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Background and Rationale

[bookmark: _Toc500517450]Introduction
Secondary education is defined as [1] “Students who are between 11 and 16 years old and are legally required to attend a secondary school in the UK. This stage of compulsory education is called “lower secondary. Upon completing lower secondary, students should be ready to start a job and take up vocational training, in or outside of the workplace. Alternatively they could go on to (upper secondary) or (sixth form), where 16-year to 18-year-olds prepare for university”.
Students within secondary schools are taught in a variety of subjects to bring a creative energy to a student’s school life, [2] these subjects include English, Mathematics, Science, History, Geography, Languages, Design and Technology, Art and Design, Music, Physical Education, Computing and Religious Education. Within key-stage three and within key-stage 4 each of these subjects are split into different categories like Core, Foundation and Arts subjects however only a few foundation and arts subjects can be chosen with the core subjects being all mandatory. Core subjects are English, Mathematics, Science and Welsh if you live in Wales.
[bookmark: _Toc500517451]
How does National Curriculum work?
[3] The National Curriculum is constructed in five Key Stages:
· Key Stage 1 – Reception and Years 1 to 2 - for pupils aged between 4 and 7 years old
· Key Stage 2 - Years 3 to 6 - for pupils aged between 7 and 11 years old
· Key Stage 3 - Years 7 to 9 - for pupils aged between 11 and 14 years old
· Key Stage 4 - Years 10 to 11 - for pupils aged between 14 and 16 years old, and
· Key Stage 5 - Years 12 to 13 - for pupils aged between 16 and 18 years old







[bookmark: _Toc500517452]Student participation during lessons
[4] “Classroom participation is a feature of many course designs. It can result in insightful comments and interesting connections being made by students, and can foster a high level of energy and enthusiasm in the classroom learning environment” as defined by the University of Waterloo.
Within a school environment there are many conditions that must be set to allow students to engage with both the teacher and its teaching material, without these conditions it makes it harder for the students to learn and have a comfortable environment to work and learn within. These conditions are as followed as promoted by the centre for teaching innovation Cornell University.
· [5] Students see value in course material, learning outcomes, and activities that they can relate to their own lives
· The course objectives/learning outcomes support students' interests/goals
· Learning activities provide opportunities to attain learning outcomes
· Assessments are fair and assess what they intend to
· Students are given choices
· Students experience the learning environment as supportive
· Students experience success in course activities and assignments
· Students know what to expect and what is expected of them














Teaching methods, technology and learning styles
During all types of education, students are subjected to different types of teaching methods that may or may not have an impact on a student’s learning, due to the advancement of technology in the recent years teaching has evolved and is capable of allowing more creative ways for students to learn however in certain cases students are still taught in the old ways such as chalk and talk.
[bookmark: _Toc500517453]Chalk and talk
Chalk and talk is a potent tool for teaching basic and artistic subjects. Students can watch the sources and example problems evolve and develop on the board in a simple sequence. Students can copy figures and text as notes, using the [7] "see it, hear it, write it down" method of learning. The strengths of the chalk board are that it is a very versatile tool, it is very reliable, it is inexpensive, and it doesn't require the faculty member to learn a complex software package. 
The disadvantage of chalk and talk in teaching [8] non creative subjects lies primarily in certain students disliking the entire process of writing down data from the board as most find it pointless and appear to not learn anything from it. As we look to technology to improve the traditional lecture, the focus should be on using technology to generate better data in the lecture and in the student's notes.


















[bookmark: _Toc500517454]Technology driven teaching
While some students are taught via the old method of chalk and talk, according to BBC news [9] “almost 70% of primary and secondary schools in the UK now use tablet computers”, and in some of these cases every individual student had a device. In terms of the advantages of using technology within an educational environment the technology helps promotes independent learning for the students therefore they are capable of learning on their own without assistant due to their familiarity with the technology on hand, in addition technology such as tablet computers have easy access to information thanks to the internet. The final advantage is that this technology promotes a new and exciting way for learning as it introduces content such as images, videos and other graphics. However it has its downsides.
Just as technology has its upsides it also has downsides however most are based upon the user rather than the systems themselves, [10] the disadvantage most commonly associated with technology like iPads and other computers is that students undoubtedly become lazy when studying as having large amounts of information at your fingertips can cripple a good work ethic which can then result in poor studying habits and in the worst case become to dependant on the features technology has for instance Maths questions can easily be done with an iPads calculator function which bypasses learning the method to the questions. A final disadvantage is the cost of buying and maintaining the technology as iPads are one of the most expensive tablet computers on the market.
[bookmark: _Toc500517455]Learning Styles
Learner styles help determine the style of learning that is best when dealing with new information. [11] There are four main Learning Styles that most people fall under.
· Visual (spatial): prefer using pictures, images, and spatial understanding
· Aural (auditory-musical): prefer using sound and music
· Physical (kinesthetic): prefer using body, hands and sense of touch when learning
· Multiple Intelligence: have aspects from the main three areas 
There are also a few secondary styles.
· Verbal (linguistic): prefer using words, both in speech and writing
· Logical (mathematical): prefer using logic, reasoning and systems
· Social (interpersonal): prefer to learn in groups or with other people
· [bookmark: _Toc500517456]Solitary (intrapersonal): prefer to work alone and use self-study


Technology used by students (11-16) 
In recent years the younger generation has come accustomed to using a variety of different technology both in personal and educational use. [12] “Students use technology to meet, collaborate and create content virtually. In many cases, technology helps students research subjects, share ideas and learn specific skills. Technology also helps students make valuable networking connections with others in their field of study”.
[bookmark: _Toc500517457]Tablet Computers
The tablet computer or tablet is a multi-fashioned mobile computer that fits in the hands of its users. These tablets have some functionality of a regular desktop computer without its power (in terms of its CPU and graphics card as they tend to be more powerful); tablets use app stores to download additional features to their tablets instead of installing via disks.
[bookmark: _Toc500517458]Mobile Smartphones
The newest technology type adopted by students is the mobile smartphone, [13] the smartphone is very similar to a tablet from the store this helps bolster the smartphone supply of features. The main advantage over using tablets is the decreased size that smartphone have to offer, smartphones are capable of being put into your pocket and carried around much more easily then tablets.
Students use a variety of different apps to communicate with each other as well as recreational use through apps such as games and social media. Students sometimes have problems with participation within a classroom environment due to anxiety. [14] These students when called in class get anxious, break eye contact and freeze up. Pupils may have been paying attention in the lesson and even know the answer, but their anxiety level becomes so heightened that they can’t answer. 
[bookmark: _Toc500517459]Laptops
[bookmark: _Toc500517460]The oldest technology is the laptop, the laptop is a much older system compared to its more mobile counterpart. [15] Laptops do have their own version of an app store but the amount it’s used by teenagers/students is outmatched by the newer tech like smartphones and tablets as they allow them to become more manageable.  the early days of mobile computing laptops were needed when dealing with word processing and other types of office work but now apps are able to perform the same actions with a few more niche features that are difficult to replicate on mobile platforms such as integration with programmes (Excel documents with databases or GIS systems).

Student Participation Tools
[bookmark: _Toc500517461]Electronic voting systems (EVS)
[18] “The use of electronic voting systems (EVS) in teaching at all levels is increasing as the technology becomes cheaper and easier to use. Although many educators initially take a cynical view of the educational value of such technology, many of those who use EVS express a very positive view of their experiences”. 
Electronic voting systems of EVS are one of the most useful student participation tools in current use; EVS is similar in nature to presentations and group work as these systems contain slides with questions where students use distinct tools to input their answers which are then shown on screen.
[image: Image result for electronic voting systems (EVS) in teaching][image: Response card for Electronic Voting System]


















 [17] EVS have the ability to bring students closer together by putting them into a competitive situation where they can develop their knowledge through competition rather than the normal speech based learning. Although EVS should be used as a learning tool students tend to find the devices comical and focus on the device itself rather than using it as a learning tool. The biggest drawback to be found in these systems is that they will usually be used with expensive equipment (response cards). These cards can be upwards of £60 each and since all students need one it cost too much for low funded schools to adopt this style of teaching.
[bookmark: _Toc500517462]

Presentation Tools (Prezi, PowerPoint)
[19] “Instead of telling a story slide by slide, conversational presenting can be achieved using a single space. This space can be explored in new ways each time, just like a digital map. Imagine your entire presentation laid out with an infinite variety of route combinations to get from Point A to Point B, or Point C, or Point Z.”
Presentation tools of old are quite rigid in how they work as they all tend to be ordered slides meaning that one-size-fits-all. With the inclusion of systems like Prezi presentations participation tools aren’t only limited to expensive technology, presentations allows for the creation of new and interesting ways of communicating information to students.
[image: Image result for students using prezi][image: Image result for prezi] 


[20] Presentation tools have mixed responses with many different educational institutes, some talk about the instance that students don’t absorb any information from quote “dull presentation techniques” that’s why the development of newer systems that help keep students interested and in turn keep them participated in the lessons. Many of the new systems have features and images that are bright and vibrant that animate, which is effective on smaller children and even teenagers. [21] The down side of these bright images and animations is that it tends to give many users and viewers motion sickness and the transitions from each area tends to be too fast for people to track.





[bookmark: _Toc500517463]Rationale for Study
While reviewing the technology that is used by teenagers (11-16) it was discovered that around 70% of teenagers primarily use mobile smartphones every day. This discovery has led the author to believe that the best platform to design upon is mobile (Apple, Android) using mobile technology in tandem with a computers superior power and viewable access that allows for the creation of a cross platform application. 
Current teaching methods within schools range from chalk and talk to some technology driven learning, however within most schools chalk and talk is still one of the most used method for teaching even within education institutes such as primary schools and university, the need for technological advancement within schools is a must to allow for a more complex understanding of what could be the most important job prospect within the future. Also with the discovery of different learning types the education tool that will be created will contain sources of information that allows for all types of learners to congregate information in a simple manner.  
These pupils would be more comfortable speaking through technology and that is why the author has conducted research based on the technology and has decided to produce an application that allows both an easy way of communication coupled with the addition of motivating students to participate within classroom time.
Therefore, the rationale for this research is to develop bespoke software, using cross platform functionality, to allow for greater participation in classrooms. The system will allow for easy connectivity between mobile phones and desktop computers for easy viewing for students.
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Aims, objectives and deliverables

[bookmark: _Toc381265752][bookmark: _Toc377593674][bookmark: _Toc500517465]Aim
[bookmark: _Toc381265753][bookmark: _Toc377593675]The aim of the project is to design, develop and implement software using Cross Platform Technology to create an educational tool to help educate and improve student contribution within lessons.
[bookmark: _Toc500517466]Objectives 
· [bookmark: _Toc377593676]To conduct a literature review to research and critically review: 
· The Educational structure
· Current EVS tools that are used in secondary education
· Student technology
· Learning styles and teaching methods
· To analyse the current educational system used by educational institutes.
· Develop a system, using cross platform system technology, based on appropriate knowledge gained from the literature review
· Understand student technology and why they use it
· View participation tools that are current and understand why education uses them
[bookmark: _Toc381265754][bookmark: _Toc500517467]Deliverables 
· Project Proposal 
· Project Plan
· Cross Platform System 
· Project Report 






[bookmark: _Toc500517468]Research Methodology 
[bookmark: _Toc381265756][bookmark: _Toc377593679][bookmark: _Toc500517469]Philosophy 

According to Stan Lester, [22] “Phenomenology is concerned with the study of experience from the perspective of the individual, ‘bracketing’ taken-for-granted assumptions and usual ways of perceiving. Epistemologically, phenomenological approaches are based in a paradigm of personal knowledge and subjectivity, and emphasise the importance of personal perspective and interpretation”.

[23] The reason for the authors’ choice of the phenomenological philosophy is:
· Larger and flexible arrangement that allows for changes within research.
· Answers to why and how questions, Example: being concerned with generating theories
· Phenomenology has a low budget with researchers
· Due to the project revolving around the effects on students who use education tools it makes the phenomenological philosophy that much more concrete in the theories that are capable of being researched and designed
· Generalizability is not crucial, since the focus is on a particular situation.
· The research area is complex, and has a variety of different outcomes depending on the research subjects
· The data collected will be qualitative data, i.e. predominantly words
· Research context in regards to human behaviour rather than scientific variables that are complacent in other works









[bookmark: _Toc381265757][bookmark: _Toc377593680]

[bookmark: _Toc500517470]Approach 
[bookmark: _GoBack][25] “Inductive reasoning begins with specific observations or real examples of events, trends, or social processes and progresses analytically to broader generalizations and theories based on those observed cases.” The inductive approach is also sometimes known as the bottom up approach as the examiners begin with observations and measures, they can then begin to detect patterns and regularities and strategise some tentative hypotheses to explore, as well as develop general conclusions/theories.
[24] As the inductive approach is vastly associated with the phenomenological philosophy, most of the reasons for its use are the same. Some other reasons include:
· Gaining an understanding of the meanings humans attach to events
· An understanding of the research context
· Collection of qualitative data
· A flexible structure to permit changes of research emphasis as the research progresses
· A realisation that the researcher is part of the research process
· Less concern with the need to generalise 
[bookmark: _Toc381265758][bookmark: _Toc377593681][bookmark: _Toc500517471]Strategy 
Zainal believes [26] “Case study method enables researchers to examine data within a specified context. A case study method selects a geographical area or a very limited number of individuals as the subjects of study. Case studies are utilized as a research method to investigate contemporary real-life phenomenon through detailed contextual analysis of a limited number of events, conditions, and their relationships".
In regards to a case study in software development, case studies are centered around a software engineering technology [27] (process, technique, method, tool, language) based on a broad understanding of one occurrence of use, obtained through extensive description and analysis of the instance taken as a whole and in its context.”
A case study is used as a part of the phenomenological methodology; therefore it shares many of the reasons for being used. Some others include:
· Research includes large amounts of fieldwork, using techniques like observations or interviews. 
· Broad investigation of single instances of a phenomenon of interest 
· Research includes why and how a technology is used
· Can  present data of real-life situations, they provide understandings into the detailed behaviours of topics
· Has High validity, captures the essence of the phenomenon, data is rich
[bookmark: _Toc381265759][bookmark: _Toc377593682][bookmark: _Toc500517472]

Time Horizon
[29] “Time horizon is defined as the length of time the investment is going to be held or made before it is liquidated. At the end of time horizon the investment is evaluated for performance and can also be compared to other investment opportunities with same time horizon for return on investment.” 
[30] “A cross-sectional study is intended to compare multiple population groups at a single point in time. Instead of collecting data over time on a single variable, a cross-section is framed, allowing a researcher to see differences among population subsets in several categories.” 
As the research must be completed within a strict time limit, a cross-sectional time horizon has been selected.
[bookmark: _Toc377593683][bookmark: _Toc381265760]
[bookmark: _Toc500517473]Data Collection Methods 
[31] “Quantitative and qualitative techniques provide a trade-off between breadth and depth, and between generalizability and targeting to specific populations. Quantitative data collection methodology such as a sample survey of high school students who participated in a special science enrichment program can yield representative and broadly generalizable information about the proportion of participants who plan to major in science when they get to college and how this proportion differs by gender.”
[32] Interviews and observations require significant effort both from the researcher and the subjects but have the advantage that the researcher can control what data is collected, how it is collected and in what form the data is collected.
Interviews and observations are vital in case studies as they provide a profound understanding of the phenomenon. 
The main data that will be recorded will be secondary data in terms of qualitative research. Data regarding to education can easily be found online within documents, lecture notes and governmental admissions.



[bookmark: _Toc500517474]Development Methodology
[bookmark: _Toc381265765][bookmark: _Toc377593687]
Extreme programming (XP) highlights teamwork. Executives, customers, and developers are all equivalent partners in a co-operative team. [33] Extreme programming uses a simple, yet effective environment enabling teams to become more productive. These teams self-organises around the issues to solve it as proficiently as possible. 
XP improves a software project in “five ways; communication, simplicity, feedback, respect, and courage”. Extreme programmers constantly communicate with both their customers and programmers. The design is also simple and clean. XP gives feedback by testing software starting on day one. It’s delivered to the system and customers as early as possible and implement changes as suggested.
[image: Agile flow chart][image: Image result for Extreme programing]

[34] The reason for the authors’ of extreme programming is:
· XP projects unanimously report greater programmer productivity when compared to other projects within the same corporate environment.
· Due to the need of changing functions throughout the applications XP is a good choice as its often accustomed to change


[bookmark: _Toc500517475]Resources and Planning 
[bookmark: _Toc500517476]People
· Knowledge Expert – John Williams– This person will provide all expert knowledge and test/critique the system.
· Project Supervisor/Sponsor – Jeanette Adams – This person will provide help and advice throughout the project.  
[bookmark: _Toc500517477]Application Packages
· Microsoft Word – This will be used to create all documentation for the project, e.g. literature review, data collection documents, user documentation, etc.
· Microsoft Project – This will be used for all project planning and control
· Oracle DFD Designer – This will be used for creating DFD during design
[bookmark: _Toc500517478]Programming Language

For this system to begin construction two separate application will be created one for the teachers personal use (to be developed using Visual Basic) and the students application which will be developed using Xamarin (An easy to use plug in designed for mobile application creation) this system will use C# as its language. To connect these two applications together a database will be designed that will be used by both mobile and desktop apps to allow for easy transport of the data between the two different applications.
[35] The tool will be developed using a combination of Visual Studio (for the interface) and Xamarin. I will there require Visual Studio accounts.
[bookmark: _Toc500517479]Ethical Issues
Considerations will be taken of:
· Sensitive data that will be collected
· The preparations for the security of data, participants and confidentiality
· The preparations for ensuring the anonymity of participants

[36] Actions to be taken: 
· Users must agree to contribute in this study. 
· If the researcher intends to use the data for other, purposes, it must be signed to allow contributors to choose if they participate
· Confidentiality and publication will be regulated in a contract between the researcher and users. 
· Companies may not know academic practices for publication and dissemination, and will therefore be informed. 
· Feedback, records of interviews and observations, must be passed back to the users.
[bookmark: _Toc500517480]Plan & Objectives
[bookmark: _Toc500517481]
[image: ]Research Submissions/deliverables
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Milestones 1: Project Proposal
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[image: ]
[bookmark: _Toc500517484]Milestones 4-5: Final Viva and Exhibition Board


[bookmark: _Toc500517485]



References / Bibliography
Please ensure all work is fully referenced and all references are academic, i.e. .edu, .ac, .gov, .org, and only reputable .com.
1. Internations.org. (2017). Secondary Education in the UK. [online] Available at: https://www.internations.org/great-britain-expats/guide/16127-family-children-education/schools-in-the-uk-16116/secondary-education-in-the-uk-2 [Accessed 12 Dec. 2017].

2. Gov.uk. (2017). The national curriculum: Key stage 3 and 4 - GOV.UK. [online] Available at: https://www.gov.uk/national-curriculum/key-stage-3-and-4 [Accessed 12 Dec. 2017].

3. HMC. (2017). The British Education System - HMC. [online] Available at: http://www.hmc.org.uk/about-hmc/projects/the-british-education-system/ [Accessed 12 Dec. 2017].

4. Centre for Teaching Excellence. (2017). Promoting Effective Classroom Participation | Centre for Teaching Excellence. [online] Available at: https://uwaterloo.ca/centre-for-teaching-excellence/teaching-resources/teaching-tips/assessing-student-work/grading-and-feedback/promoting-effective-participation [Accessed 12 Dec. 2017].

5. Cte.cornell.edu. (2017). CTI - Increasing Student Participation. [online] Available at: https://www.cte.cornell.edu/teaching-ideas/engaging-students/increasing-student-participation.html [Accessed 12 Dec. 2017].

6. Exley, K. (2013). Queens University. [online] Qub.ac.uk. Available at: https://www.qub.ac.uk/directorates/AcademicStudentAffairs/CentreforEducationalDevelopment/FilestoreDONOTDELETE/Filetoupload,432480,en.pdf [Accessed 12 Dec. 2017].

7. Carroll, D. (2006). Wayback Machine. [online] Web.archive.org. Available at: https://web.archive.org/web/20160304063531/https://www.asee.org/documents/sections/midwest/2006/Using_Technology_to_Improve_the_Traditional_Chalk_and_Talk.pdf [Accessed 12 Dec. 2017].

8. Hague, C. (2010). nfer.ac.uk. [online] Nfer.ac.uk. Available at: https://www.nfer.ac.uk/publications/FUTL09/FUTL09.pdf [Accessed 12 Dec. 2017].

9. Coughlan, S. (2014). Tablet computers in '70% of schools'. [online] BBC News. Available at: http://www.bbc.co.uk/news/education-30216408 [Accessed 12 Dec. 2017].

10. OccupyTheory. (2014). Advantages and Disadvantages of Technology in Education. [online] Available at: https://occupytheory.org/advantages-and-disadvantages-of-technology-in-education/ [Accessed 12 Dec. 2017].

11. Collins, M. (2014). Learning Styles | Home. [online] Uvu.edu. Available at: https://www.uvu.edu/learningstrategies/styles/ [Accessed 12 Dec. 2017].

12. Tausend, J. (2017). How Students Use Technology Outside of the Classroom. [online] EdTech. Available at: https://edtechmagazine.com/higher/article/2013/08/how-students-use-technology-outside-classroom [Accessed 12 Dec. 2017].

13. Lenhart, A. (2017). Teens, Social Media & Technology Overview 2015. [online] Pew Research Center: Internet, Science & Tech. Available at: http://www.pewinternet.org/2015/04/09/teens-social-media-technology-2015/ [Accessed 12 Dec. 2017].

14. Child Mind Institute. (2017). Anxiety in the Classroom. [online] Available at: https://childmind.org/article/classroom-anxiety-in-children/ [Accessed 12 Dec. 2017].

15. Fisher, B. (2015). Laptop Use in Class: Effects on Learning and Attention. [online] The Teaching Center. Available at: http://teachingcenter.wustl.edu/2015/08/laptop-use-effects-learning-attention/ [Accessed 12 Dec. 2017].

16. Auty, G. (2010). School Science Review issues released in ... - The Association for Science Education. [online] Ase.org.uk. Available at: https://www.ase.org.uk/journals/school-science-review/.../SSR336Mar2010p107.pdf [Accessed 12 Dec. 2017].

17. UCL. (2017). Electronic voting systems. [online] Available at: https://www.ucl.ac.uk/teaching-learning/digital-education/evs [Accessed 12 Dec. 2017].

18. Russell, M. (2014). Cite a Website - Cite This For Me. [online] Heacademy.ac.uk. Available at: https://www.heacademy.ac.uk/system/files/p088-russell_0.pdf [Accessed 12 Dec. 2017].

19. prezi.com. (2017). Conversational Presenting | Sales Dialogues | Prezi Business | Prezi. [online] Available at: https://prezi.com/business/conversational-presenting/ [Accessed 12 Dec. 2017].

20. Bbcactive.com. (2014). Using Prezi In Education. [online] Available at: http://www.bbcactive.com/BBCActiveIdeasandResources/UsingPreziInEducation.aspx [Accessed 12 Dec. 2017].

21. Creative Education Blog. (2013). Using Prezi in the Classroom. [online] Available at: http://www.creativeeducation.co.uk/blog/using-prezi-in-the-classroom/ [Accessed 12 Dec. 2017].

22. Lester, S. (2015). rgs.org. [online] Rgs.org. Available at: http://www.rgs.org/nr/rdonlyres/f50603e0-41af-4b15-9c84-ba7e4de8cb4f/0/seaweedphenomenologyresearch.pdf [Accessed 14 Dec. 2017].

23. Denscombe, M. (2007). Good Research Guide | Sampling (Statistics) | Survey Methodology. [online] Scribd. Available at: https://www.scribd.com/doc/52229934/Good-Research-Guide [Accessed 14 Dec. 2017].

24. Crossman, A. (2017). What's the Difference Between Deductive and Inductive Reasoning?. [online] ThoughtCo. Available at: https://www.thoughtco.com/deductive-vs-inductive-reasoning-3026549 [Accessed 14 Dec. 2017].

25. Citeseerx.ist.psu.edu. (2017). CiteSeerX — Unknown file type. [online] Available at: http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.102.4717&rep=rep1&type=pdf Lecture Notes [Accessed 14 Dec. 2017].

26. Zainal, Z. (2007). Case study as a research method. [online] Psyking.net. Available at: http://psyking.net/htmlobj-3837/case_study_as_a_research_method.pdf [Accessed 14 Dec. 2017].

27. McLeod, S. (2008). Case Study Method in Psychology | Simply Psychology. [online] Simplypsychology.org. Available at: https://www.simplypsychology.org/case-study.html [Accessed 14 Dec. 2017].

28. Citeseerx.ist.psu.edu. (2017). Cite a Website - Cite This For Me. [online] Available at: http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.666.9718&rep=rep1&type=pdf [Accessed 14 Dec. 2017].

29. MBA Skool-Study.Learn.Share. (2012). Time Horizon Definition | Finance Dictionary | MBA Skool-Study.Learn.Share.. [online] Available at: https://www.mbaskool.com/business-concepts/finance-accounting-economics-terms/11561-time-horizon.html [Accessed 14 Dec. 2017].

30. Apel, B. (2017). What is a Longitudinal Study?. [online] SurveyGizmo. Available at: https://www.surveygizmo.com/survey-blog/longitudinal-vs-cross-sectional-studies-whats-the-difference/ [Accessed 14 Dec. 2017].

31. Nsf.gov. (2014). AN OVERVIEW OF QUANTITATIVE AND QUALITATIVE DATA COLLECTION METHODS. [online] Available at: https://www.nsf.gov/pubs/2002/nsf02057/nsf02057_4.pdf [Accessed 14 Dec. 2017].

32. Jamshed, S. (2014). Qualitative research method-interviewing and observation. [online] National Institutes of Health. Available at: https://www.ncbi.nlm.nih.gov/pmc/articles/PMC4194943/ [Accessed 14 Dec. 2017].

33. Developer.epa.gov. (2017). Agile Frameworks – Scrum, Kanban and Extreme Programming – Developer Guidance. [online] Available at: https://developer.epa.gov/guide/templates-guides/agile/agile-frameworks/ [Accessed 14 Dec. 2017].

34. Bruegge, B. (2017). Applied Software Engineering. [online] Www1.in.tum.de. Available at: https://www1.in.tum.de/lehrstuhl_1/files/teaching/ws0607/Software%20Engineering%20I/L19_Methodologies_XP_and_Scrum.pdf [Accessed 14 Dec. 2017].

35. Webster, L. (2017). Xamarin App Development with Visual Studio | Visual Studio. [online] Visual Studio. Available at: https://www.visualstudio.com/xamarin/ [Accessed 14 Dec. 2017].

36. Research Ethics. [Lecture notes]. Research Methods Module, Neath NPTC College. [online] Available at: Moddle.com [ Accessed 14 Dec. 2017]



	ADAM MARTIN
	19



image1.jpeg




image2.jpeg




image3.jpeg
00060
X XEXC)
0006l




image4.jpeg




image5.jpeg
B  oonrdcptins | | @8 tomatces 8

soX

'POWERING T FUTURE OF SPACE EXPLORATION





image6.gif
Unfinished
Features

Most Irnpcv\anl
es

Ileranve

Planning
AProject
Heartbeat
Workin
Softwarg Honest

=y

Daily Communication




image7.gif
Extreme Programming
Planning/Feedback Loops

© J.Donovanwels




image8.png
Start
Wed 20/09/17

Task

(2 0e17

|Bod?

|'3Novi17  |04Pect7  |25Dect7  |15)an‘t8  (05Feb18  |26Feb18  |19Mar8  |09Apr18  |30Apr’i8

‘Add tasks with dates to the tmeline Ttmsne

©  wode + ToskName

~  Duration

Start < Fiish -

21Aug'17 | 255ep'17 30017 04Dec’7 | 08Jan'13 | 12Feb'13  19Mare | 23Apr18 | 28May'1s | 02Jul'ls

o
w

~

LSRRV RV VY

‘Work Placement
Established
Project research
agreed

Project proposal
submission
project proposal
presentation
project literture
review

Project application
Project final viva
Project Poster

15 days
11 days
37 days
Sdays

85 days
85 days

13 days
6days

wed Tue
20/09/17  10/10/17
Tue Tue
10/10/17  24/10/17
Tue wed
24/10/17  13/12/17
wed Tue
13/12/17  19/12/17
Tue sun

19/12/17  15/04/18

‘Tue 19/12/1" Sun 15/04/1¢
‘Sun 15/04/1¢ Tue 01/05/1¢
Tue 01/05/1¢ Tue 08/05/1¢

PdlM T W T F s s M T W T F s s M T W T F s s M T
—
—




image9.png
Task Name
Milestone 1- Project Proposal

Chapter 1- Background and Rational
Background and Rational
‘Aims and Objectives

Chapter 2 - Research Methdologi
Philospohy

Approach

strategy

Time Horizon

Data Collection

Chapter 3 - Development Method
Development Methods

Bibliography Formatting
Ethics Form
Upload Final Version

~  Duration

37days

15 days
1day

3days
3days
3days
1day

2days

3days

2days
3days

1day
1day
1day

17 090¢t'17 | 160ct"17
v St o Finsh o |Prede| T S W s T F

Tue wed
24/10/17  13/12/17

‘Tue 24/10/1% Mon 13/11/1
Mon Mon
13/11/17  13/11/17

Mon 13/11/1 Wed 15/11/1
Wed 15/11/1 Fri 17/11/17
Fri 17/11/17 Tue 21/11/1°
Tue 21/11/1" Tue 21/11/1
Tue wed
2/11/17 22/11/17

Wed Fri 24/11/17
2/11/17

‘Sun 26/11/1% Mon 27/11/1
Mon 27/11/1 Wed 29/11/1

‘Wed 29/11/1 Wed 29/11/1
‘Thu 30/11/1% Thu 30/11/10
Fri01/12/17 Fri01/12/17

230c17 300c’17  06Nov'17 13Nov'17 ' 20Nov'17 '27Nov'17 04Dec’17 11
M T s W s T F M T s W s T F M T s

I s
—]
m
—
—
—
m
[
—
[
—
m
m
m





image10.png
04Decl/  1ooDecls | 15fan 18 105Fedb 16 120Fed 16 1 19Mar 18 109Apr18 1 30Apr

Task Name ~ Duntion v Stat T W T F s s|M T W T F s s M T W F S s I
Milestone 2- Proposal Presentation 8 days Fri01/12/17 Tue 12/12/1
Contruct Presentation 3days  Sat02/12/17 Tue0s/12/1 | ml
Prepare Speaker Notes 3days  Tue0S/12/1Thu07/12/1:
Practice Presentation 4days  Thu07/12/1 Tue 12/12/1:
Milestone 3- R&D 85days  Tue19/12/1: Mon 16/04/1 e
Literature review
Secoundary School 2days  Thu21/12/1 Fri22/12/17 ]
National Curriculum 2days  Fri22/12/17 Mon25/12/1 m
Teaching Styles 2days  Fri22/12/17 Mon25/12/1 m
Learing Styles 2days  Mon25/12/17Tue 26/12/1: ]
Technology Used by students 2days  Tue26/12/1 Wed 27/12/1 ]
Particapation Tools 2days  Tue26/12/1 Wed 27/12/1 ]
System Analysis and Design
Design database structure 4days  Sat30/12/17 Wed 03/01/1 ]
Prototype Teacher App i15days  Wed 03/01/1 Tue 23/01/1¢ —
Prototype Student Mobile App. i15days  Tue23/01/1 Mon12/02/1 —
Connect both Via Database 10days  Mon 12/02/1 Fri 23/02/18 —
Continue Development 30days  Fri23/02/18 Thu05/04/1¢ ——
Test & Implement 8days  Thu05/04/1f Mon 16/04/1 —





image11.png
Milestone 4- Final Viva
Produce Presentation

Create Speakers Notes
Practice Presentation
Milestone 5- Exhibition Board

12days
5days
5days
4days
6days
6days

Mon 16/04/1 Tue 01/05/1¢
Mon 16/04/1 Fri 20/04/18

Fri 20/04/18 Thu 26/04/1¢
‘Thu 26/04/1¢ Tue 01/05/1¢
‘Tue 01/05/1¢ Tue 08/05/1¢
‘Tue 01/05/1¢ Tue 08/05/1¢




