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[bookmark: _Toc99293697]Abstract
In this proposal the project idea is introduced, discussing what will software development will be required, and outline the fundamental research required for the  successful implementation of gamification. The project is to provide a platform that will allow end users the ability to connect their fitness trackers to the system, and then once they record their activities to the system they will generate experience points that will be used to gamify their experience by implementing a form of anonymised leader board, badges and provide them with rewards for their activity that they can spend their experience points on. 

[bookmark: _Toc99293698]1. Introduction
Physical health has been on a decline for a long period in society, by rewarding activity it could promote people to become more active. Incentivised participation is a large part of every-day life, and many people seek some form of reward for their hard work.  
Incentives may inspire higher thresholds of activity and by building a platform that can reward the users based on the level of activity tracked, rewards can be allocated based on the amount of activity recorded, this could be supplemented with aspects of gamification. 
Gamification has been seen in many aspects of life since the topic was brought to public attention, the premise when implemented effectively has been seen to have a large impact on the level of engagement. 
Achieving a high level of engagement is the major goal as it will ultimately help people to become healthier and to achieve this goal an element of gamification will be implemented. Gamification has been shown to entice a very high level of engagements as it adds the fun elements of games to monotonous tasks to turn something that is usually seen as a not very fun into something that feels rewarding. Designing the platform with an idea of how potential end users will engage with the platform will allow for the effective implementation of gamification. Collecting potential user feedback early will allow for the acclimatised shaping of the development. With these factors considered, the aspired gamification will make end users invested in their fitness and aim to push themselves further than they would without the platforms incentives and end users should feel that their effort is being rewarded and visualised in an easy to digest manner. 
To develop a platform of this nature, many considerations must be made to the design and theory behind the idea, and a large amount of research will be required into the relevant areas to ensure an effective implementation. The research will be very broad and to outline the key areas to be researched a preliminary investigation must be carried out. The preliminary investigation will cover the elements of gamification, the software requirements and ethical limitations that exist and how to adhere to these ethical policies to complete the proposed project. 
Software design will fall into several categories, working from the server architecture to the design of the data warehouse, the front-end server and the data pipeline for the extract transform and load features.  
The server software design must have 3 key aspects, it must be robust that can scale with large amounts of users. The design must have considerations to efficiency when processing vast volumes of data as the platform will allow for the collation of data from many different smart devices, and then data captured from the devices or collected through the platform must be processed and stored in the data warehouse.  The design of the API must adhere to the stateless philosophy set out by the principles of REST [1], and the design of the server architecture must put security above all else. 
The data warehouse will require the server to implement the standard crud operations for interacting with the data, but to secure these with a token-based authentication model [2] will allow for a stateless operation by utilizing middleware that verifies the token, removing any requirement for a session-based connection. 
Gamification by nature will have some form of levelling up, this will require designing a system for allocating experience based on recorded user activity. For the experience elements of gamification to be implemented, calculations will be required on the server when activity is recorded. To calculate this with a large volume of users will be very resource intensive so to counter this the process will need to be distributed over batches. 
The front-end server will be a key player in collecting data, serving data to the participants, and acting as a portal for the users to register their devices and general engagement with the platform. The solution will be required to be robust, to handle the flow of users. Stable, maintaining a high level of availability and portability, working seamlessly across devices. 
The front-end server must be visually appealing, using a range of bright vibrant colours that stand out and give a vibrant feel to the interface but not interfering with user experience concepts, such as adhering to the 60-30-10 guidelines [3]. 					            Effectively serving relevant data to the websites users will require elements of data visualization, when implemented users will be able to see the impact of the platform and will be great for motivation by showing improvements. The visualisations will also be beneficial for seeing how activity levels have increased through engaged participants.
This project will be beneficial for all engaged participants as it will reward them for their time, encouraging them to get fit and ultimately increase their health and wellbeing. With the recent pandemic there has been a severe decline in health in people across the world, where generally people have not been outside and exercising very much, and this is a dire reality that needs something to aid the transition back to normal life.  
Statistics suggests that 60% of children who are overweight prior to puberty will be overweight in early adulthood [4]. In addition to this ‘The Welsh Health Survey in 2014 reported that 38% of the nation is being active for less than 30 minutes a week [5] and this was before the pandemic. A solution such as incentivised participation in physical activity is a form of preventative medicine, aiming to stop health complications such as obesity by providing the remedy before the health concerns become solidified. 
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[bookmark: _Toc99293700]2.1 Introduction 
In this literature review a thematic approach was taken to investigate the individual areas of the platform. The platform concept itself is quite unique and finding relevant literature that covers all aspects of it are sparse, by following a thematic approach it will allow for an investigation of the individual core areas that are required for completion. 
[bookmark: _Toc99293701]2.2 Literature review main 
[bookmark: _Toc99293702]2.2.1 Gamification
Gamification is a revolutionary approach to increasing engagement and improving morale by adding a new spin to monotonous tasks. It is described as “gamification is the use of game design elements in non-game contexts” [6] the quote is widely accepted as the most fitting description of Gamification.
Gamification will be a major factor in promoting participation, alongside providing incentives for achievements. The typical approach of gamification is to provide points, badges, and leaderboards to motivate productivity [7], this can be seen as positive feedback or positive reinforcement. This approach has been seen as very effective when implemented correctly and is being seen in many parts of Western culture, ranging from schools to governments and businesses, everyone wants to jump on the bandwagon [8].
Gamification relies on the engagement aspect to connect with the target audience and get them invested in the use of the service. Engagement is a term that indicates the connection between a consumer and a product or service [9], Zichermann and Cunningham went on to derive a series of metrics for measuring engagement and these metrics are recency, frequency, duration, virality and ratings. These metrics are amalgamated as engagement score [9], this suggests that the engagement of the user and the platform is the most important aspect for user retention another key aspect that can be taken from gaming is that a good game is challenging and an engaging game will often have clear, actionable and attainable goals combined these factors will push us to the edge of our abilities and this causes peek motivation, interest and creativity [10]. 
Gamification when looked at in the context of the outlined platform that will be designed, requires repeated engagement with the platform to ensure benefits are gained. Gamification will also allow for the efforts of the participants to feel meaningful by painting them in a larger context such as how they are benefiting their lives. A typical engagement with the platform will begin with the user creating a profile that can be used to monitor and measure their activity against their peers, and this creates value by engaging in processes and interactions in online and real-life environments [11]. This provides a platform for social interaction and physical activity in a social context by using the platform as a mediator. Gamification has also proven to be an effective way of organizing large groups of people, directing them with a set of rules of engagement, such as what to do and when to do it. 
The study of Gamification in the context of physical activity has been providing promising results in building and maintaining positive health behavior and an improved well-being, in the participants [12]. Platforms such as Nike+ [13] and zombies run [14] had been proven to be quite popular gamified physical activity experiences [15]. 

[bookmark: _Toc99293703]2.2.2 Software design 
When choosing the right software for a task, you must first understand the requirements of the system that you are designing and the limitations of the technology available. When designing a server architecture, considerations should be made at the kind of load it may face, and how intensive the tasks will be.  When these factors are thought out the choice becomes clearer. If the requirements of the server are pressing for computationally heavy tasks a clear choice would be an architecture that can interact with the hardware more effectively, typically a framework that uses a compiled language will have higher scalability such as the Java spring framework [16]. Spring allows for threads to be launched for each server interaction with no requirement for the task to be completed to progress, whereas the JavaScript framework express [17] may be easier to use and faster to get a working server, but each task is run in a sequence making it more suitable for smaller less computationally intensive tasks.
When designing the front-end interface there are many factors to consider, such as security, user experience, user interface design and others. There are frameworks available that factor in all these considerations and counter the common plights of web design effectively, choosing the framework itself becomes more trivial as the big names all share similar functionality but differ in the way they implement it [18].  The key players in web frameworks are Angular, Vue.js and react, each a framework built in JavaScript or an abstraction of it, i.e., typescript and that they tackle common problems such as cross site scripting at their core. 
The storage of the data will benefit from a structured approach, utilizing relational model will be beneficial when working with this volume of data, and performing analytical queries. Due to vast amounts of data coming from many different sources a form of data warehouse will likely fit the requirement for storage, utilizing systems that can handle the scale of the application. 
Research will be required into the available hardware for tracking physical activity, the devices ideally should be smart, allowing for an internet connection for syncing their data with their provider, as typically a smart device such as a Fitbit will have a means of syncing their data with Fitbits provided server, in Fitbits case it allows for the users to authorize third party applications to access their activity data. This will be the means to extracting the users data and loading it into the data warehouse.  

[bookmark: _Toc99293704]2.2.3 Incentives and physical activity
Incentives will be used as a way of rewarding engagement, but the idea behind them must be investigated to ensure that their use does not promote behavior that does not support the overarching aim of improving the fitness of participants, such as tricking a device to report a higher number of steps than achieved or entering incorrect information to the web application. A consideration is also that when rewarding participation, it fosters a sense of entitlement and devalues the sense of earning rewards [19], although rewarding positive behavior such as achieving or working towards achieving a goal promotes positive values. 
Motivation is more than just acting on the guise of receiving rewards, participants will require some level of motivation that is likely derived from their own determination to be healthier. There are many ways motivation can be inspired but ultimately it is something that can only be encouraged and not forced [20]. Motivation in young people has been seen to decline in the senior years of their schooling, and this should be addressed with strategies to engage them in physical activities and change their attitude and behaviors towards these activities [21].
A fundamental aspect of motivation is self-determination, i.e., when an individual endorses their own actions with a sense of volition because of the personal value gained [20]. When an individual is already engaged within a routine participation of physical activity their motivation to participate further is increased and have a sense of increased motivation in general [22]. 
Physical activity has been on a decline for many years, even with an increased effort to improve it in the last 20 years [23] and more so after the corona virus pandemic, combined with people tending to neglect their health till it is too late [24]. There have been many attempts from organizations such as the CDC [23] to emphasize the value of physical education, stating the benefits such as the link between physical activity and academic performance [25], but the trend continues.  
To allow for a wider degree of participation all physical activities should be considered, questions should be asked as to how specific activities can be quantified as a singular form of activity such as converting each activity into a count of steps.
There have been many conversions of generic physical activities to steps, one created by Mildura under the name of the healthy together scheme [26] aims to provide a number of activities that can be converted into steps per minute, this would provide a good baseline for synthesizing an amount of steps for activities that would prove difficult to try and track. 
[bookmark: _Toc99293705]2.3 Conclusion 
The thematic approach to the review of literature highlighted areas of interest to further investigate, such as gamification, software choice and the motivation behind physical activities. The topics discovered will require further research to gain a more solid understanding of the topics. Gamification proved to be more in-depth than originally thought and this area will require extensive research to ensure that a good adaption is designed and implemented to gain the highest level of engagement from the participants. Implementing a front-end framework will reduce a lot of the work required to build a web application, there are many front-end frameworks to choose from but ultimately the major contenders are very similar and primarily differ in the way they achieve the same result. For this reason, a framework can be decided at will, and will only impact the speed of development. The software required for the server will need to be of a robust nature that can handle computationally heavy load so for this a language that can interact with the hardware more effective would be supreme, such as Java’s spring framework. The final theme investigated covered the aspects of motivation in people and how motivation carries momentum and once the initial stages are in motion that it is likely to continue, and the biggest challenge is getting the participant started and building that initial momentum. 
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[bookmark: _Toc99293707]3.1 Introduction
In this section the proposed plan is discussed, and it is theorized what steps will be required to complete the project objectives. A discussion of the methodology, outlining the approach and covering the overall steps required to complete the project.
[bookmark: _Toc99293708]3.2 Methodology
A positivistic and deductive approach will be taken using a review of literature and experimental software development to achieve the full implementation of a web application, REST API, data pipeline and a data warehouse. The most robust software for the task will be required as this will provide a highly scalable and secure approach to the task. The design should be considerate to performance and ensure that the most efficient way of executing the implementation is adhered to. 
A first step into completing this project would be to implement the REST API, this will be the primary element for interacting with the data warehouse and serving content to the web application, the REST API will also be in charge of registering users for the application, and authorizing them once they log in. 
The second step would be the design of the system to manage the gamification aspect, this will require extensive research into the best way to create an engaging platform and ensure that the end users have a pleasant experience when engaging with system. 
The design of the web application should follow, using elements of the literature review considered to choose the correct framework and the design should be compliant to current web standards and run in a performant manner. 
At the same time the data pipeline should be implemented, this will be a multiple step interaction between the REST API, the front-end web application, and the data provider such as Fitbit, or Samsung. The data pipeline will require the user to register their device through a URL provided on the frontend, that will navigate them to a relevant form to register their device with their chosen provider, this will authorize the data pipeline to extract their data from the provider, and then the server will be able to extract data and then transform into the correct shape to be stored in the data warehouse.  
For the potential end users to engage effectively with the platform it will require them to have some form of fitness tracker, this hardware will be required for the end users to record their activity and automatically send and process that data to the data warehouse for the users to track their activity through the platform. There are lots of options available for this, in fact most mobile phones will have their own form of fitness tracker built in that can measure their steps and track their locations, this is the ideal type of data that could be used for measuring activity. 
Potentially discussing with possible end users what they would like to see and features they would benefit from and how the project could benefit their fitness. 
[bookmark: _Toc99293709]3.3 Conclusion 
To successfully implement this project there will be several software requirements of fulfill and using the elements of the literature review to shape the design, and implementation for the highest level of engagement through the use of gamification. 
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[bookmark: _Toc99293711]4.1 Introduction 
In this section the results will be discussed, and how it will be measured if the project is complete i.e., if the final result fits the initial description. 
[bookmark: _Toc99293712]4.2 Results main
A result will be achieved once a platform is in place that allows the user to sign up for an account and record their activity. Users will be able to gain experience based on their recorded activity and then they will be able to spend their points on rewards. 
The server architecture will allow for the user to register their device with their provider e.g., Fitbit, then allow the server to automatically fetch the data from the providers API and preform an extract, transform, and load operation to store the data within the data warehouse.
The data in the data warehouse will be valuable for viewing how the participants are progressing, such as seeing an increase in activity over time. This data will be more informative if visualized with a tool such as tableau or a custom implementation later down the line. 
The software should be of a high quality, built with minimal technical debt and adhere to the 6 key quality factors outlined by the ISO/IEC 25010:2011 [27]. The software’s primary functionality will be vigorously tested to ensure it is functional to the degree of specification. The reliability will be tested to ensure that the service has optimal up-time and maintains composure under load. The web application has a high degree of usability, a usability survey should be carried out to ensure that it adheres to the common guidelines. There should be a high level of efficiency, any web application that is slow to load or experiences lag in general use will look unprofessional and lower the usability of the platform. Portability Is a key element, the application should work regardless of the device it is accessed from, with no software requirements from the user that are out of the norm, i.e., being able to access a machine with a web browser that has JavaScript enabled.
[bookmark: _Toc99293713]4.3 Conclusion
A result will be achieved once the platform is successfully implemented, and all of the conditions of the research aim are met. The aim will be met by completing the research objectives. The result will also be high quality and adhering to industry standard guidelines. 
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The overall aim of the project will increase the level of fitness in the users. This in itself will have a huge impact on the physical wellbeing of participants and this is needed now more than ever as we emerge from the pandemic. The pandemic is not over yet, but normality is starting to slowly return, and the general public have been highly inactive for the best part of two years because of it. A platform such as this will prove quite beneficial in the re-integration to outdoor physical activity and allow for the visualization of physical activity after the epoch, this will be beneficial for measuring the trends of physical activity for demonstrating the need for further intervention. The idea behind the platform is ultimately a form of preventative medicine that will help curb the current trend of increasing levels of obesity and the health complications that stem from it. 
[bookmark: _Toc99293715]6 Conclusion 
In this proposal the hypothesis of the project is explored, highlighting the areas of initial investigation in a thematic approach through the use of a literature review. The initial primary areas of investigation set the stage for developing a robust web application that will serve as a platform for end users to record and track their activity. The platform will incorporate elements of gamification to improve user engagement and provide incentives for continued use and participation in the project. The gamification aspect should allow for the generation of points to spend in an ecommerce style shop that will allow the participants to further improve their fitness by providing rewards that are relevant to health and fitness such as gym membership, fruit, a swimming session etc. For the overall system to work the primary means of tracking participation will be steps recorded, but for a widening degree of participation more than just steps should be valid activity, to implement these activities could be converted into a step count such as 30 minutes of swimming could convert into x number of steps. The methodology chosen will follow the format of using experimental software development, testing at each stage to cover the individual components as they are implemented and using the literature review to shape the design and implementation. Once the platform has been implemented to the designed specification following the research objectives, the aim of the research will be met, and the result will have been achieved. 
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	☒

	10
	Performance of any acts which may cause embarrassment or affect self-esteem?
	☐
	☒

	11
	Investigation of participants involved in illegal activities?
	☐
	☒

	12
	Use of procedures that involve deception?
	☐
	☒

	13
	Administration of any substance, agent or placebo?
	☐
	☒

	14
	Working with live vertebrate animals?
	☐
	☒

	15
	Other primary data collection methods, please explain in this box
For example, ‘focus groups’. Please indicate the type of data collection method(s) in this box and tick the accompany box.
	☐
	☒

	16
	Details of any other primary data collection method:



(this box should expand as you type)
	
	


If NO to every question, then the research activity is (ethically) low risk and may be exempt from some of the following sections (please refer to Guidance Notes).

If YES to any question, then no research activity should be undertaken until full ethical approval has been obtained. 

SECTION G: Intended Participants
	1
	Who are the intended participants:
	
YES
	
NO

	2
	Students or staff at the University?
	☒
	☐

	3
	Adults (over the age of 18 and competent to give consent)?
	☒
	☐

	4
	Vulnerable adults?
	☐
	☒

	5
	Children and Young People under the age of 18? (Consent from Parent, Carer or Guardian will be required)
	☒
	☐

	6
	Prisoners?
	☐
	☒

	7
	Young offenders?
	☐
	☒

	8
	Those who could be considered to have a particularly dependent relationship with the investigator or a gatekeeper?
	☐
	☒

	9
	People engaged in illegal activities?
	☐
	☒

	10
	Others (please identify specifically any group who may be unable to give consent) please indicate here and tick the appropriate box.

	☐
	☒

	11
	Other – please indicate here:



(this box should expand as you type)
	
	



	12
	Participant numbers and source
Provide an estimate of the expected number of participants. How will you identify participants and how will they be recruited? 

	13
	How many participants are expected?

	
10-50

(this box should expand as you type)

	14
	Who will the participants be?

	Peers, fellow students, potentially anyone that wants to be healthier and be rewarded for it 


(this box should expand as you type)

	15
	How will you identify the participants?
	
At random 

(this box should expand as you type)





	16
	Information for participants:
	
YES
	NO
	
N/A

	17
	Will you describe the main research procedures to participants in advance, so that they are informed about what to expect?
	☒
	☐
	☐

	18
	Will you tell participants that their participation is voluntary?
	☒
	☐
	☐

	19
	Will you obtain written consent for participation?
	☒
	☐
	☐

	20
	Will you explain to participants that refusal to participate in the research will not affect their treatment or education (if relevant)?
	☒
	☐
	☐

	21
	If the research is observational, will you ask participants for their consent to being observed?
	☒
	☐
	☐

	22
	Will you tell participants that they may withdraw from the research at any time and for any reason?
	☒
	☐
	☐

	23
	With questionnaires, will you give participants the option of omitting questions they do not want to answer?
	☒
	☐
	☐

	24
	Will you tell participants that their data will be treated with full confidentiality and that, if published, it will not be identifiable as theirs?
	☒
	☐
	☐

	25
	Will you debrief participants at the end of their participation, in a way appropriate to the type of research undertaken?
	☒
	☐
	☐

	26
	If NO to any of above questions, please give an explanation 

	27
	


(this box should expand as you type)



	28
	Information for participants:
	
YES
	NO
	
N/A

	29
	Will participants be paid?
	☐
	☒
	☐

	30
	Is specialist electrical or other equipment to be used with participants?
	☒
	☐
	☐

	31
	Are there any financial or other interests to the investigator or University arising from this study?
	☐
	☒
	☐

	32
	Will the research activity involve deliberately misleading participants in any way, or the partial or full concealment of the specific study aims?
	☐
	☒
	☐

	33
	If YES to any question, please provide full details 

	34
	
Potentially using their personal smart devices to upload their physical activity details such as the steps taken, floor climbed, laps ran etc. 

(this box should expand as you type)







SECTION H: Anticipated Risks
	1
	
Outline any anticipated risks that may adversely affect any of the participants, the researchers and/or the University, and the steps that will be taken to address them. 

If you have completed a full risk assessment (for example as required by a laboratory, or external research collaborator) you may append that to this form.  

	2
	Full risk assessment completed and appended? 

	Yes 
	☐

	
	
	No
	☒

	3
	Risks to participants
For example: emotional distress, financial disclosure, physical harm, transfer of personal data, sensitive organisational information

	4
	Risk to Participant:
Personal data will be transferred and held in a database 

(this box should expand as you type)
	How will you mitigate the Risk to Participant
Implementing a framework that is tried and tested for managing the securing of the REST API and using a strong and secure password for accessing the database. 
Ensuring that any identifiable personal data is not visible to anyone that does not need access it. 

(this box should expand as you type)

	5
	If research activity may include sensitive, embarrassing or upsetting topics (e.g. sexual activity, drug use) or issues likely to disclose information requiring further action (e.g. criminal activity), give details of the procedures to deal with these issues, including any support/advice (e.g. helpline numbers) to be offered to participants. Note that where applicable, consent procedures should make it clear that if something potentially or actually illegal is discovered in the course of a project, it may need to be disclosed to the proper authorities

	
	


(this box should expand as you type)

	6
	Risks to investigator
For example: personal safety, physical harm, emotional distress, risk of accusation of harm/impropriety, conflict of interest

	
	Risk to Investigator:
There is some level of risk, such as if the platform does not work as expected or if the security has a vulnerability and data is leaked, the fault is that of the investigator. 


(this box should expand as you type)
	How will you mitigate the Risk to Investigator:

Taking all relevant steps to ensure that the implementation is secure and data is stored in adhering to best practices. 

(this box should expand as you type)

	7
	University/institutional risks
For example: adverse publicity, financial loss, data protection

	
	Risk to University:

As with the risk of the investigator, the risks of holding any form of data will fall on to the owners of the data

(this box should expand as you type)
	How will you mitigate the Risk to University:

By taking the correct steps to ensure that any data held is stored and accessed in a secure manner. 

(this box should expand as you type)



	8
	Disclosure and Barring Service

	9
	If the research activity involves children or vulnerable adults, a Disclosure and Barring Service (DBS) certificate must be obtained before any contact with such participants.
	YES

	NO

	N/A


	10
	Does your research require you to hold a current DBS Certificate?
	☒
	☒
	☒



SECTION I: Feedback, Consent and Confidentiality
	1
	Feedback
What de-briefing and feedback will be provided to participants, how will this be done and when? 

	
	
Set up an email address that can be contacted by participants if they wish to get further details 

(this box should expand as you type)

	2
	Informed consent
Describe the arrangements to inform potential participants, before providing consent, of what is involved in participating. Describe the arrangements for participants to provide full consent before data collection begins. If gaining consent in this way is inappropriate, explain how consent will be obtained and recorded in accordance with prevailing data protection legislation.

	
	A screen before the questionnaire to acquire consent from the participant 


(this box should expand as you type)

	3
	Confidentiality / Anonymity
Set out how anonymity of participants and confidentiality will be ensured in any outputs. If anonymity is not being offered, explain why this is the case. 

	
	
Not naming participants or organizations to ensure anonymity 

(this box should expand as you type)



SECTION J: Data Protection and Storage
In completing this section refer to the University’s Research Data Management Policy and the extensive resources on the University’s Research Data Management web pages (http://uwtsd.ac.uk/library/research-data-management/).
	1
	Does the research activity involve personal data (as defined by the General Data Protection Regulation 2016 “GDPR” and the Data Protection Act 2018 “DPA”)?
	YES
	NO

	
	“Personal data” means any information relating to an identified or identifiable natural person (‘data subject’). An identifiable natural person is one who can be identified, directly or indirectly, in particular by reference to an identifier such as a name, an identification number, location data, an online identifier or to one or more factors specific to the physical, physiological, genetic, mental, economic, cultural or social identity of that natural person.
	☐
	☐

	2
	If YES, provide a description of the data and explain why this data needs to be collected:

	
	
Personal data will be captured using their smart devices, this includes sensor data, usernames and emails. The users will also have personal profiles for tracking their experience points, this requires an account to be registered for them to gain experience and rewards.  


(this box should expand as you type)

	3
	Does it involve special category data (as defined by the GDPR)?
	YES
	NO

	
	“Special category data” means sensitive personal data consisting of information as to the data subjects’ –
(a) racial or ethnic origin,
(b) political opinions,
(c ) religious beliefs or other beliefs of a similar nature,
(d) membership of a trade union (within the meaning of the Trade Union and Labour Relations (Consolidation) Act 1992),
(e) physical or mental health or condition,
(f) sexual life,
(g) genetics,
(h) biometric data (as used for ID purposes),
	
☐
	
x

	4
	If YES, provide a description of the special category data and explain why this data needs to be collected:

	
	


(this box should expand as you type)



	5
	
Will the research activity involve storing personal data and/or special category data on one of the following:
	YES
	NO

	6
	Manual files (i.e. in paper form)?
	☐
	☒

	7
	University computers?
	☐
	☒

	8
	Private company computers?
	☐
	☒

	9
	Home or other personal computers?
	☐
	☒

	10
	Laptop computers/ CDs/ Portable disk-drives/ memory sticks?
	☐
	☒

	11
	“Cloud” storage or websites?
	☒
	☐

	12
	Other – specify:

	☐
	☒

	13
	For all stored data, explain the measures in place to ensure the security of the data collected, data confidentiality, including details of password protection, encryption, anonymisation and pseudonymisation:

	
	

Data will only be stored on secure computers and all data held within a database will be secured to the highest standard possible, the possibility of using a 3rd party cloud provider will also be utilizing a GDPR compliant storage service.  The server architecture will be with a tried and tested security framework implemented for managing the interactions with the database. No data will be shared with other people, organisations, or bodies without due notification and approval. 

(this box should expand as you type)

	14
	All Data Storage

	15
	Will the research activity involve any of the following activities:
	YES
	NO

	16
	Electronic transfer of data in any form?
	☒
	☐

	17
	Sharing of data with others at the University?
	☐
	☒

	18
	Sharing of data with other organisations?
	☐
	☒

	19
	Export of data outside the European Union or importing of data from outside the UK?
	☐
	☒

	20
	Use of personal addresses, postcodes, faxes, emails or telephone numbers?
	☒
	☐

	21
	Publication of data that might allow identification of individuals?
	☐
	☒

	22
	Use of data management system?
	☒
	☐

	23
	Data archiving?
	☒
	☐

	24
	If YES to any question, please provide full details, explaining how this will be conducted in accordance with the GDPR and DPA (and/or any international equivalent):

	
	All data will be stored in a secured location, where all steps to ensure security are implemented, such as multi factor authentication and a strong and secure password.

All transfers will be password protected and encrypted. 

Any collected data will be deleted once no longer required. 
(this box should expand as you type)

	25
	List all who will have access to the data generated by the research activity:

	
	

Principal researcher, possibly the supervisor 
(this box should expand as you type)

	26
	List who will have control of, and act as custodian(s) for, data generated by the research activity:

	
	
Principal researcher,

(this box should expand as you type)

	27
	Give details of data storage arrangements, including security measures in place to protect the data, where data will be stored, how long for, and in what form. Will data be archived – if so how and if not why not.  

	
	
All data will be stored in a password protected cloud storage on the universities office 365 system. 
Any collected data will be deleted once no longer required. 


(this box should expand as you type)

	28
	Please indicate if your data will be stored in the UWTSD Research Data Repository (see https://researchdata.uwtsd.ac.uk/ ).   If so please explain. (Most relevant to academic staff) 

	
	

No
(this box should expand as you type)

	29
	Confirm that you have read the UWTSD guidance on data management (see https://www.uwtsd.ac.uk/library/research-data-management/)

	YES
	☒

	
	
	NO
	☐

	30
	Confirm that you are aware that you need to keep all data until after your research has completed or the end of your funding
	YES
	☒

	
	
	NO
	☐


SECTION K: Declaration
	31
	The information which I have provided is correct and complete to the best of my knowledge. I have attempted to identify any risks and issues related to the research activity and acknowledge my obligations and the rights of the participants.

In submitting this application I hereby confirm that I undertake to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice which is published on the website: https://www.uwtsd.ac.uk/research/research-ethics/ 

	
	Signature of applicant:
	Nathan Daniel Morgan 
	Date:
08/03/2022




For STUDENT Submissions:
	32
	Director of Studies/Supervisor:
	
	Date:23/3/2022

	33
	Signature:
	Nathan Daniel Morgan 
	



For STAFF Submissions:
	34
	Academic Director/ Assistant Dean:
	
	Date:

	35
	Signature:
	

	



Checklist: Please complete the checklist below to ensure that you have completed the form according to the guidelines and attached any required documentation:
	☒
	I have read the guidance notes supplied before completing the form.

	☒
	I have completed ALL RELEVANT sections of the form in full.

	☒
	I confirm that the research activity has received approval in principle

	☒
	I have attached a copy of final/interim approval from external organisation (where appropriate)

	☐
	I have attached a full risk assessment (and have NOT completed Section H of this form) (where appropriate)  ONLY TICK IF YOU HAVE ATTACHED A FULL RISK ASSESSMENT

	☒
	I understand that it is my responsibility to ensure that the above named research activity will meet the University’s Research Ethics and Integrity Code of Practice.

	☒
	I understand that before commencing data collection all documents aimed at respondents (including information sheets, consent forms, questionnaires, interview schedules etc.) must be confirmed by the DoS/Supervisor, module tutor or Academic Director.

	☒

	I have deleted the guidance notes before submitting the PG2 for consideration
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