Framework

This project aims to evaluate Racing Academy in three educational contexts and to examine the organisational impact of implementing R.A within these different contexts. The evaluation of this project can be split into two phases: the development phase where R.A is modified according to the requirements of the institutions that will use it, and the implementation phase where R.A will be used by these institutions. 

In both cases, Activity theory can be used to describe the activities taking place and to help focus the evaluation on specific issues. 

Figure 1: Activity system diagram (arrow points to outcome)
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1. Development of Racing Academy

The development of Racing Academy for this JISC funded project involves four interacting activity systems. These include the designers of R.A (Lateral Visions) and the institutions that will implement R.A (University of Bath, Penwith College, and Barnfield College). These all share a common object – to develop R.A as a tool that supports learning. The mediation tool in each case is the project itself, which, through workshops and interviews, will lead to the outcome (a modified version of the game). The subjects of each system are the respective designers, lecturers and researchers involved in the project. 

Activity theory can aid the evaluation of this project by focusing of specific issues that need to be addressed, with respect to the rules, the community and the division of labour within each activity system. Each of these will be discussed for the different systems in order to establish a set of questions that will help frame the evaluation. These questions will also help provide a background and context to the project.
The development phase will also be examined for contradictions within and between each activity system. These contradictions will indicate the problems that occur when developing a computer game to be used in educational contexts.

Rules refer to the implicit and explicit rules that exist in each system. 

Lateral Visions:

1. What limitations are there for the development of R.A? How many man hours are available to develop R.A? What are the time constraints?
2. Are there any laws about the development of educational games?

3. What pedagogic approaches underlie the design of R.A?

4. Are there any implicit assumptions being made about the design of R.A?
5. Can the design be compromised to ensure R.A supports learning? 
Institutions:

1. What are the curriculum constraints for each course? 
2. Are there any legal or institutional restrictions about using this type of technology for teaching?

3. Are there any financial limitations concerning how the course is run?

Community refers to the community the subjects are a member of. 

Lateral Visions:

1. What are their reasons for wanting to develop R.A?
2. Are educational games valued in the computer game designers community? 
Institutions:
1. Why do the lecturers want to use R.A?

2. Why does the institution want to use R.A?

3. Are educational games valued within the institution? How about within teaching community in general? 
Division of labour refers the organisation of labour within each system. 

Lateral Visions:

1. How are roles currently organised? Who is in charge of the project? Who are the programmers?

Institutions:

1. How are roles currently organised? Who else has a say in whether R.A can be used and about how it will be used?

2. Will other people need to be employed to carry out the implementation?

Outcome:

1. A list of requirements from each institution. (Leads to 2).
2. A modified version of R.A.

Contradictions:
1. What are the contradictions that occur within each institution?
2. What are the contradictions that occur between each institution?
3. Were these overcome, and if so how?
2. Implementation of R.A
During the implementation stage of the project each institution will be examined individually in order to assess the impact of implementing R.A within each context. Activity theory can be used again to generate a set of questions that need to be answered concerning each activity system. In each case the goal is to create an engaging and motivating learning experience for students, which complies with the curriculum. This can be separated into two objects, which relate to two interacting activity systems. The first activity system comprises of the lecturers, whose object is to embed R.A into the course and use it to teach their subject, while the second system refers to the students whose object is to learn with the support of R.A.  Each system shares R.A as the common tool, while the subjects are the lecturers and students in each case.  
Data will be collected from each project partner and their students, through the use of questionnaires, diaries, message board transcripts, video data and tests. The data will also be examined for evidence of contradictions both within and between each activity system. These contradictions will serve to illustrate the difficulties that are faced when trying to implement R.A as a learning tool.
Rules
Lecturers:
1. What are the rules and regulations concerning the courses being taught that need to be taken into account when implementing R.A? This includes rules about time, attendance and assessment.
2. What are the course objectives?
3. What pedagogic models/approaches are being used for teaching?

4. What are the costs of using R.A on preparation and teaching time?

Students:
1. What are students views about time spent on learning? Do students spend time on R.A outside of classroom hours?

Community
Lecturers:

1. According to the institution, are there negative and positive ways in which R.A is implemented?
2. Does the institution view the implementation of R.A as a valuable exercise?

3. Do other practitioners (outside the institution) view the implementation of R.A as a valuable exercise?

Students:
1. Is success in R.A viewed positively or negatively?

2. Is academic success viewed positively or negatively?
Division of labour

Lecturers:
1. How is labour currently divided in the system? What tech support is needed to implement R.A? Is any other teaching support required/provided?
2. Does implementing R.A change how these roles are organised?

3. Does implementing R.A change the relationships between the different groups involved?
Students:

1. Do the students work together within their teams? How are these organised?

2. Do students help each other outside of their groups? Does the message board facilitate this?
Outcomes:
1. Implementing and embedding R.A. 
2. Learning experience for students.

Contradictions:
1. What contradictions occur within each system?
2. What contradictions occur between systems?

3. Were these overcome, and if so, how?
3. Evaluation of outcomes

Questions:

1. Learning experience for students

a. Does R.A motivate students? 

b. How effective is R.A at supporting learning?

c. What experience do students have with R.A? 

2. Embedding R.A.

a. Have course objectives been achieved?
b. What experience do lecturers have with R.A?

c. What problems (not necessarily the same as contradictions) have been encountered in this process? Were these overcome and if so how?

Activity theory does not provide an obvious way of talking about learning between teacher and student. This is not expansive learning (though may occasionally occur). We can probably talk about the embedding side of things using activity theory but looks like we need to use different methods to cover everything. 
Activity theory also fails to provide an obvious way for talking about the evaluation of an outcome. Describes the process up until that point and tells you what to focus on but how do you capture the questions above? How do you know whether outcome is any good or not? 
Other questions: 
1. The relationship and rules between lecturers and pupils?

2. Were the message boards used? Is there any evidence that they have facilitated learning?

3. Community = within organisation/outside organisation? Is there any way we can find out what outside thinks? Or is it just a case of what lecturers or designers say and think about outside?

4. For mechanical engineering, need to take into account that for one course, multiple lecturers will be used, so need to consider multiple viewpoints.
