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JISC Project Plan 

Before completing this template please note:

· The Project Management Guidelines have detailed instructions for preparing project plans.

· Please expand tables as appropriate.

· Fill in the information for the header, e.g. project acronym, version, and date.

· Prepare a cover sheet using the cover sheet template and attach to the project plan.

· This template is for completion by JISC funded project managers

· Text in italics is explanatory and should be deleted in completed documents.

· Please check with your programme manager before completing this form whether they would like to use a specially adapted template specific to your project.
Overview of Project

1. Background

Induction is a key factor in helping students acclimatise to Higher Education and in ensuring retention. However, induction activities – both formal and informal – regularly fail to address the needs of the diverse range of students entering university. Formal induction activities, such as library information search and evaluation skills, tend to be short and run in inflexible face-to-face slots. These activities are run at the start of the year so necessarily use tasks that are not contextualised for students, and for which they do not perceive a need at this time. Socialisation and orientation activities, which are commonly based around pubs and nightclubs, may not suit students from different backgrounds and cultures. 

The ARGOSI project will use an Alternate Reality Game (ARG) to support the student induction process, and aims to provide an engaging and purposeful alternative to traditional methods of introducing students to university life. Game-base learning has the potential to be used effectively in education to improve engagement when used appropriately and purposefully, and alternate reality games offer a cost-effective, low-fidelity gaming option, using established web technologies to create cost-effective and accessible content, with an ongoing narrative and visual theme to link the challenges into a coherent game.

2. Aims and Objectives

The ARGOSI project aims to develop and trial an Alternate Reality Game (ARG) to support the student induction process.

The project has four research objectives. These consider the issue of whether an Alternate Reality Game is an effective and appropriate medium for enabling students to:


1.
meet the intended learning outcomes of the library and information skills induction;


2.
create social networks during the induction period;


3.
improve their confidence in navigating the city and university campus;


4. 
engage in, and enjoy, the induction experience.

3. Overall Approach

The strategy we will use is one of rapid iterative prototyping and brainstorming supported using social software and occasional coordination meetings. Key issues to be address include:

1. Meeting learning outcomes with appropriate game activities.

2. Game content development.

3. Platform development.

4. Marketing.

Critical success factors include participation and engagement with the students, and staff; a robust and usable platform for delivering the game; successful evaluation of research objectives.

4. Project Outputs

The ARGOSI project aims to address the desired outcomes from this stage of the Users and Innovation development model.


1.
It will provide an integrated gaming environment, drawing together appropriate and relevant online tools (e.g. blogs, wikis, community-building software) to address identified user needs associated with the induction process. The software will be designed to be non-university-specific and a small-scale pilot will take place in Manchester and will be made available alongside the traditional library induction.


2.
It will provide an enhanced induction programme, providing students the opportunity to participate in an alternative model of learning during induction, and for a longer period at the start of the year.


3.
The technical aspects of the process model – how the services are coordinated to create the game environment – will contribute to the e-Framework and the semantic wiki as a Service Usage Model (SUM).

4.
Student involvement at all stages, and in particular student representation on the development team, aims to ensure that the user voice is heard throughout the project. The model of rapid iterative prototyping, testing with users, refining and testing supports the user-centred development of the software.


5.  A key output from the project will be a process model for the development of educational games of this nature, which can be shared with the community at large. In addition, the project will engage in collaborative activities with other projects in the JISC community and disseminate the project findings as widely as possible.


Key artefacts:

· Development artefacts (M1-M4)

· Game platform (including specification and source code) (M5-M10)

· Usability, testing and integration reports (M11/M12/M17)

· Marketing strategy and marketing artefacts (M13)

· Evaluation report (including raw data) (M15)

· Conference publications

Knowledge gained:

· Experience of implementation of piloting with students

· Understanding and experience of the process of designing the game

· Knowledge of the resource requirements for ARGs

· Understanding of the ARG development process

· Understanding of risks, benefits, and challenges of using an ARG in induction

5. Project Outcomes

The key outcome of the project will be increased understanding for the sector of how the use of an Alternate Reality Game can be used to supplement other induction activities. The outcome of the project will inform decision-making in other institutions about the benefits, risks, and resource requirements for such games. As a result the impact depends on the actual results of the project – at present there is almost no evidence available, making it difficult for institutions to judge whether such an approach is feasible, desirable or appropriate.

6. Stakeholder Analysis

	Stakeholder
	Interest / stake
	Importance

	Emerge UIDM community
	Applicability of UIDM model
	Low

	Students
	Participation in game
	High

	Staff
	Participation in game
	High

	Student support community
	Applicability of approach
	Medium

	Library community
	Applicability of approach
	Medium


7. Risk Analysis

	Risk
	Probability

(1-5)
	Severity

(1-5)
	Score

(P x S)
	Action to Prevent/Manage Risk

	Staffing
	2
	3
	6
	There is capacity within partner institutions that can be reallocated to cover gaps in resourcing.

	Organisational
	1
	3
	3
	The project team have worked together previously and have excellent working relationships.

	Technical
	1
	3
	3
	The environment has been designed to build upon mature technologies understood by the team; where problems arise, UoB have a large technical development team that can be drawn upon to add expertise.

	Partners
	2
	2
	4
	MMU and UoB have participated in several projects together in the past, and have mature processes for handling any issues.

	Low Adoption
	3
	3
	9
	It is entirely possible that usage will fail to take-off; in this case we have the options of (1) stopping the pilot and focussing on evaluation of why users did not engage and (2) working with users to identify a change of approach that we can rapidly implement within the pilot cycle.

	High Adoption
	3
	3
	9
	The pilot may be a victim of its own success; to address this we will consider limiting access to, and exposure of, the pilot. We also retain the option of bringing the narrative to an early conclusion to limit the total game support time.

	Student Engagement in Design Process
	3
	3
	9
	It may not be possible to engage students for the whole of the design period to engage in game development; in this case we will use other UIDM strategies (e.g. focus groups).


8. Standards

	Name of standard or specification
	Version
	Notes

	RSS
	2.0
	

	W3C Web Accessibility Guidelines (WCAG)
	2.0
	

	XHTML
	1.0
	


9. Technical Development

The development aspect of the project will use established development processes and practices of the IEC team. This involves: use of sources and version control using subversion hosted repository, central management of bugs and issues via trac. 

An agile approach will be taken through the use of product wireframes and quick prototypes. The general strategy is to re-use existing components, with lightweight integration. The Ruby on Rails platform will be used as the standard development platform, with Ubuntu as target server OS.

10. Intellectual Property Rights

All IPR for documents and reports will be vested in Manchester Metropolitan University, and all technical outputs will be vested in the University of Bolton. All documentation outputs will be licensed under a Creative Commons Attribution License v2.5; all source code will be licensed under an MIT-style open source license.

Project Resources

11. Project Partners

Manchester Metropolitan University: Nicola Whitton, Project Manager

University of Bolton: Scott Wilson, Developer

Oxford University: David White, Consultant

Brighton University: Katie Piatt, Consultant

University of Manchester: Pete Whitton, Artist

UKOLN: Adrian Stevenson, QA

A consortium agreement has been agreed and will be signed by end June 2008.

12. Project Management

The project is coordinated using a lightweight methodology involving activity “sprints” and coordination meetings. The project consortium is governed by a steering committee.

While the project is quite complex, there is a clear creative design process, and all staff involved are very experienced with high levels of commitment and motivation; this makes managing the project much easier. 

The project manager is Nicola Whitton, who spends approximately 25% of her time on project management.

13. Programme Support

No specific requirements at this time.

14. Budget

<Use the budget template and attach the project budget as Appendix A.  Explain any changes from the budget in the agreed project proposal.>
Detailed Project Planning

15. Workpackages

<Use the workpackages template to plan the detailed project work and attach as Appendix B.  Clearly indicate project deliverables and reports (in bold), when they are due, phasing of workpackages, and explain any dependencies.  You may also attach a Gantt chart, diagram, or flowchart to illustrate phasing.>

16. Evaluation Plan

<Indicate how you will evaluate the quality of the project outputs and the success of the project.  List the factors you plan to evaluate, questions the evaluation will answer, methods you will use, and how success will be measured.  Expand as appropriate on how you will conduct the evaluation.>

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

	Feb 09
	Outcome of pilot
	Students meet the intended learning outcomes of the library and information skills induction
	Video statements
	Qualitative analysis

	
	Outcome of pilot
	Students create social networks during the induction period
	Social network analysis of community site.

Reported participation in live challenges.

Survey with pilot group.

Focus group / student interviews / online video feedback.
	Synthesis

	
	Outcome of pilot
	Students improve their confidence in navigating the city and university campus
	Conduct survey with pilot group.

Focus group / student interviews / online video feedback.
	Synthesis

	
	Outcome of pilot
	Students engage in, and enjoy, the induction experience.
	Conduct post-experiential survey of engagement with pilot group and a control group.

Conduct survey with pilot group.

Focus group / student interviews / online video feedback.
	Synthesis; standardised engagement scale


17. Quality Plan

	Output
	Game Platform

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

(if applicable)

	July 08
	Reliability
	Unit and Functional Testing
	Test results
	SW
	Ruby on Rails built-in test harness results

	July 08
	Performance
	Automated performance simulation
	Minimum performance goal of 100 concurrent users with <5 sec latency
	SW
	JMeter

	July 08
	Usability
	Expert analysis
	Evaluation report
	NW
	

	July 08
	Accessibility
	Expert Analysis; automated testing tools
	Evaluation report
	NW
	


	Output
	Game Design

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

(if applicable)

	June 08
	Quality and difficulty of game challenges
	Paper piloting with students
	Observation log of student progress and interactions
	NW
	

	July 08
	Appropriateness to learning outcomes
	Expert analysis
	Mapping of challenges to curriculum objectives
	NW, RJ
	


	Output
	Research 

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

(if applicable)

	Feb 09
	Validity of findings
	Peer review
	Reviews
	NW
	

	Feb 09
	Readability of report
	Peer review
	Reviews
	NW
	


18. Dissemination Plan

	Timing
	Dissemination Activity
	Audience
	Purpose
	Key Message

	April 08
	Presentation at Emerge online conference
	Emerge members
	Initial project publicity and recruitment of interested partners
	This is the ARGOSI project

	April 08
	Workshop at JISC Next Generation Environments Conference
	Developers and Education Technologists
	Sharing ARGOSI idea with JISC community
	Learning games do not have to use high-end technologies

	Sept 08
	ALT-C
	Learning technologists UK/Europe
	Publicising ARGOSI
	GBL is an alternative way of engaging students in induction

	Oct 08
	ECGBL Paper
	Educational game designers / Europe
	Publicising ARGOSI
	GBL is an alternative way of engaging students in induction

	Oct 08
	Times Higher Article
	Higher Education Community UK
	General publicity and recruitment of additional partners
	ARGOSI is an innovative and exciting project

	Dec 08
	ASCILITE
	Learning technologists Australasia
	Publicising ARGOSI
	GBL is an alternative way of engaging students in induction

	Mar 09
	Journal article
	Higher Education practitioners
	Publicising research findings
	Project results

	Mar 09
	End of project workshop
	JISC community
	Publicising research findings
	Project results


19. Exit and Sustainability Plans

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

	Research Outcomes 
	Promotion and presentation of results
	Publications

	Game Platform
	Make available for download
	Deposit and archive

	Experience of game development and facilitation
	Benefits Realization project
	Benefits Realization project


	Project Outputs
	Why Sustainable
	Scenarios for Taking Forward
	Issues to Address

	Game Platform
	May be reused for other games
	Maintain codebase as open source package
	Level of demand sufficient to make worthwhile?


Appendixes

Appendix A. Project Budget

There are no changes to the original budget.

	Directly Incurred

Staff 
	March 08 – Feb 09
	TOTAL £

	Nicola Whitton, Project Manager, Research 3, 0.2
	£ 8,800
	£ 8,800

	Scott Wilson, Technical Consultant, Senior Lecturer 8,  0.2
	£ 7,800
	£ 7,800

	David White, Research 3, 5 days
	£ 1,030
	£ 1,030

	Pete Whitton, 15 days consultancy
	£ 4,500
	£ 4,500

	Adrian Stevenson, 5 days consultancy
	£ 1,500
	£ 1,500

	Rosie Jones, APT&C 8, 10 days
	£ 1,700
	£ 1,700

	Katie Piatt,  2 days consultancy
	£ 600
	£ 600

	Student honoraria payments
	£ 2,000
	£2,000

	Total Directly Incurred Staff (A)
	£27,930
	£ 27,930


	
	
	

	Non-Staff
	
	TOTAL £



	Travel and expenses
	£1,000
	£1,000



	Hardware/software
	£2,000
	£2,000



	Dissemination
	£2,000
	£2,000



	Evaluation
	£0
	£0



	Other 
	£500
	£500



	Total Directly Incurred Non-Staff (B)
	£5,500
	£ 5,500

	
	
	

	Directly Incurred Total (A+B=C)

(C)
	£ 33,430
	£ 33,430


	
	
	

	Directly Allocated
	
	TOTAL £



	Staff
	£
	£

	Estates (MMU RFTE 0.2, UoB FRTE 0.2, UoO 5 days)
	£ 3,100
	£ 3,100


	Other
	£ 
	£



	Directly Allocated Total (D)
	£ 3,100
	£ 3,100


	
	
	

	Indirect Costs (E) 
	£ 17,210
	£ 17,210

	MMU FEC-Non-Lab 0.2
	£ 8,200
	£ 9,700

	Bolton FEC TRAC 0.2
	£ 8,100
	£ 9,500

	University of Oxford FEC TRAC 5 days
	£ 910
	£ 910

	
	
	

	Total Project Cost (C+D+E)
	£ 53,740
	£ 53,740


	Amount Requested from JISC
	£ 50,000
	£ 50,000



	Institutional Contributions
	£ 3,740
	£ 3,740


	
	
	

	Percentage Contributions over the life of the project
	Partners

7%
	Total

93%
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Appendix B. Workpackages

	WORKPACKAGES 
	Month
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11
	12
	13
	14
	15
	16
	17
	18
	19
	20
	21
	22
	23
	24

	
	
	A
	M
	J
	J
	A
	S
	O
	N
	D
	J
	F
	M
	
	
	
	
	
	
	
	
	
	
	
	

	1: Concept development
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	2: Building
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	3: Testing
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	4: Integration & analysis
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	5: Implementation
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	6: Evaluation
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	7: Documentation
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	8: Dissemination
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	9: Project management
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

	
	
	


Project start date: 01-04-2008
Project completion date: 31-03-2009

Duration: 12 months

	Workpackage and activity
	Earliest

start

date
	Latest completion date
	Outputs

(clearly indicate deliverables & reports in bold)
	Milestone
	Responsibility

	YEAR 1
	
	
	
	
	

	WORKPACKAGE 1: Concept development

Objective: Develop the game concept
	
	
	
	
	NW

	1. Create and evaluate narrative structure and storyline / storyboard
	April 08
	June 08
	Storyboard and character sketches
	M1
	NW

	2. Develop challenges mapped to learning outcomes
	April 08
	June 08
	Challenges document
	M2
	NW / RJ

	3. Construct paper pilot challenges and test
	May 08
	June 08
	Test report
	M3
	NW 

	4. Technical components analysis
	April 08
	June 08
	Technical specification
	M4
	SW

	WORKPACKAGE 2: Building

Objective: Construct the game web elements
	
	
	
	
	NW

SW

	5. Finalise game specification
	June 08
	June 08
	Game specification document
	M5
	NW 

	6. Set up character and game sites
	June 08
	July 08
	Prototype game web sites 
	M6
	SW/PW

	7. Develop game challenges site
	June 08
	July 08
	Prototype Game challenges site
	M7
	SW/PW

	8. Develop story / entry portal
	June 08
	July 08
	Prototype Story site
	M8
	SW/PW

	9. Develop community site
	June 08
	July 08
	Prototype Community site
	M9
	SW/PW

	WORKPACKAGE 3: Testing

Objective: Carry out usability and functionality tests
	
	
	
	
	SW

	10. Unit and functional testing of challenges site
	June 08
	July 08
	Finalised challenges site
	M10
	SW 

	11. Usability testing of all sites
	July 08
	July 08
	Usability report
	M11
	SW

	WORKPACKAGE 4: Integration and analysis

Objective: Integrate and test components
	
	
	
	
	SW

	12. Install sites on production server
	June 08
	July 08
	
	
	SW 

	13. Link sites and conduct link checking
	July 08
	July 08
	
	
	SW 

	14. Configure and test access management
	July 08
	July 08
	
	
	SW

	15. Acceptance Testing
	July 08
	July 08
	Acceptance Test Report
	M12
	SW

	WORKPACKAGE 5: Implementation

Objective: Conduct the game
	
	
	
	
	NW

	16. Agree marketing strategy
	May 08
	Jun 08
	Marketing strategy
	M13
	SW

	17. Publicise to potential users
	Aug 08
	Oct 08
	
	
	NW

	18. Manage and facilitate the live game environment
	Aug 08
	Oct 08
	
	
	NW

	WORKPACKAGE 6: Evaluation

Objective: Assess research objectives
	
	
	
	
	NW

	19. Expert review of challenge to learning outcome mapping
	Jul 08
	Jul 08
	Finalised challenges / learning outcomes mapping
	M14
	NW

	20. Collect video feedback
	Oct 08
	Nov 08
	Video vignettes
	
	NW

	21. Social network analysis of community site
	Nov 08
	Jan 09
	Social network analysis data
	
	SW

	22. Data collection on participation levels
	Sep 08
	Oct 08
	Participation data
	
	NW

	23. Interviews and focus groups
	Oct 08
	Dec 08
	Draft qualitative findings report
	
	NW

	24. Post-experiential survey
	Oct 08
	Nov 08
	Survey data
	
	NW

	25. Research synthesis
	Jan 09
	Feb 09
	Research findings report
	M15
	NW

	
	
	
	
	
	

	WORKPACKAGE 7: Documentation

Objective: To document process and record actions
	
	
	
	
	SW

	26. Blogging the project development
	Apr 08
	Mar 09
	Project blog 
	
	SW 

	27. Production of design artefacts
	Apr 08
	Mar 09
	Artefacts in project repository
	
	SW

	WORKPACKAGE 8: Dissemination

Objective: Inform the community about the project
	
	
	
	
	NW

	28. Conference papers
	Mar 08
	Mar 09
	Conference papers (e.g. ECGBL) 
	
	NW 

	29. Journal publication
	Jan 09
	Mar 09
	Journal paper
	
	NW

	30. End-of-project workshop
	Jan 09
	Mar 09
	Workshop
	
	NW

	31. JISC programme events
	April 08
	Mar 09
	
	
	NW

	WORKPACKAGE 9: Project management

Objective: Ensure project success
	
	
	
	
	NW

	32. Produce project management reports
	Apr 08
	Mar 09
	Two brief reports, interim report, final report 
	M16
	NW

	33. Project meetings
	Apr 08
	Mar 09
	
	
	NW

	34. Manage student honoraria
	Apr 08
	Mar 09
	
	
	NW

	35. Setup project collaboration environment
	Apr 08
	Apr 08
	Project collaboration site
	
	SW
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