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Introduction 
Projects relating to the education sector tend to be highly complex to the extent that it is difficult to come up with a project that can be considered so complete that it would not need any more changes. The world has been changing so much that it is impossible to anticipate what would happen in the near or far future, particularly in regard to the role of technology in different aspects of society. Technology has taken up so many elements of society that most people across the world cannot spend a day without interacting with technology, with many depending on technology even on a day-to-day basis. The education sector has always been evolving over the years, whereby training and education were starting to adopt the use of technology over the past few decades (Buganová and Šimíčková 2019). While the virtual delivery system for information had become widespread, they were yet to achieve universal usage prior to the covid pandemic, which brought about far-reaching changes in this respect. The changes that the education sector underwent as a result of the pandemic relate to the fact that the pandemic made it impossible for the typical approaches to information delivery to continue. With this change, schools were forced to allow their employees to explore new approaches to teaching their students, which was achievable through virtual delivery systems. 
Project Background 
The virtual delivery system is meant to minimise the dependence that schools have on face-to-face education systems so that their employees can learn remotely from anywhere in the world. Once an effective virtual delivery system has been implemented, it should be possible to replicate the system for different organisations in different contexts, whereby the system can be used to educate people of all ages in all disciplines. The evolution of the education sector has been vital in providing learners with the tools they need to acquire more knowledge without depending on the need to travel to their schools. The education sector has learned from experience that remote learning can be an excellent tool, and any organisation that develops an effective virtual delivery system can be instrumental in introducing even more improvements to the education system. The changes in this respect relate to being able to scale the virtual delivery system exponentially for the benefit of as many learners and their teachers as possible because such a system is meant to be all-encompassing (McGalliard and Wilson, 2021). The project is meant to enable a school to develop and implement enhancements to basic virtual delivery systems, including introducing new ways of connecting students to their teachers. The system should also allow for continuous improvements that may include the introduction of new technologies to the learning process as long as they are beneficial. 
Project Scope 
An eLearning system has considerable potential to lose its scope due to the varying and highly nature of the ways in which the system can be implemented and applied in different educational contexts. The project scope for the virtual delivery system should be limited only to eLearning, whereby at no time should it include information and features that could disrupt students from the learning experience. The focus of the system should entail identifying the needs of the students and what the education system expects of the learning experience, after which the focus should be on implementing a system that supplements the learning experience (Khan 2006). The project will be limited to establishing both the hardware and software basics of the virtual delivery system, which can then be tailored later to meet the specific educational needs of the students. With such a system, the project team will focus on purchasing or licensing hardware like servers, networking equipment, and software that is supposed to run in the system. The development of such a system is highly complex because it needs to be unique enough to handle different learning contexts, but it also needs to be simple enough that it can be personalised for different contexts. The project team would need to be able to understand how to design a generic virtual delivery system that should apply to any learning environment. 
Budget Assumptions 
Purchasing or leasing technology for use in any context is a highly costly venture, especially if the goal is to have the best possible technology that will give an acceptable experience for all users. In regard to hardware, the assumption is that the system will need a server system that should cost at least a few tens to hundreds of thousands, as this is the only way to acquire a system that can serve tens of thousands of students and teachers at the same time. Considering the high cost of purchasing and maintaining server hardware, an alternative approach will be to take a cloud computing approach in which a company like Amazon, Google, or Microsoft can be used for their AWS, Google Cloud, and Azure cloud computing services. The main advantage of these sources is that they cost a few thousand per year and can be instrumental in enabling the organisation to cut their costs (van den Eeckhout, Maenhout, and Vanhoucke 2019). Due to economies of scale, the companies' IaaS, PaaS, and HaaS services are highly affordable compared to purchasing the hardware. In regard to software development, the project team can spend as many as 12 months developing the software first-hand, or it can outsource to specialists firms that have developed virtual delivery systems in the past. Based on the complexity and costs associated with using technology, outsourcing will best serve the budget, but if monetary concerns are not an issue. The organisation can spend more of its money on developing the system first-hand. 
General Project Assumptions 
The main project assumption is that the virtual delivery system will always be in demand, whereby the expenses used in developing the system will be justified once the system has been sued in the long term. Even if it will cost the institution considerable amounts of money in developing the system, the assumption is that the expense will be justified based on the benefits to be had from delivering knowledge to students. Another assumption is that the system will not be too complex to develop as long as the parameters of operation of the organisation will be understood at the start of the project. The project’s initiation will require that research be done on how best to implement solutions like tailoring each of the elements of the project to meet specific needs. The project is assumed to be effective, but the effects may be limited by the fact that the learning environment is always changing, as indicated by the disruptions caused by the covid pandemic (Korytárová and Hromádka 2021, Mazzarino and Turatti, 2018). The assumptions that the project will succeed are justified because the education system is not limited in any way, and it can evolve to meet the expected needs. With such a positive perception, the only thing the system would need to do is remain updated, as the education sector always has evolving needs that are difficult to match. 
Project Constraints 
The main project constraints that may even prevent it from succeeding are the costs associated with the purchase of hardware and the development of software that can be used in the real world. Technology is costly to obtain and use in the long-term, as the technology is expensive to buy, but it also requires considerable investment to maintain and keep it up-to-date. In this case, before the team can work on the project and come up with an outcome that is useful for all involved stakeholders, it needs to have sufficient funding to purchase all the necessary technology and hire the best possible talent. In addition to the cost constraints, the technology may be met with inertia that may prevent the adoption of the technology by teachers and students, among other stakeholders (Zou, Wu, and Zhang 2020). When new software is developed, there is always a learning curve that can prevent people from being able to use the hardware unless they undergo training. Even more complex is the idea that many may not even be willing to undergo the training, which will prevent the project from succeeding in any way as people may outright refuse to use it. Considering that using a virtual delivery system also expects users to have terminals like laptops, desktops, and other computing devices to use the virtual delivery system, it may be difficult to get them to spend more money to use the newly developed technology. 
Stakeholders and Their Involvement 
A virtual delivery system has a wide range of stakeholders that had to be considered by the project team to ensure that the project was implemented in accordance with the needs of existing stakeholder groups. The most important stakeholders include the students who will eventually use the system once it has been complete, whereby although they are the most important stakeholders in the system, they are still the least involved in the design. As such, the other involved stakeholders need to take careful care when implementing the system because they are dealing with a vulnerable group. Students tend to hold little to no power in the education system, but the education system is designed to serve their interests, such that stakeholders like teachers, parents, and the project group are less important relative to the students. Nevertheless, considerations still have to be made for stakeholders like the learning institution that has sponsored the project, as the funding is what makes the project possible (Pellizzoni et al. 2020). Teachers are involved in the project because their input is needed to introduce improvements and changes to the project based on their needs. In addition, the teachers understand the education system the most, and their ideas can be used to enhance the virtual delivery system to make it more effective and efficient. 
Organisation Structure and Roles and Responsibilities 
At the top of the reporting hierarchy is the institutional board of governors, who are responsible for authorising the project and setting aside funding for every aspect of the project planning and implementation. However, the project team does not necessarily report directly to the board, whereby it reports to the school administration in regard to any progress that has been made on the project and any existing challenges. The project group then has its own hierarchies that make it possible for the project to be implemented accordingly, including the internal reporting mechanisms that streamline the project. For instance, the group has a leader, with the group leader being responsible for the activities of all the other team members based on their allocated roles. The team leader allocates responsibilities to the team members. Each of them has a role to play that is specialised based on his or her technical qualifications based on the project (Iqbal et al. 2019). The software engineers in the group are responsible for figuring out how the software for the project will be obtained and used, regardless of if this will mean inhouse development of the software or outsourcing. The hardware and networking specialists will have different roles relating to these aspects of the project, and they all will have to report to the group leader on the progress in regard to their part in the overall project. 
Project Control Mechanism 
For a project like a virtual delivery system, the control mechanisms are relatively straightforward because they entail deliverables that can be quantified using existing real-life technologies. An important advantage of technology is that progress can be tracked automatically because deliverables can be observed directly or indirectly depending on the technology in consideration. For instance, if hardware must be purchased for the project, there are no negotiations in this respect, and the project needs to be easy to measure because each item is purchased directly from a vendor. The visibility of the technology makes control relatively straightforward, but there are aspects that are much more difficult to control, including the software aspects of such a complex project (Chan, Sen, and Genfeng, 2019). There are no physical indicators for the software aspects, but progress can still be tracked based on the changing functionality of the project considering its eventual outcome. In this case, the progress of the virtual delivery system can be quantified by using values related to how complete it feels based on what it is expected to do in the long term. The process is challenging and gradual, but it can be implemented in a way that should be beneficial to all of the involved parties in the project, including considering the ease of use for students. 
Reporting Framework 
The reporting framework is based on the relationships among the different stakeholder groups, whereby the reporting framework is based on each group's role in the project itself. The starting point of the porting process is the project team members, who will include the people who will be directly involved in coming up with a plan for the project and implementing it. The team members will be authorised to hire third parties to perform various roles like developing the software, whereby these third parties will report to the team members who were ventral in hiring them (Singh and Sittig, 2020). The team members will then report to the hiring team leader, whose primary responsibilities will be to ensure that the project is completed as expected and as defined in project parameters. Project parameters will be set at the start of the project, whereby at this stage, the group will define what it will mean for the project to be completed based on different expected variables. The variables will be non-negotiable unless the project faces unexpected challenges that may prevent the project from being completed and addressed as expected in the long term. The project team will then report and consult with the other stakeholders, including school administration, teachers, parents, and others depending on their stake in the virtual delivery project. 
Project Planning with Milestones 
The first project milestone will be the plan that will need to be developed to give the project a chance to be successful, defining the budget and other important project variables. The other milestone will be the purchase of all the necessary hardware, whereby the project team will need to obtain this technology whether it will be purchased, rented, or leased in the long term ‘. The next milestone will entail the development of the software within a defined timeline, whereby it can be done in-house or can be developed by third parties that will be hired by the team members (De Lessio, Wynn, and Clarkson, 2019). Once these milestones are met, it will be possible to test the system's functionality and make changes accordingly depending on expectations and feedback from various stakeholders. 
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