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JISC Project Plan 

Overview of Project

1. Background 

M3 will explore the potential of Moodle, Microblogging (Twitter) and Second Life with 3 student groups to enable a comparative analysis of the integrated use of these tools and environments in 3 individual learning contexts. The first 2 groups will be aimed at language learning communities; one involving primarily face-to-face interaction, and the other learning at a distance online and potentially, on the move. The final group will be recruited from interested parties from Second Life and/or JISC communities. A particular focus will on the opportunity to develop intercultural skills. A Twitter plug-in (microblogging tool) will be one key deliverable of the project.

Current resources available to Modern Language teachers are one-dimensional and the M3 project will offer a 3-dimensional opportunity to engage with other students from other cultures. Internationalisation of education is becoming increasingly important, (Academy Exchange, Winter 2006), and the project will explore the added value that a virtual world could offer learners, particularly as one group of project students would consist of international students taught at a distance. 

The use of Second Life and Twitter, a microblogging tool, would act as a connecting intermediary between the virtual community and the Moodle community. There is evidence that technology has matured and that access to technology has increased to enable a pilot study, and that learner acceptance for this sort of teaching is increasing.

The M3 project can offer a means of keeping a virtual learning community connected through personalised delivery and contribution of content as shown in the diagram below.
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Figure 1: Keeping a virtual learning community connected

2. Aims and Objectives

The aims of the M3 project are to:

· Explore the use of social networking tools to create a ubiquitous and personalised learning environment.

· Build on current work within the Second Life (MUVE) community as a next generation emergent technology to create an immersive learning experience.

· Adapt an existing Moodle course to create a hybrid Moodle/Second Life solution that could potentially enable the transition to a course taught exclusively in Second Life.

· Adapt existing class activities and learning objects (LOs) for use with microblogging and the SL environment.

· Use microblogging, (Twitter), to enable a convergent technology to promote discourse within the learner community, and to enable participation through a variety of tools.

· Explore the potentials of the Twitter tool with a final community of learners based outside of language learning.
3. Overall Approach

Methodology 

The project uses the JISC Users and Innovation (U&I) Development model as the basis of project planning and organisation. The project had an initial research phase which determined user requirements and the feasibility of the technology. The project begins with the development of Twitter plug-in for Moodle and then initial internal testing. Following this the project will explore the use of Twitter, Moodle and Second Life with 3 separate sets of learners:

· First iteration – students studying for an MA in English Language Teaching and taking an option in learner autonomy. These students are professional teachers and will be using SL, Moodle and Twitter in the context of teachers learning about new technologies. 

· Second iteration – distance learning international students taking an existing short course acculturating them to academic life in the UK. 

· Third iteration – external and non-language related students recruited from the community of practice. 

After each phase, tools and activities will be refined for the next set of learners. 
Issues to be addressed include:

· Learner acceptance and perceptions of new technologies.

· Provision of support by central computing services in using SL as an accepted learning environment, including necessary updates and changes to the ‘standard desktop
’ for the School of Modern Languages. 

· Availability of both adequate technologies and data connections for distance learners. 

Scope and boundaries

· This project will not examine in depth the potential of Second Life (SL) to provide immersive learning.  M3 will not make comparative studies with other virtual worlds. 

· M3 will adapt and tailor an existing course (ArriveUK) to explore the potential of Second Life, Moodle and Twitter in providing a hybrid solution to a fully online course, and to explore the perceptions of a sample group of language teachers in using these 3 technologies. 

· The project will explore sample applications of Twitter within the course context of Arrive UK. The course will involve elements that are within the VLE (Moodle), and Second Life.  
Critical success factors for the M3 project are: 

· Student engagement in using the new technologies for all groups. 

· For the distance learning students, the ability to run the SL viewer and to have access to a broadband Internet connection. 

4. Project Outputs

Project outputs for M3 are expected to include:
· Emerge community collaboration on Twitter testing and use in education

· Emerge community collaboration on Second Life for learning

· Contribution of experience in using a convergent technology (Twitter) to act as a bridge between a virtual world (Second Life), and a traditional VLE.

· Project interim report

· Project final report

· Twitter plug-in for Moodle Virtual Learning Experience 

5. Project Outcomes 
The project aims to benefit the learning community by:

· Enhancing the online experience of a group of international students on a pre-arrival course by adding a 3D dimension to their language learning and acculturation to British academic life.  Dissemination of experience through the JISC community of practice, Higher Education Academy Language Learning and Area Students Subject Centre (LLAS) and Second Life/Twitter communities of practice.

· Introducing a group of learners taking a professional development MA to the educational potential of new technologies. (MA in English Language Teaching or Applied Linguistics, with an option in Learner Autonomy). Dissemination of experience through the JISC community of practice, Higher Education Academy Language Learning and Area Students Subject Centre (LLAS) and Second Life/Twitter communities of practice.

· Developing an appropriate convergent technology to offer learners a choice of communication tools that link their community of practice. (E.g. Twitter - a microblogging service, blogs, Moodle and the Second Life platforms. The tool will be available at Moodle.org and additionally at the Higher Education Language Learning and Area Studies Subject Centre website www.llas.ac.uk

· Supporting a learning community through the use of web 2.0 and social software.

· Learners will be able to optionally maintain contact outside of the Second Life or Moodle environments, for example whilst travelling. Dissemination of experience through the JISC community of practice, Higher Education Academy Language Learning and Area Students Subject Centre (LLAS) and Second Life/Twitter communities of practice.

· Examination of the potential application of next generation emergent technologies (in social media, ubiquitous computing and personalised environments) for education. Dissemination of experience through the JISC community of practice, Higher Education Academy Language Learning and Area Students Subject Centre (LLAS) and Second Life/Twitter communities of practice.
· Investigation of microblogging (Twitter) as an educational tool both as an integrated part of the M3 project and also in collaboration with the EMERGE community. ) Dissemination of experience through the JISC community of practice, Higher Education Academy Language Learning and Area Students Subject Centre (LLAS) and Second Life/Twitter communities of practice.

6. Stakeholder Analysis

A detailed stakeholder analysis can be found in Appendix B

7. Risk Analysis

According to research into 720 software project assessments by senior IT managers in 60 large companies undertaken with the Association Computing Machinery
, the 6 main risk factors in software development are:

1. Use of inappropriate methodology, 

2. Lack of customer involvement, 

3. Lack of formal project management practices, 

4. Dissimilarity to previous projects, 

5. Project complexity, 

6. Requirements volatility. 

The fit between the methodology and the project is the most important factor as this enables the project manager to manage and solve potential risks. The JISC U&I Development Model template has been used and adapted to ensure both alignment to the model and to enable full exploitation of the U&I model’s full potential.

M3 will ensure that the project lifecycle will involve an iterative cycle of development will continue to engage stakeholders at every stage of development from initial requirements development through to final evaluation of outputs. This should be iterative to enable adjustment of project outputs to meet user needs from the outset, for example as in an Agile methodology. The project will use a variety of formal project management tools to enable tracking and identification of critical project stages, for instance, task analysis, GANTT chart, critical path analysis. The technical requirements of the project are less likely to be subject to requirements volatility due to the Twitter Moodle plug-in remaining a standard identifiable output. The project emphasis is centred on user requirements, testing and evaluation in genuine educational environments with a variety of stakeholders and contexts throughout the project lifecycle.  

Change management will be effectively controlled throughout the project lifecycle through the use of the separate learning communities to feedback and inform project outputs. 

Other Risks

	Risk
	Probability
	Severity
	Score
	Action to Prevent/Manage Risk

	People 
	2
	3
	6
	Further refine project plan to allocate individuals to activities and identify critical path. 

Develop contingency plan to identify key people who can step in to support critical activities. 

	Students not engaged with technology due to lack of sufficient orientation and support
	4
	4
	16
	Develop training and support for students. 

Create activities engaging and relevant to the students interests.

Maintain presence for student support during project lifetime. Ensure project aims also match student goals.

	International ArriveUK students over subscribe to Second Life option for online course.
	1
	5
	5
	Divide students into several cohorts. Recruit new team members for orientation and classroom activities. Provide several orientation sessions. Run project as several groups. 

	Non adoption of Second Life option by International students
	4
	3
	12
	Create activities and incentives unavailable in the Moodle ArriveUK to encourage students in-world. Previous ArriveUK student to support the project as teaching assistant.  

	SL not available within School of Modern Languages 
	1
	5
	5
	School learning technologist is involved with ensuring that selected machines are supported and maintained for use with SL throughout the project. 

	Organisational
	2
	3
	6
	Clearly define roles and responsibilities from the start and agree upon a set of SMART objectives. 

Strong project management to prevent project drift, and ensure milestones are reached on time.

Adequate time for course relation materials to be developed. 

Develop project lifecycle to form basis of project plan.

	Technical
	2
	3
	6
	Open-source and social networking services for interoperability and maximum potential for re-use and longevity of outputs. 

Project technical team experience will ensure technical aims remain to plan. 

Adequate time for revision and retesting of outputs.

	Second Life bugs and downtime. Updates to viewer
	5
	5
	25
	Working with school learning technologist to ensure that the relevant software is installed. Avoiding classes at downtime as far as possible. Inform students of how to deal with technical problems. Ensure networks of communication are in operation for technical problems.

	Legal
	1
	4
	4
	Project IPR and copyright agreed at outset. 

	Dissemination
	1
	2
	3
	Dissemination activities will be co-ordinated with both the LLAS Subject Centre and JISC RSC Regional Support Centre. 

Dissemination via project website and existing CoP.


8. Standards

· M3 will not create any new standards for the E-Framework, but will create an adapter for an existing webservice and the Moodle Virtual Learning Environment. 

· Moodle is an open source virtual learning environment widely used among the education community.

· Twitter is a free for use microblogging service with a growing developer and user community including members of the education community.  

· Second Life is virtual world created by Linden Labs available free for use via the Second Life viewer. SL is currently being investigated by a large number of educators for its use in education. 
9. Technical Development 

The development of the plug-ins begins with the documentation on Moodle.org (the specific type of plug-in is called a “block”), and the writing of two “empty” Moodle plug-ins were written in PHP by copying the example code verbatim. The next step is to replace the plug-ins’ example “welcome” message with the Twitter content required for the project. Once these elements are coded, the plug-ins should work with the functionality required by the projects. They are then installed into Moodle by dropping them in appropriate folders in the Moodle server’s “blocks” directory, before refreshing the Moodle “Notifications” page. With the plug-ins installed, course administrators are able to add them to courses as they see fit. (See Figure 2). 

Figure 2: Diagram describing Twitter functionality within Moodle
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10. Intellectual Property Rights

Project outcomes and the Twitter plug-in will be freely available via the LLAS Subject Centre website under the GNU LGPL. The Twitter plug-in will also be shared freely via the Moodle.org web space. All project outputs will adhere to the JISC Open Source and IPR Policies.
Project Resources

11. Project Partners

M3 does not have official project partners but will be working with the School of Modern Languages, the JISC Emerge community, and Second Life communities.

12. Project Management 

The project team consists of the following personnel:

	Role
	Person
	Tasks
	Timescale
	% time
	Contact

	Pedagogic and project director
	Julie Watson
	Course materials development

Project management

Course evaluation

Project dissemination 
	Dec 07 to Dec 08
	5
	School of Modern Languages.  Building 65, Avenue Campus Highfield, University of Southampton, Southampton SO17 1BJ

Tel: 02380 59 7511

Fax: 023 8059 7508

Email: jw17@soton.ac.uk

	Senior researcher and project officer
	Ann Jeffery
	Lead researcher

SL mentor

SL environment developer

Project dissemination 

Tool testing 

Staff training 

User needs analysis
	Dec 07 to Dec 08
	100
	School of Modern Languages.  Building 65, Avenue Campus Highfield, University of Southampton, Southampton SO17 1BJ

Tel: 02380 59 7449

Fax: 023 8059 7508

Email: acj1@soton.ac.uk

	Technical developer Technical and project support
	Alex Frazer
Lisha Chen-Wilson
	Develop Twitter plug-in

Test Twitter plug-in
	Jan 08 to April 08
	10
	

	Head of Centre for Language Study
	Vicky Wright
	Project Advisory Board
	Dec 07 to Dec 08
	2
	School of Modern Languages.  Building 65, Avenue Campus Highfield, University of Southampton, Southampton SO17 1BJ

Tel: 02380 59 2281

Fax: 023 8059 

Email: vmw@soton.ac.uk

	Principal Learning Technologist
	Malcolm Fellows
	Project Advisory Board
	Dec 07 to Dec 08
	2
	School of Modern Languages.  Building 65, Avenue Campus Highfield, University of Southampton, Southampton SO17 1BJ

Tel: 02380 59 3978 

Email: M.Felllows@soton.ac.uk

	Director of the HEA Subject Centre for Languages, Linguistics and Area Studies
	Prof Mike Kelly
	Project Advisory Board
	Dec 07 to Dec 08
	2
	School of Modern Languages.  Building 65, Avenue Campus Highfield, University of Southampton, Southampton SO17 1BJ

Tel: 02380 59 3978 2191

Email: M.H.Kelly@soton.ac.uk


Training needs 

Training needs for the project will be centred on students and staff interacting with new Twitter plug-in for Moodle and Second Life. Existing materials and activities will be adapted to include these new features. The first phase students of the MA group will benefit from sessions, which will introduce them to Second Life and Twitter. Support materials and activities will available for orientation in real world format, Moodle and a specially provided Second Life environment. These materials will be reworked as needed for the second group of students who are comprised of the International Students on the Arrive UK course. 

13. Programme Support

The M3 project expects that the JISC Emerge community will form an essential part of programme support, and therefore does not have any specific needs from the programme manager. 

14. Budget 

The budget for the M3 project can be found in Appendix A

Detailed Project Planning

15. Workpackages

The summary workpackages and GANTT chart for the project are shown below. More detailed Workpackages, GANTT chart and a simple Hierarchical Task Analysis can be found in the Appendix B.

Figure 3: Summary GANTT Chart Mapping to Stages 3 And 4 of the U&I Model
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Figure 4: Workpackages and Deliverables according to U&I Model (Appendix B) 

	U&I Dev

Model
	Aim
	Objectives
	Deliverables

	Stage 1
	User needs & stakeholder analysis
	Preliminary paper-based research. Preliminary in-world research

Tools testing 
	Documentation identifying methodologies and previous user experiences, Results of questionnaires, Results of Cardenio project

	Stage 2
	Paper piloting and building 
	Adapt online course environment (Moodle VLE) and course content to accommodate SL activities
	Interfacing tools; Scope micro- environments in SL to host activities through development of existing SL location (SIM); 

	Stage 3
	Testing environment including physical integration of tools and integrated testing with users.
	Create and test plug-in for Moodle within VLE. Evaluation of project in 3 separate leaner contexts. 
	Revised VLE environment and course content; revised and developed and extended SL SIM Fully functional plug-in and tools

	Stage 4
	Deployment of outputs and management of change.
	Final analysis of project tools and materials using findings from all user contexts. 
	Final refinement of tools and materials; Completed Moodle plug-in


16. Evaluation Plan 

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

	April 08 to project end
	User acceptance 
	Does the technology engage the learner?

Is the technology relevant to the learner’s interests and objectives?
	Observation, interview, questionnaire
	Positive responses

	April 08
	Twitter plug-in usable by community
	Does the plug-in function as expected? 
	Testing internally and then with 3 groups
	Positive responses

	June 08
	SL availability
	Can distance students on Arrive UK course access SL?
	Questionnaire, observation 
	A number select the SL option and remain in-world for the duration of the course. 


17. Quality Plan 
	Output
	

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

(if applicable)

	Twitter tool
(Apr-Nov 08)
	Meets usage and HCI expectations
	Usability testing 
	Works to expected functionality
	M3 team

School of Modern Languages 
	Observation

User feedback 

	Twitter tool for teaching and learning
(Apr- Nov 08)
	Meets usage and HCI expectations
	Usability testing 
	Positive responses
	 JISC Emerge and wider communities
	Interview and discussion

Questionnaire

Observation

User feedback

	Twitter documentation
(Aug-Nov 08)
	Future users able to install successfully
	Usability testing
	Works to expected functionality
	M3 team

Moodle.org community
	User feedback

	Twitter plug-ins/blocks
(Apr-Nov 08)
	Future users able to install and develop for future use 
	Usability testing

Adequate documentation 
	Works to expected functionality
	M3 team

Moodle.org community
	User feedback


18. Dissemination Plan 

	Timing
	Dissemination Activity
	Audience
	Purpose
	Key Message

	Jan 08
	JISC Emerge Start up meeting
	JISC Emerge community
	To disseminate to Emerge community
	Project start-up and aims

	Jan 08
	JISC Emerge Start up meeting
	JISC Emerge community
	To find potential partners in the Emerge community
	Sharing and collaborating with Emerge projects

	Jan 08
	LLAS e-Learning conference
	LLAS conference participants
	To disseminate previous Second Life project and inform of new work 
	Experience of SL teaching projects to date and to inform of M3 project work 

	Jan 08 – Feb 09
	Websites, blogs, in world 
	Second Life community of practice
	To disseminate previous Second Life project and inform of new work
	Experience of SL teaching projects to date and to inform of M3 project work 

	Jan 08 – Feb 09
	Websites, blogs, in world and Twitter stream
	Twitter community of practice
	To disseminate previous Second Life project and inform of new work
	Experience of SL teaching projects to date and to inform of M3 project work 

	Jan 08 – Feb 09
	Moodle-org
	Moodle community of practice
	To disseminate Moodle plug-in or blocks 
	Share and disseminate Twitter plug-in for Moodle with the Moodle community. 


19. Exit and Sustainability Plans 

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

	Twitter plug-in/blocks
	Collaboration with Emerge community and as final stage teaching of project
	Upload in Moodle.org, llas.ac.uk and dissemination 

Fully working and tested service in School of Modern Languages Moodle VLE

	Second Life
	Continuing embedding of Second Life as a teaching environment both within SML and University. Collaboration with Emerge MUVE projects. 
	Upload project documents to the project website and to the LLAS website as applicable. 

	Moodle
	Moodle is already established as a delivery platform the ArriveUK course. 
	Moodle is already established as a delivery platform the ArriveUK course.

	
	
	


	Project Outputs
	Why Sustainable
	Scenarios for Taking Forward
	Issues to Address

	Twitter
	Open source, widely used and growing service
	Upload and make available to Moodle, Emerge and LLAS communities. 
	Lack of support and upgrades to bug fixes. These can be addressed by the wider community through Moodle.org

	Project documentation
	Publicly available after the lifetime of the project.
	Availability for future research projects
	Publicly available after the lifetime of the project. 


Appendices

Appendix A. Project Budget

Appendix B. Workpackages (Users and Innovation Development Model Template, Hierarchical Task Analysis, GANTT chart, Stakeholder Analysis)
Appendix A. Project Budget
	M3 Revised Costings December 2007
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	Apr07- Mar 08
	Apr 08- Mar09
	Total

	Directly Incurred 
	 
	 
	 
	 
	 

	Staff costs
	
	
	 
	 
	 

	Ann Jeffery
	100% 13 mts
	9,111
	25,225
	34,336

	Alex Frazer, Lisha Chen-Wilson
	
	
	 
	7,164
	7,164

	Totally Directly Incurred Staff
	 
	9,111
	32,389
	41,500

	Travel
	
	
	
	250
	750
	1,000

	Non staff
	 
	 
	 
	250
	750
	1,000

	 
	
	
	
	 
	 
	 

	Directly Incurred Total
	 
	9,361
	33,139
	42,500

	 
	
	
	
	 
	 
	 

	Directly Allocated 
	
	
	 
	 
	 

	Staff
	
	
	
	 
	 
	 

	Julie Watson
	5% 13 mts
	846
	1,903
	2,748

	Vicky Wright
	2% 13mts
	
	424
	954
	1,378

	Hugh Davis
	2% 13mts
	
	509
	1,144
	1,653

	Michael Kelly
	2% 13mts
	
	724
	1,630
	2,354

	Estates costs
	
	
	3,984
	8,964
	12,948

	 
	
	
	
	 
	 
	 

	Directly Allocated Total
	 
	6,486
	14,595
	21,081

	 
	
	
	
	 
	 
	 

	Indirect Costs
	 
	 
	14,735
	33,154
	47,889

	 
	
	
	
	 
	 
	 

	Total Project Costs
	 
	 
	30,582
	80,887
	111,470

	Amount requested from JISC
	
	15,385
	34,615
	50,000

	Institutional Contributions
	 
	15,198
	46,272
	61,470

	
	
	
	
	
	
	

	Percentage contribution over the life of the project
	
	

	
	
	
	JISC
	45%
	
	

	
	
	
	Institution
	55%
	
	


Appendix B. Workpackages

Workpackages (Users and Innovation Development Model Template)
Hierarchical Task Analysis 

GANTT chart

Stakeholder Analysis

M3 Users and Innovation Development Model Template (Workpackages)

	Stage 1

Issues:

Observation Activity
	Techniques
	Deliverables

	Use of information gathering techniques to investigate the use of  MUVEs  and MUVE technologies in teaching and learning, and in language learning specifically
 
	· Summary of finding on use of MUVES and micro-blogging tools for language learning through blog

· A project pilot (the Cardenio project) to evaluate Second Life as a learning environment 

· Independent research in SL to identify learning activities, community development, in-world tools  and useful aspects of interface 
· Initial in-world tool testing with some community input
	Documentation identifying data from observations:
1. Questionnaires

2. Cardenio project outputs
3. Conference paper on SL presented at LLAS 2007

5.  Training  of project team member through enrolment on  Boise State University course, USA  in Educational Technology in Teaching in SL as learner



	Issues: 

User Needs Analysis Activity
	Techniques
	 Deliverables

	· Identification of needs and problem spaces in relation to availability and access to technology for remote users, and users’ pre-existing knowledge of/ familiarity with SL, micro-blogging tools etc.

· Identification of activities supporting social networking and acculturation in SL
	Information gathering relating to:
· user learning context and user characteristics  by means of questionnaires given to a sample set of online course participants

	· Summary of findings from online course questionnaires 

· Findings from Cardenio Project identifying key aspects of   culture and language learning activity of independent learners in SL
· Summary of findings from Cardenio Project concerning SL activities facilitating acculturation and development of social networking skills. 

	Stakeholder Analysis Activity
	Techniques
	Deliverables

	A wider approach to the identification of problem spaces and issues. Looking at external constraints that may already be coming to bear on users or, through the application of scenario planning, identifying future issues.
	Stakeholder analysis – JISCNET template
	See separate sheet.

	Brainstorming Activity
	Techniques
	Deliverables

	Generation of ideas that may provide solutions to issues and problems surfaced during the earlier stages.
	Brainstorm of ideas to scope all aspects of project. 
· Gathering appropriate activities adaptable to M3  project

· Gathering ideas for learner activities that are of direct relevance to learners

· Discussion of issues arising from technology
	· Generation of ideas bank in blog

· Rough sketches of project HTA, GANTT, project tasks mind map

· Draft process models created

· Exploration of tool use for SL use for instance Twitterbox, and bloghuds.

· Project tools integration model for manner and mode of use 


	Stage 2
	
	

	Paper piloting Activity
	Techniques
	Deliverables

	Testing of ideas to identify their validity before commitment to any specific solution
	· Concept design – trialling and evaluation of SL activity scenarios for inclusion in online course/ scoping of how these would fit within the existing online course 
· Interaction design – scoping and testing of proposed interactions as a basis for engagement in SL activities
· Screen design – detailing ‘look and feel’  of in-house tools, mode and manner of use

	· A set of realisable SL scenarios for inclusion in online course;  mapping onto online course framework
· Refinement of ideas blog

· Refinement of tools strategy



	Building Activity
	Techniques
	Deliverables

	Technical build and modification of existing online course to accommodate
	· Adapt online course environment 

· (Moodle VLE) and course content to accommodate SL activities

	· Revised VLE environment and course content; revised and developed and extended NH SL SIM

Interfacing tools; scope and build 3D micro- environments in SL to host activities through development of existing SL location (SIM); develop plug-in for Moodle/SLoodle


	Stage 3

Testing Activity

Technical Integration Activity
	Techniques
	Deliverables

	Testing environment including physical integration of tools and testing with users. 
	Test plug-in for Moodle/SLoodle within VLE. 

	Fully functional plug-in and tools



	Pedagogic integration activity
	Techniques


	Deliverables



	Staged deployment of online course and tools in context with 3 different user groups
	· Tools testing with project team members and then 3 separate SL communities.

· Learner observation inworld and outworld

· In course communication 

· Post course questionnaire analysis
	· Fully developed support materials

· Detailed knowledge of learner experience/satisfaction 

· Detailed knowledge of teacher experience/satisfaction

	Analysis activity

Implementation of technology and practice Activity

Evaluation – Observation Activity
	Techniques
	 Deliverables

	· . Evaluate to determine the project outputs remain suited to teacher/learner needs?  Adaptation as required during and after each contextual integration.

· Implementation of the technology and practice in the context for which it was designed.

· Iterative evaluation of the effectiveness of the technology or practice in situ and moving onto making more observations. 
	· Tools testing with project team members and then 3 separate SL communities.

· Learner observation and communication inworld and within VLE 

· In course communication 

· Post course analysis

· Feedback to design stage to revise as necessary
	· Fully functional plug-in and tools

· Fully developed support materials

· Detailed knowledge of learner experience/satisfaction 

· Detailed knowledge of teacher experience/satisfaction

· Evaluate each context of tools use, compare and contrast at the project end.


	Stage 4

User Acceptance and Support Activity
	Techniques
	 Deliverables

	Deployment of outputs and management of change.
	· Change management will be effectively controlled throughout the project lifecycle through the use of the separate learning communities to feedback and inform project outputs. 

· Learner and teacher observation

· In course interaction with learners and teachers

· Post course questionnaires
	· Final refinement of tools and test 4 user groups

· Final refinement of learning materials and test project team and 4 user groups

· Final refinement of support materials with project team and 4 user groups

· Dissemination activities with SL and JISC communities for feedback 

· Final evaluation of course questionnaires and observations

· Final project reports
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Project GANTT chart

	M3 Tasks GANTT Chart
	2007
	2008
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	2009

	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	 
	Dec
	Jan
	Feb
	Mar
	Apr
	May
	Jun
	Jul
	Aug
	Sep
	Oct
	Nov
	Dec
	Jan

	WP 1 Moodle VLE
	STAGE 
	3
	 
	 
	 
	 
	 
	 
	 
	 
	 
	STAGE 
	4
	 

	Clone Moodle
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Add blog
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Add Twitter
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Create logins
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	WP 2 Twitter
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Scope plug-in
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Create plug-in
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Test plug-in
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Revise plug-in
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	WP 3 Students and  staff 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Train students and staff
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Create support materials
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Administer questionnaires
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Evaluate questionnaires
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Write case study
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	WP 4 Online course
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Adapt existing online activities
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Deliver course
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Evaluate SL activites 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Revise SL activities
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Evaluate course
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	PW 4 Dissemination
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Setup website/blog
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Run workshops
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Attend JISC events
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Inform SL communty
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	WP 5 Second Life
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Create environment
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Add Sloodle 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Add SL in-world tools
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Test Sloodle 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Test in-world tools integration 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	Revise tools and environment
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	WP 6 Project management
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 

	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 
	 


Stakeholder Analysis 

	Stakeholder
	Stake in the project
	Potential impact on Project
	What does the Project expect the Stakeholder to provide?
	Perceived attitudes and/or risks
	Stakeholder Management Strategy
	Responsibility

	Distance learners on an established online course
	A cohort of international students participating in a tutored, pre-arrival  online course in living and studying in the UK delivered by the University of Southampton. Aim of course: to prepare them for study in British HE sector and acculturate in terms of language skills, learning skills and culture-specific social skills. 
	High
	Full participation and evaluation of online course enhanced with SL component and micro-blogging tool
	Technological concerns – equipment/issues around access and speed of access  

Learning curve associated with training in use of new tools
	Involvement in user groups

Support provided by learning community, Second Life mentors, online resources and resources such as ‘machinima’ and in-world acculturation materials.
	Online course  tutor and SL mentor

	Learners on a face to face  university-based course


	A predominantly international group of postgraduate students in MAALLT (MA in Applied Linguistics for Language Teaching)
	High
	Trialling, usability testing and evaluation 
	Concern about potential for increase in workload

Learning curve associated with training in use of tools

Adjustment to use within a face to face environment
	Involvement in user groups

Support provided by learning community, Second Life mentors, online resources and resources such as machinima and in-world materials.

Support available via the institution
	Online course tutor, SL mentors and MAALLT course tutor 

	Independent online course developers or deliverers and/or online learners
	Part-time tutors and/or learners wishing to experience and/or explore the potential of the tools in other contexts of use. 
	High
	Usability testing and evaluation of individual tool components in different contexts
	Technological issues

Learning curve associated with training in use of tools


	Involvement in user groups

Support provided by learning community, Second Life mentors, online resources and resources such as machinima and in-world materials.

Support available via the institution

Independent learning online activities 
	Online course tutor, SL mentors

	Subject specialist tutors


	Tutors teaching subjects covered by the Higher Education Academy Subject Centre for Language Learning and Area Studies. This covers a range of subjects and topics such as different modern languages, intercultural communication, country or region- specific courses.


	High
	Usability testing and evaluation of individual tool components in different contexts; Potential trialling of course
	Technological issues – equipment/access

Learning curve associated with training in use of new tools

Pedagogic support
	Involvement in user groups.

Support provided by learning community, Second Life mentors, online resources and resources such as machinima and in-world materials.

Support available via the institution
	Project officer 

	Part-time tutors


	Tutors teaching evening classes, often peripatetic and in contact with students remotely.


	High
	Usability testing and evaluation of individual tool components in different contexts; Potential trialling of course
	Technological issues – equipment/access

Learning curve associated with training in use of new  tools

Pedagogic support
	Involvement in user groups.

Support provided by learning community, Second Life mentors, online resources and resources such as machinima and in-world materials.

Support available via the institution

Case studies 
	Project officer

	Full-time tutors


	Tutors teaching on language modules within Modern Languages at the University of Southampton and elsewhere. 


	High
	Course evaluation and testing through workshop participation and informal dissemination
	Technological concerns – equipment/broadband

Learning curve associated with training in use of new tools

Pedagogic support
	Involvement in user groups.

Support provided by learning community, Second Life mentors, online resources and resources such as machinima and in-world materials.

Case studies 

Support available via the institution
	Project team 

	Resource centre manager


	Managing independent learning resources for language learning suitable both for independent learners, and for full-time learning support.
	Low
	Advice on independent learning resources and activities, and independent learner needs.
	Interest in potential of new technologies to provide open access resources


	Involvement in user groups.

Dissemination activities
	Project team 

	Educational technologists


	Provide support and guidance for teachers in adoption of project tools.
	High
	Development of learning environment, support for tutors, training, innovation, guidance for tutors.
	Technological issues – equipment/access

Learning curve associated with training to use new tools

Availability of pedagogic support

Teacher support and resources needed 
	Involvement in user groups.

Support provided by learning community, Second Life mentors, online resources and resources such as machinima and in-world materials.

Support available via the institution
	Project team 

	Instructional designers


	Adaptation of Learning Objects and other online course elements to allow for addition of SL dimension; development of  SL dimension to bolt onto existing online VLE-hosted course


	High
	Adapt online course learning materials for MUVE and micro-blogging
	Technological issues – equipment/access

Learning curve associated with train9ng to use new  tools

Availability of pedagogic support
	Involvement in user groups.

Support provided by learning community, Second Life mentors, online resources and resources such as machinima and in-world materials.

Support available via the institution
	Project team 

	JISC community


	Potential adopters of new technology, potential developers of technology. 


	Medium
	Interest in project development; feedback on work undertaken.
	Sustainability, usability of tools, effective case studies and examples of use. 
	Dissemination at JISC & HEA events, workshop, conferences, journal papers.
	Project team

	HEA community


	Interest in case studies, good practice in teaching and technology. 


	Medium
	Interest in project development, feedback on work undertaken.
	Sustainability, usability of tools, effective case studies and examples of use. 
	Dissemination at JISC & HEA events, workshop, conferences, journal papers.
	Project team

	L20 research community


	Existing research community established through eLanguages-led  projects with a proven involvement in tool 

development over 3 years, e.g. JISC L20 and CLARET, Eduserv MURLLO


	Medium
	Interest in project development; feedback through workshop on tools in progress
	
	Dissemination at community related events. Potential scope for involvement of JISC SE RSC. 
	

	Employers


	Interest in transferable skills that can be taught effectively via a MUVE. Higher level social skills that can be enhanced through MUVEs are desired by future employers.
	Low
	N/A
	Learning not relevant to employer needs; Learners lacking essential skills. 
	Identify higher-level skills desired by employers and address the development of these via SL teaching and learning scenarios. 
	

	Comenius Centre
	Aims to promote language learning in schools and to encourage take up of language study at tertiary level.
	Low
	Dissemination  opportunities in schools and FE colleges. Needs analysis for school teachers. Potential for further project work in this sector. 
	Technical considerations in using online environments in schools. (i.e. access to SL Teen Grid and police clearance.)
	Identify key needs for teachers, technological and clearance issues. 
	Comenius Centre;Project team. 

	JISC South East Regional Support Centre
	Supporting local community of colleges and universities at both secondary and tertiary level.

University – aiding recruitment and retention of applicants for more vulnerable subject areas such as languages, and to learners in general
	Medium
	Dissemination within region; feedback and evaluation.
	Interest in educational technology in region and enabling sharing and dissemination across institutions.  
	Liaise with JISC SE RSC throughout the project life cycle.
	Project team, JISC SE RSC

	Younger learners
	Potential for the technology to engage younger learners in language learning.
	Low
	Learner needs and preferences identified with the support of the Comenius Centre SE. 
	Lack of access to technology; lack of interest in project aims; restrictions to access such as firewalls, Teen Grid. 
	Identify and  address barriers to future work; recognise preferences to engage learners. 
	Comenius Centre, project team, teachers


�Fetsherin l, and C Latteman, 2007, User Acceptance of Virtual Worlds http://www.fetscherin.com/UserAcceptanceVirtualWorlds.htm


� The university operates a policy of ‘standard desktops’ within the university with selected applications forming a profile for staff/students in university departments. 


� Tiwana, A and Mark Keil The One Minute Risk Assessment Tool � HYPERLINK "http://www.acmqueue.com/modules.php?name=Content&pa=printer_friendly&pid=239&page=1" ��http://www.acmqueue.com/modules.php?name=Content&pa=printer_friendly&pid=239&page=1�
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