphics card specification and “type” of graphics card

· Graphics acceleration settings

· Power settings

· Operating system

· Web browser 

· Applications running in-world, both number and nature.

· Network connectivity

· Available network bandwidth
11. Some platforms had a varied user base and therefore needed to respond to the needs of a wide variety of stakeholders. In some instances we felt that this limited their development. For example Second Life was limited in the extent to which it supported collaborative tools. This limited in our opinion its potential to support communication skills development. 
12. As relative first mover within the 3D Virtual World space SL appeared to be the most mature platform. Others such a Cobalt and Wonderland where at much earlier stages of development. This introduces a risk in terms of stability, reliance on published road map, and overall viability. Projects still in development are always at risk of having funding/support withdrawn. 

13. Match with own skills and expertise. Something often overlooked. We considered carefully what capacity we had to adopt, support and adapt the technologies we explored. It is highly probably that any VW designer/adopter will soon wish to implement specific scripts that enable them to achieve outcomes not achievable with an “out of the box” version. This in part was re-enforced by the high proportion of HE SL users we spoke to that paid third parties to create VW solutions within their chosen platforms. From our perspective we had java skills and 3D modelling skills. This steered us towards Wonderland. 
14. Operating a VW behind an institution’s firewall. The ability to promote secure learning activities in which users logged into a Virtual world using their university id’s or their own names we felt was important. In this instance Wonderland’s capacity to be run within an organisation and to integrate with LDAP was attractive. This does necessitate the need to procure and configure servers and ensure that the requisite CITC support is in place. 

Conclusion
We concluded that Project Wonderland offered the most potential impact positively communication skills learning. It provided a tighter fit with our own skills sets, and we had available funding to purchase the requisite hardware and software. The factor that most influenced our decision however was the range of collaboration aware tools that Wonderland provided. From a pedagogic perspective these offered significant utility.

 

 

	 
	Second Life
	OpenSim
	Active Worlds
	Project Wonderland
	Cobalt
	There
	Qwaq
	Forterra Olive

	Supported Platforms
	Windows, Mac, Linux
	Windows, Mac, Linux
	Windows
	Windows, Mac, Linux
	Windows, Mac, Linux
	Windows
	Windows, Mac
	Windows, Linux

	Level of Interactivity
	***
	***
	***
	****
	**
	***
	***
	****

	Custom Avatars
	Yes
	Yes
	Yes
	Yes
	Yes
	Yes
	Yes
	Yes

	Custom Animation
	Yes
	Yes
	No
	Yes
	Yes
	No
	No
	Yes

	Max. Number of Concurrent Avatars
	*****
	***
	****
	****
	 **
	**** 
	*** 
	*****

	Market Place/Economy
	Yes
	No
	No
	No
	No
	Yes
	No
	No

	Internal Web Browser
	Yes
	Yes
	Yes
	Yes
	No
	Yes
	Yes
	Yes

	Internal Web Browser (Flash Support)
	No
	No
	Yes
	Yes
	No
	Yes
	Yes
	Yes

	Internal Sharable Web Browser
	No
	No
	No
	Yes
	No
	No
	Yes
	No

	Shared Applications
	No
	No
	No
	Yes
	Yes
	No
	Yes
	No

	Modelling (In-World)
	Yes
	Yes
	No
	No
	No
	No
	Yes
	No

	Modelling (Externally)
	Yes
	Yes
	Yes
	Yes
	Yes
	Yes
	 Yes
	Yes

	Scripting
	Yes
	Yes
	Yes
	Yes
	No
	No
	Yes
	Yes

	Physics Engine
	Yes
	Yes
	Yes 
	 No
	Yes 
	Yes
	Yes 
	Yes 

	VoIP
	Yes
	No
	Yes
	Yes
	No
	No
	Yes
	Yes

	Media Support
	Yes
	Yes
	No
	Yes
	No
	No
	Yes
	Yes

	Database Support
	Yes
	Yes
	Yes
	Yes
	No
	No
	Yes
	Yes

	External Software Integration
	Yes
	Yes


	Yes
	Yes
	Yes 
	No
	Yes
	Yes

	Size of User Base
	*****
	***
	***
	**
	*
	****
	**
	*

	Size of Development Community
	*****
	****
	***
	**
	**
	***
	**
	***

	Directory Services Integration
	No
	No
	No
	Yes
	Yes
	No
	Yes
	Yes

	Private Servers
	Yes
	Yes
	Yes
	Yes
	Yes
	No
	Yes
	Yes


Table 1
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