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Outline Project Description

ARCHES will support and link institutions, departments, courses and modules as they introduce, evaluate and disseminate exemplary, transformative and innovative pedagogy through re-purposing new and existing collections of digital resources pertaining to ancient Greece and Rome.  

Over two years, ARCHES will imaginatively re-purpose an exciting range of materials on ancient Greece and Rome between three educational contexts (FE, HE, and an Independent Online Resource), three subject areas (Theatre Studies, Classics, VR Modelling) and seven modules. Using a variety of delivery modes in modules over a range of learning levels in FE and HE and beyond, creative use of these resources will transform aspects of traditional pedagogy and introduce innovative pedagogical practices. 

The partners will also increase the range and number of accessible online resources by contributing a substantial new collection of Virtual Reality objects relating to Greece and Rome prepared by the University of Warwick in the course of five years of publicly-funded work. These objects will be of immense value to disciplines such as Classics, the Performing Arts, Art History, Architecture, IT Modelling, and others. No other VR objects of such high quality or pedagogical value currently freely exist in the public domain. Moreover, enabled by a number of recent grants from the University of Warwick, project members in Classics and Theatre Studies have created a collection of 1,500 original digital images of Roman artefacts. Through this project, these two collections will become freely available to FE, HE and international educational sectors for the first time. 

The proposed partners have outstanding track-records (i) for world-class, practice-based research into ICT-enhanced teaching and learning (ii) as recognised world-leaders in the creation and dissemination of state-of-the-art electronic resources for research, teaching and learning (iii) for strong partnerships between FE and HE sectors, in which project team members are particularly active. The project will:

i. Collate and catalogue electronic resources within an appropriate metadata scheme; 

ii. Create an online database that tutors and students can both search and browse, and which will seamlessly deliver resources to technically- and educationally-diverse environments;

iii. Explore ways in which the resources can be re-purposed for a variety of contexts and modes of delivery, and integrated in exemplary fashion into actual teaching practice;

iv. Implement and evaluate the effectiveness of the pedagogical and technological approaches;

v. Systematically document and reflect on these processes in each learning context and extract outcomes that have value for and impact on HE and FE sectors as a whole;

vi. Incorporate in the collection descriptions of effective learning interactions and user experiences;

vii. Disseminate project resources and outcomes through generic and subject-specific channels.
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OUTLINE

Nature of the work

The project offers collaboration and support in several areas of importance and value to the JISC. The project will collate and re-purpose a collection of advanced electronic resources relating to ancient Greece and Rome harnessed from existing and forthcoming online resources. It will explore pedagogically valid and viable ways of integrating such materials into learning activities that demonstrate inspiring and transformative teaching across a range of course levels in FE and HE degree programmes spanning several discipline areas, and utilising a range of modes of delivery. The project will inform and be informed by emerging E-learning strategies of both partner institutions, and is thus of relevance to both HE and FE current agendas. 

The project will run across two academic years commencing October 2002. In the first year, the available resources will be collated and assembled into accessible, pedagogically sound “chunks” of appropriately described learning materials. Tutors will design curricula integrating these learning materials into a range of courses at different levels in the HE and FE degree programmes. In the second year, these materials will be delivered in learning and teaching activities by the course tutors.  In both years, the project will document in detail, evaluate and disseminate the approaches and experiences.  The requisite input from academic lecturers, technical assistance and educational development is reflected in the staffing costs across the lifecycle of the project.
Each aspect of this project is carefully designed to constitute a model of pedagogical practice that is both sustainable and transferable across diverse FE and HE contexts.  The project will:
i. Collate and catalogue available electronic resources on ancient Greece and Rome that can deliver content to a range of different user interfaces and audiences, making use of appropriate interoperability and metadata standards established by existing online resource networks and services (RDN:HUMBUL; AHDS: PADS, VADS, ADS; LTSN centres);

ii. Establish a metadata scheme based on existing standards and practice for describing research and learning objects in arts and humanities: theatre studies, classics, archaeology, architecture, art history;

iii. Explore ways in which the materials can be integrated in exemplary fashion into actual teaching practice, re-purposed for use in a variety of course levels in HE and FE degree programmes: modules for FE, HE (1st, 2nd, and 3rd-year), and MA students, and to teachers and students world wide; and potentially through a variety of delivery modes: lecture theatres, seminar rooms, three different VLEs, an institutional student portal, presentation software, an established subject-specific electronic research and teaching publication;

iv. Implement, and evaluate the effectiveness of the pedagogical and technological approaches;

v. Systematically document and reflect on these processes in each learning context, and extract outcomes that have value and impact on HE and FE sectors as a whole;

vi. Extend the collection to incorporate descriptions of effective learning interactions and real user experiences surrounding the use of the materials in teaching and learning practice;

vii. Disseminate the range of project outcomes, including inspiring exemplar materials, through appropriate generic and subject-specific channels locally and nationally.

Project staffing and management

· Academic Project Directors: Prof. Richard Beacham, Warwick. Extensive experience in leading theatre studies development projects, teaching and ICT-based research. Dr Hugh Denard, Warwick. Extensive teaching experience in ancient theatre, convenor of Theatre, Media and Text; editor of Didaskalia.

· Teaching Staff in Warwick and Coventry: considerable expertise in using digital media in learning and teaching. Responsible, through bought-out teaching, for the courses contributing to the pilots;

· Educational Developer and Project Manager: provided by Centre for Academic Practice, Warwick. Significant experience in teaching development and expertise in the application of learning technologies in disciplines including theatre studies. 

· Technical Assistants: ICT-based researchers in Theatre Studies, and technicians seconded from existing posts in ITS E-Lab and History of Art at Warwick, and Multimedia Department at Coventry.  Combined staff has expertise in architectural modelling resources, databases, metadata and cataloguing.

· Steering Group: will oversee the work of the project, chaired by a senior manager at Warwick, with members from participating departments at Warwick and Coventry, educational development units, IT Services and national representatives (such as the LTSN and BECTa). The Group will work to ensure the success of the project and to explore further strategic objectives beyond the JISC-funded period. 

Contributing new electronic materials to the JISC community

The partners have identified an area in which JISC content could significantly be augmented by the addition of an existing collection of state-of-the-art, multimedia resources pertaining to ancient Greece and Rome, comprising: Virtual Reality (VR) models of ancient theatres (interactive VRML, and fully-rendered 3D models), animations, rendered images, acoustical renderings, streaming video, electronic texts, and digital images.  These resources have been created by the School of Theatre Studies at Warwick under several large scale grant-funded research projects led by the project directors, including the EU THEATRON Project and the AHRB-sponsored Theatre of Pompey Project. A Leverhulme-funded VR and Roman Paintings Project will contribute a further, complete collection by Oct. 2003. Although widely recognised within the scholarly community to be among the most advanced and exemplary such resources worldwide, Warwick’s VR resources are not currently accessible within FE and HE sectors. Their objects are also locked into project-specific “packages”.  As part of ARCHES, they will be “unlocked” and released into a fully-discoverable, interoperable online database and made freely and permanently accessible to FE and HE sectors. Resources from the following projects will thus become available for re-purposing (and will be re-purposed) within disciplines, pedagogical contexts, and delivery modes for which they were not originally purposed:

· THEATRON: EU project -Theatre History in Europe: Architectural and Textual Resources Online. Innovative VR tools and vast array of multimedia resources: photographs, sketches, plans, texts, animations, video, audio clips for teaching and learning: http://www.theatron.org.
· Roman Theatres: collection of digital materials from AHRB-funded Pompey Project relating to Rome’s first permanent theatre, e.g. http://www.theatron.org/Projects/romeperm.htm; forthcoming materials from Leverhulme-funded research into Roman domestic wall-paintings; extensive materials on Roman provincial theatres. Collections include primary research sources, VR reconstructions, scholarly articles, photos and designs of artefacts, critical discussions and debates.
· Greek Theatres: 3D computer reconstructions and VR models of extensive range of types and periods of Greek theatres: http://www.theatron.org/Projects/athens.htm.
· Ancient Theatre and its Legacy: three educational videos on ancient theatre including a forthcoming video on the use of VR in theatre-historical research produced by Prof. Beacham.

Re-purposing electronic resources in innovative educational scenarios

Now that the technical means are at hand, it is essential that learning materials created by powerful new ICT tools be employed by teachers who both understand their potential, and are thoroughly trained and experienced in discipline-specific pedagogy. This JISC initiative is particularly welcome because it offers the opportunity to address this challenge comprehensively. It is vital too that the development of new learning resources and pedagogical methodologies be systematically formulated, recorded, interrogated and evaluated to ensure that this innovative work meets the highest standards, and that its potential can be communicated to and employed by others within the FE and HE sectors, and serve as an exemplar for work in cognate disciplines across the JISC community. ARCHES will contribute the better understanding of online learning through five main projects (‘arches’) encompassing seven modules:
1. Re—purposing between FE and HE: tutors will re-purpose materials between one FE and one HE module which have similar subject-matter but different objectives, and use different VLEs (WebCT and custom-built). This will enable ARCHES to conduct a “controlled” study of re-purposing as such, identifying, isolating and analysing the effects of three key variables: pedagogical context, level and technology.
2. Re-purposing between disciplines at HE: tutors will re-purpose a shared collection of materials between a module in Theatre Studies (Roman Comedy) and a module in Classics (Roman Domestic Space) using two different VLEs (Blackboard and custom-built). This will enable ARCHES to analyse the effects of two key variables: disciplinary context and pedagogical technology.
3. Transforming “Online Learning” paradigms - I: By innovative combinations of ICT-enhanced learning activities with a range of other student-directed learning activities, this project will challenge aspects of emerging pedagogy that define “online learning” as a pedagogical practices or set of practices set apart from others. The project will test the hypothesis that the full value of ICT-enhanced teaching and learning is to be obtained through allowing ICT-enhanced teaching and learning to transform, and be transformed by, creative interactions with other, innovative pedagogical practices. 

4. Transforming “Online Learning” paradigms - II: This project will contribute to a growing questioning of the dominant “content-provision” paradigm of VLE-based teaching and learning that allows only limited student input.  Building on interactive paradigms, such as those being developed by the Iconex project: http://www.iconex.hull.ac.uk, it proposes that student-centred learning in a VLE should be driven by student content-creation. The custom-built VLE for the Warwick-Kent MA in Performance Space and VR Modelling enables students not only to access pre-prepared content and interact with tutors and peers online, but also to design and populate their own online environment with original digital and Virtual Reality objects. Through interaction with related initiatives, this project will have clear and far-reaching implications for VLE design and ICT-based pedagogy.
5. International Online Study Centre: ARCHES will build on a relationship between members of the team and Didaskalia to create and exploit an online, and highly re-purposable resource for teaching and learning — i.e. to investigate and embody what constitutes a “re-purposable resource”.  Implementing the metadata scheme adopted by ARCHES, it will combine access to (i) high-level subject-specific and pedagogical research expertise through an established online journal (ii) study resources embedded within highly-structured narratives (iii) a searchable and browsable “meta-database” of valuable, IPR-cleared, multimedia research objects (iv) highly interactive communities of students, teachers and researchers (v) a constantly growing, archive of recorded “real-user” experiences of teaching and learning ancient drama using digital resources. This resource will disseminate project outcomes to an international audience, host project symposia and specific, module-related student interactions, and provide a sustainable basis for ongoing development of practice-based pedagogical research in this area.
Contribution to the X4L Programme

The project will contribute to the Exchange for Learning Programme in five crucial ways:

1. By providing the discipline communities with access to a vast, new set of innovative resources supporting the study of classical antiquity. VR resources relating to ancient theatre are of great value to a wide range of disciplines, including theatre studies, history, classics, archaeology, architecture, visual arts, history of art, VR modelling. The project outcomes will therefore increase the range and number of materials accessible for use in the learning and teaching across a variety of subject areas.

2. By developing mechanisms to allow browsing, searching, harvesting and re-purposing of these resources alongside resources created by others, by interweaving descriptions of the materials themselves with exemplars of their effective use in a range of learning and teaching scenarios in both HE and FE contexts. 

3. By documenting and evaluating the implementation processes through the production of case-study materials demonstrating how resources have been re-purposed in pedagogically and technological effective ways to satisfy the needs of a range of novel learning and teaching scenarios applicable to several humanities subjects. 

4. By establishing effective collaboration and co-operation with a number of key national stakeholders and existing projects and initiatives to ensure the outcomes of the project where appropriate influence future development and provide sustained services to the HE and FE communities.

5. By maintaining access beyond the lifetime of the project to a growing number of assembled online materials and associated exemplar case studies that depict how resources are being re-purposed for use in learning in HE and FE contexts. 

PROJECT DELIVERABLES 

1) Resources in the theatre studies subject area, of relevance to visual arts, performing arts, history, classics, architecture and archaeology, are relatively scarce. (See appendix 1 for listing). The only subject portals where limited ancient theatre resources were available was Argos: Limited Area Search of the Ancient and Medieval Internet found through BUBL. The usability of such resources in UK HE and FE learning and teaching contexts has not been evaluated.  The project will contribute significantly to the availability of sophisticated and high-quality resource objects in theatre studies, in the innovative field of research-based VR modelling spearheaded by the lead institution, and of wider relevance and value to active learning in a broad range of subject areas within the JISC and LTSN communities. 
2) Datasets of tagged or catalogued resources relating to ancient theatre, which are searchable and can be employed with flexibility. These materials to be combined into a Content Management System, with resources we have already created in-house, or are currently creating, and re-purposed to assist in teaching classical art history, theatre history and research-based VR modelling at Warwick and City College Coventry. Recognising that tutors do not wish to be locked into tightly-packaged presentations or predetermined curricula, the emphasis will be on providing access to materials that assist the JISC community in enhancing their own teaching strategies; providing exemplars rather than prescriptions.  Using a successful schema developed for the RESULTs Project (JISC DNER 5/99) in association with a number of cluster partners in the development of the JISC Information Environment, the Project proposes to group metadata into six main types:

· General ​will hold information about the general attributes of the resource, e.g. a unique ID, a name or title, a description, format. But it will also be the point where a user defines what is being submitted. If the user is submitting an example learning object, it is here that it is recorded.

· Life Cycle holds information, complementary to General, including rights, versions and costs. 

· Pedagogical will hold information about the learning and teaching aspects of the resource, where applicable, e.g. educational description, educational level, intended purpose, resource type.

· Technological will hold information about technology deployed, e.g. technology type, interactivity level, delivery environment, versions.

· Contact will hold information about the resource creator and / or submitter, e.g. creator, publisher, and object contributors.

· Meta-metadata will hold information about the metadata itself, e.g. Date record entered, Date to be reviewed, Date last reviewed, Date last modified.

3) Pedagogic exemplars illustrating re-purposing that will demonstrate to the community effective ways to configure and embed such digital materials into a number of learning situations representing a range of courses, levels and subject areas. Examples to include MA, HE BA 2nd/3rd year modules, FE BA module, study area in an e-journal (see Pedagogic context section: Re-purposing in learning activities: implementation and evaluation).
4) Documented case studies of: 

· The process and implications of use or re-use of materials via four different VLEs (Warwick: Blackboard, custom-built; Warwick-Kent MA: custom-built; Coventry: WebCT), presentation software, and a subject-specific research and education web-site’s interactive Study Area. Case-studies to include details of ease or difficulty of tagging content for re-use and to define learning objects.

· Specific applications of re-purposed materials within individual courses, including evaluation from a staff, student and management perspective

· Testing of usability/utility of these materials, and consequent learning outcomes, including questionnaires, interviews and observations.

· The use of the materials at different levels in a subject area and for independent learning and project work.

5) Generic outcomes from evaluation
The relevance for and impact of the materials and approaches developed through the project on HE and FE sectors, particularly the range of disciplines supported, is of great importance and value. In addition to the pedagogical models that have evolved, generic materials will include:

· Sample modules/portions of modules drawing upon the materials and their re-purposing for a range of learning needs and teaching contexts. 

· Methodologies for integrating established standards (where they have been developed): metadata descriptions, IMS, OAI, so that both the resources themselves and the re-purposing models can be shared and/or placed in appropriate RDN/LTSN or NLN learning materials repositories - in the future accessible through a single national portal.

· Institutional contexts and models of implementation and embedding that address the relevance of the content, usability and quality of the materials available, drivers and barriers and the practicality of integrating these materials within real teaching and learning scenarios.

6) Dissemination events and publications
The project membership aims to represent and reach a wide range of potential end-users:

· A dedicated project web site linked to the relevant communities and registered with search engines, providing information and guidance, exemplars and sample materials, case studies and briefing documents.

· At least 2 focus groups held with appropriate members of the subject and learning technology communities

· At least 6 national subject-related and generic workshops

· At least 3 articles in educational journals, e.g. ALT-Journal, Innovations in Education and Training International, Interactions, Didaskalia.

· 2 two-day online symposia hosted by Didaskalia incorporating live web-cam broadcast, live chat, invited discussion board contributions, permanently archived online.

· Ongoing interactions of tutors, students and invited contributors through dedicated discussion area in Didaskalia observable throughout the life of the project and thereafter.

· Contributions to local and national support (e.g. LTSN, JISC) publications and to events.

PEDAGOGIC CONTEXT 

Usability of research materials in teaching and learning

The School of Theatre Studies at Warwick (TQA 24; RAE 5*) places an emphasis upon research-led teaching that encourages high levels of student participation and commitment. The School provides structures and learning resources that enable students to define themselves as active agents in the learning process, and which stimulate them to acquire “ownership” of their subject. It has initiated a series of student-centred, research-based learning strategies (including study and assessment methods) designed to empower students at the level of course design and task creation, and to foster intellectual autonomy within a collaborative environment. Tutors assist students to combine an in-depth knowledge of the subject material with a capacity to engage with up-to-date critical thought, and the ability to recognise and control their own critical agency.

The materials through which such work is most appropriately and productively undertaken within the discipline of theatre studies are complex and diverse.  A major challenge has been to secure, synthesise, and formulate these into media accessible to students and researchers. The School is a world leader in addressing this challenge, and through a number of publicly funded initiatives, including major international collaborations led by its staff, has created a very substantial corpus of appropriate digital learning objects. Because theatre is a visible medium, theatre-based research has always heavily depended upon images to evoke, interrogate and analyse its subject, and to communicate the results of these investigations, including their deployment in teaching and learning activities. ICT (in particular VR) enables scholars to assemble and manipulate categories of data and evidence, including such dynamic elements as spatial qualities, sight-lines, movement, acoustics and lighting, which are the essential constituent components of theatre but which traditionally have been difficult to synthesise for scholarly analysis. Researchers in the School have made two key and complementary contributions that can underpin the design and development of research-based learning activities. They have:

· Created or collected extensive textual and image-based resources: including plays, critical theory, primary and secondary sources, architectural drawings, maps, photographs of stage settings and costumes.

· Specialised (and acquired a substantial international reputation) in preparing a great many meticulously researched virtual reality reconstructions of theatre architecture and scenic design. A sample of these may be viewed at http://www.theatron.org/Projects/index.htm. 
The proposed project excellently exploits research assets prepared at Warwick and is very much in line with institutional learning and teaching strategies of research-led teaching. The Warwick resources are in the form of both finely-detailed CAD models (for still images and animations) and less detailed, but architecturally-accurate, interactive VRML models. Students and researchers can, with only modest technical requisites, readily and autonomously navigate these models and in the process acquire an experience-based understanding of such spaces. The experience and skills of the staff leading such work, moreover, have provided the ideal pedagogical and technical basis for them to assemble and re-purpose an array of additional suitable learning resources from other accessible collections. They have identified a number of substantial collections, cleared for educational access, from which such resources can be harvested (see appendix 1). 

Pedagogical impact

The project will provide the material and practical basis for an extraordinarily valuable learning resource and consequent pedagogic frameworks whose immediate and future exemplary potential has only begun to be explored and exploited. The content that the project will make available to the community has arisen from a primarily research-based agenda, and can be re-purposed to meet pedagogic objectives both within theatre studies itself, and a wide range of other subject areas. Many of the external materials have been used previously in different subject areas, such as classics, art and architectural history, archaeology, all of which in various ways have the potential to enrich the discipline of theatre studies. Furthermore, the outcomes of the work will inform generic strategies concerned with the educational potential of complex interactive content and contribute to research-based learning and vocational curricula.

It is generally the case that in online learning environments content can only be used and re-used in specifically prepared and formatted ways. In more traditional contexts, there are far looser protocols for deciding whether and how a particular object can contribute to the intended learning. The issue of interoperability has therefore become prominent in part because of the development of integrated learning environments (MLEs or VLEs) that potentially allow sharing and re-use of resources on a global scale. Technical and library standards for digital objects and standardised tools to support learning activities (such as discussion, commenting, bookmarking, annotating, publishing) are now fairly well developed and educational metadata standards are emerging incrementally. Information about the users of online objects and environments is also becoming standardised and sharable, for example through the portalisation of digital libraries and integration of virtual learning environments with student records and MIS systems.  The elements of the online information environment which have thus far resisted standard forms of modelling are the complex interactive events, involving objects, tools, resources, interfaces, sequences of interaction and the like, which make up a "learning conversation".

The educational potential within the discipline of theatre studies to address these aspects is enormous, and that of VR in particular is noted in the JISC JTAP Briefing report on Virtual Reality: http://www.jisc.ac.uk/jtap/virtual.html. The School of Theatre Studies’ VR and ICT-based investigations are at the forefront of extending the categories and quality of research and learning possible within the performing arts. Individual researchers at Warwick have used the material (most of it only very recently produced, or still-emerging from on-going projects) on an ad hoc basis in their teaching. There is very little work in the discipline as a whole incorporating a formal, targeted and evidenced approach to the application of such electronic materials to specific learning and teaching scenarios or to the evaluation of the effectiveness of their use in learning processes.

Theatre reconstruction as a pilot model for learning activities in other subject areas

Theatre Studies is an ideal discipline through which to undertake a pilot process of assembling and re-purposing existing resources. It is comprised of a great variety of media in which "acts of theatre" have been assembled and synthesised into the form through which they are ultimately communicated to an audience. These span virtually the entire range of media types ever likely to be found in an ICT enhanced learning context. ICT enables us not just to describe and discuss such constituent media but to view and to an increasing extent “experience” them as they unfold in time and space. ICT is able to create, assemble, and make accessible sources of theatre historical knowledge, such as:

· a 3D stage set depicted upon a Greek vase or in a Roman wall painting

· an acoustical virtual rendering of the voice of an actor in a lost Greek theatre space

· the animated replication of a historically-important 19th-century lighting plot 

· an image of the Theatre of Dionysus showing its location within the urban landscape of ancient Athens

· a VRML model of the lost Odeon of Pericles through which students can examine its sightlines by simple mouse-directed navigation.
These are specific examples whose content is directly relevant to theatre studies; but the types of learning materials and the media through which they can be used in active learning contexts involved, have relevance and exemplary potential in a variety of other subject areas in which visual or physical objects and structures are studied. Such resources lend themselves admirably to re-purposing and the creation of new learning activities, informed and documented by critical review processes, which were all but unimaginable only a few years ago. It is difficult to identify another subject area that can draw upon so diverse a body of learning objects, or able to reconstitute these into so varied and rich a teaching resource of learning materials as theatre studies, and thereby so comprehensively to serve as an example of how cognate work can take place in a range of other disciplines.

Tagging and cataloguing content and associated learning activities

The metadata scheme adopted by the project (see pg. 3, “Deliverables”) will greatly assist the teaching and learning process for lecturers, students and managers by:

· describing resources in the collections database according to a common standard; 

· providing access to the resources for the end users; 

· enabling a search function of the resources

· enabling the management of the database of resources

· offering a framework that will provide contributors with metadata descriptions to embed their own resources.
Interoperability considerations will figure prominently in the collation and assembly processes. Technical interoperability where feasible will allow objects to conform to the same technical protocols, (html, xml, z39.50) and to be accessible from within different technical platforms or environments (windows, Blackboard, MS office). Semantic interoperability will ensure that objects are described in ways that allow meaningful searches readily to be conducted (e.g. through common metadata fields and controlled vocabularies of description, outlined above). Educational interoperability requires objects to be capable of participating in a learning interaction (for example to behave predictably as an item of content, an activity, an event, a question or a learning tool) across a wide range of different contexts. Part of the work may therefore consist of vocabularies that describe how learning objects relate to the course purpose and learning goals in ways that are compliant with what national data services in the subject area might require. This would facilitate the creation of a coherent and cohesive plan for a lecture, seminar or workshop or for individual learning. 
Drawing on a HEFCE-funded, three-year collaborative project involving Warwick, Coventry University and University College Worcester designed to improve access to the curriculum for disabled students within these institutions and their partner FE colleges (http://www.cowork.ac.uk), ARCHES will ensure that its electronically published information on the web is accessible to disabled users and their IT equipment. 

Proposed educational contexts for implementation and evaluation of learning materials

The electronic resources identified and made available in the first stage of the project will be re-purposed for educational use by customising and integrating them into teaching and learning practice in actual HE and FE academic courses. Through the evaluation approaches of the project, the team will gain a well-rounded understanding and insight into their overall pedagogic potential, which will be reflected in the subsequent case study materials produced.  The project outputs will contribute to teaching and learning as follows:

ARCH 1: Re—purposing between FE and HE

The ARCHES datasets will enhance teaching and learning by enabling tutors and students to explore the value of outstanding and novel electronic resources for the study of ancient drama. The use of VR in Humanities teaching and learning is in its infancy. By delivering cutting-edge electronic objects (e.g. VRML and fully-rendered 3D models; rendered images and animations; acoustical modelling etc.) alongside more traditional types of electronic resources (digital image collections; texts; streaming video; VLE environments), the capacity of students and tutors synthetically to explore dynamic aspects of ancient theatrical performance (space, time, movement) will be significantly enhanced.  ARCH 1 will enable tutors and students working in two similar modules in FE and HE to explore innovative ways of deploying these resources in ways appropriate to their distinctive institutional, pedagogical and technical contexts, while enabling detailed, comparative evaluation.

2 + 2 Degree in Theatre, Media and Text (TMT): Introductory module in Greek and Roman Drama 

Context: Tile Hill FE College and Warwick have jointly delivered the TMT degree since 1995. Students study for two years at each institution, taking modules within Theatre, Film, and English/Literature departments. All students take this six-week seminar-based module in their 1st or 2nd year.

Aims: to enhance teaching and learning of classical theatre history by enabling students to access traditional and innovative types of online materials through WebCT.

Objectives: Anne Harris (course tutor) will be able to discover existing and new types of materials within the ARCHES dataset and embed them in WebCT pages for students to study during seminars. Students will be able to explore VR and traditional electronic objects to acquire an experiential understanding of ancient theatre spaces and performance not previously possible with 2D resources. 

Learning Activities: students will access WebCT pages in supervised seminars, and carry out c. 3 hours of online learning assisted by accompanying worksheets.

B.A. in Theatre and Performance Studies (ThPS): Society, Stage and Text 1 Module

Context: first-year students of ThPS take a course similar in coverage to the TMT introductory course above, taught by lecture and seminar.

Aims: as for TMT module above; in addition, to explore ways of enhancing interactive lecturing by accessing live online resources. 

Objectives: Dr Denard (course tutor) will be able to publish new materials, including materials exploited in interactive lecturing, in a custom-built VLE (Warwick) in ways that will enable students to conduct collaborative work in seminars, and independent work in preparing assignments.  Students will be able to develop ideas generated in lectures and seminars by discovering, evaluating and manipulating online resources pertaining to classical theatre history, and incorporating them in assessed work.

Learning Activities: students will investigate aspects of ancient theatrical performance by exploring VR and other electronic resources during interactive lectures, seminars and independent study. They will create online assignments demonstrating competence in discovering, evaluating and embedding traditional and novel online resources for theatre-historical research.

ARCH 2: Re-purposing between disciplines at HE
Of the many thousand ancient Roman domestic wall paintings that survive, a remarkably high proportion depict theatrical themes or stage buildings. Simultaneously, much current scholarship reads Roman domestic space as specifically “theatrically”-conceived architectural-decorative ensembles.  Students in both Classical Art History and Theatre Studies can therefore benefit enormously from having access to advanced research resources created within both disciplines.  Arch 2 will re-purpose two original photographic collections and a collection of VR reconstructions of Roman domestic and theatre spaces, all created by the tutors, to support and enhance teaching and learning across both disciplines.

B.A. in Classical Civilization / Ancient History and Archaeology: Domestic Space in the Roman World

The Classics Department offers undergraduate degree courses in Classical Civilization and Ancient History and Archaeology and joint degree courses with English and Philosophy, presenting a wide subject community for the project work. http://www.warwick.ac.uk/fac/arts/Classics/courses.html
Context: an optional 2nd/3rd-year module taught through lectures and seminars.

Aims: to enable students to develop new ways of exploring the “performativity” of Roman domestic spaces.

Objectives: Dr Zahra Newby (course tutor) will be able to discover and embed a range of new and existing resources within the Blackboard VLE to support and enhance innovative teaching and learning. Students will be able to access and evaluate photographic and rendered images, archaeological plans, materials remains, VR reconstructions of architectural and decorative ensembles, and literary texts. For the first time, through mouse/avatar-navigated VRML models, students will be able to conduct online empirical investigations into Roman spectatorship of domestic space in “real time”.

Learning Activities: students will use Blackboard to access resources for essay and dissertation research, and computer conferencing to make comparisons between particular buildings or art/architectural works, giving students experience and confidence in discussing examples and accessing online communities, and to develop ways of describing and analysing “real-time” experiences of Virtual Spaces.

B.A. in Theatre and Performance Studies (ThPS): Society, Stage and Text 2 – Roman Drama Module

Context: An optional, one-term seminar and research project-based module for 2nd-year ThPS students. 

Aims: In addition to acquiring skills in the discovery and evaluation of visual sources, students will be encouraged to inquire more deeply into the possibilities, limitations and implications of reading various types of visual “texts” alongside dramatic, literary, historical and critical texts.
Aims: to enable students to examine relationships between 2D and VR digital objects and between ‘Real’ and ‘Virtual’ learning environments as offering possible analogues for the highly metatheatrical (self-consciously performative and self-fictionalising) theatre and society of ancient Rome.

Objectives: students will be able to work with(in) a combination of ‘real’ and ‘Virtual’ resources and learning environments in order to explore, reflectively and reflexively, the aestheticisation of relationships between “performers” and “spectators” in Roman theatre and society.

Learning Activities: students will (i) search and browse the ARCHES dataset to identify and analyse self-fictionalising elements of Roman literary and visual texts (ii) in the course of the term, create online research portfolios documenting their own reflective use of the dataset and Warwick VLE in relation to other offline and “real” resources and environments, culminating in comparative studies of certain “real—Virtual” interactions in ancient Roman theatre and society.

ARCH 3: Transforming the “Online Learning” Paradigm - I

B.A. in Theatre and Performance Studies (ThPS): Society, Stage and Text 2 – Greek Drama Module

Context: an optional, one-term workshop, seminar and research project-based module for 2nd-year students.

Aims: building on the success of innovations in student-directed teaching and learning in this module in recent years, and upon the School’s reputation for pedagogical excellence in devised practices across a range of forms (e.g. experimental theatre, Performance Art, video as a creative tool, and community theatre), Arch 3 aims to create a stimulating and holistic approach to the study of Greek drama by synthesizing, in novel ways, elements of “online learning”, practical workshops, seminar classes, and students research projects.

Objectives: students will be able to create new kinds of learning materials for seminar- and workshop-based learning, and devise new ways of conducting seminars and workshops through novel interactions between “real”, “Virtual”, and multimedia elements.

Learning Activities: drawing on forthcoming moderated, online interactions in Didaskalia’s recently-launched Agora: http://www.didaskalia.net/agora.html, arising out of Royal Holloway’s “The Greek Theatre Mask” Conference (April 20-21, 2002), students will discover and embed resources within the ARCHES dataset pertaining to actors and acting in Athenian tragic and comic drama into a number of shared, online portfolios. Starting with a workshop on ancient Greek masks led by actress and Royal Holloway researcher, Chris Vervain (see streaming video: http://www.didaskalia.net/issues/vol5no1/williams.html), students will participate in a series of workshops entitled “The Body as Mask”, devising responses to aspects of ancient Greek theatrical performance. A distinctive feature of these workshops will be the live projection of online student portfolios onto surfaces within the theatre studio (walls, bodies, props…) providing both imaginative stimulus for creative work, and performative elements in their own right. Students will dynamically interact with VRML and 3D rendered spaces, images and animations of artefacts, streaming video and “avatars”, creating new, digitally-enhanced, research-based performance. Through evaluation and assessment, students will document and reflect upon these sets of student-created exchanges between “real”, “Virtual” and multimedia. 

ARCH 4: Transforming the “Online Learning” Paradigm - II

MA in Performance Space and VR Modelling: Places of Performance Module

Context: students in this MA course, jointly offered by the Universities of Warwick and Kent, undertake work in ICT-based design and animation, digitally-based research in historical theatre spaces and stage settings, and VR reconstruction of historical sites.  The Places of Performance Module considers theatre buildings and structures in their historical contexts, and introduces students to the kind of evidence needed on which to base reliable models. http://www.warwick.ac.uk/fac/arts/Theatre_S/itma.
Aims & Objectives: students will be enabled to discover resources pertaining to theatre-historical VR modelling and contribute content to the ARCHES dataset.

Learning Activities: students will be assigned tasks designed to train them to discover, evaluate and deploy research resources for modelling places of performance, and to study exemplary modelling processes. Students will implement ARCHES standards in tagging their own VR objects, and will contribute original tagged data both to a custom-made VLE (Kent) as part of the learning process, and to the ARCHES dataset. 
ARCH 5: International Online Study Centre

Didaskalia: Ancient Theatre Today - www.didaskalia.net 
Didaskalia is an established and highly-regarded electronic resource dedicated to the study of ancient Greek and Roman drama and its reception, which has contributed to the building of research and educational communities in its subject area. It combines an academic journal, listings and reviews of events and performances, a study area for students, and an online discussion forum for students, teachers, researchers and practitioners. 

Aims: to enable international student, teacher and research communities sustainably to use and extend uses of re-purposable, online teaching and learning resources through ongoing online interactions. 

Outcomes: through simple search-and-browse interfaces in Didaskalia, readers will be able to access the complete ARCHES dataset; to observe, contribute to, and thus sustain growing subject-area expertise in re-purposing such resources for specific pedagogical contexts. 

Learning Activities: Didaskalia will host, and permanently archive, two online ARCHES Symposia. Through spontaneous and planned use of interactive technologies during and after the project lifespan, students and teachers will reflectively share experiences of creating, accessing and deploying online resources.  Vols. 6.1 of the Journal will be devoted to assessment and discussion of “Online initiatives” in the subject-area, inviting contributions from resource creators and users. 

Pedagogical evaluation and quality assurance

The well-established collaboration amongst academic staff, educational technologists and technical assistants is a major strength of the project team. The combined active and professional practice, technical, educational and subject expertise is crucial to exploration and evaluation processes in re-purposing and embedding and the subsequent quality of the educational product and learning experience. The project academic staff are currently directly responsible for the courses and already working with students within these courses. They are thus ideally situated to undertake or contribute to the range of project activities and to ensure the on-going development, evaluation, and eventual dissemination of the work to the HE and FE communities.  CAP learning technologists will ensure that the outcomes and expertise are mediated to a wide range of potential audiences in appropriate and effective ways. The development of curriculum materials incorporating the re-purposed resources and the evaluation of the extent to which these meet the intended purpose of the course and the learning objectives will be the responsibility of the academic tutors on the courses. The importance of academic ownership and commitment to these processes is reflected in the significant funds requested for bought-out teaching. This will buy in tutors for some traditionally taught courses, enabling project staff to participate fully in the proposed work. 

Through their established partnership there is already in place a close relationship between Coventry and Warwick with regard to tutors, courses, students, and approaches to teaching and learning. This will ensure the active participation of the intended users of the learning objects - the students - in both implementation and evaluation of the learning activities and pedagogic approaches in FE and HE contexts. It will also enable the long-term sustainability of the work following the funding period. The project team will evaluate their activities on a regular basis, both formally and informally. Evaluations will be provided for the project director and findings integrated into practice to stimulate continual improvement. Reports presented by the project manager to the steering group will include an evaluative component. 

External evaluation will be commissioned from the Centre for Educational Development, Appraisal and Research (CEDAR) at Warwick. An interim formative evaluation will review the first 12 months of the project will focus on the extent to which the project team has met its planned outcomes and its preparation for fulfilling the remaining outcomes.  A further evaluation will review the project after two years focusing on the educational value and cost-effectiveness of the project as a whole. Extensive use will be made of evidence from staff and students who have participated in the project case studies. 
BUDGET


JISC X4L
Institutional
JISC X4L
Institutional


Year 1
Year 1
Year 2
Year 2

Staffing (yr1/yr2 fte)





Bought out teaching: academic staff/GTAs
15000

5000


Educational development (0.5/1.0 fte)
14186

30344


Project management 0.2
5674

6069


Technical assistance 1.0 /0.2 fte
30693
5000
2756
5000

Direct on costs for salaried staff @25%
12638
1250
9792
1250

Indirect on costs for all staff @40%

33777

24084

Total staffing
78192
40027
53961
30334

Travel and subsistence
750

1250


Equipment & maintenance
4500
5000
500
5000

Evaluation
1500
2000
2500
3000

Dissemination
1000
3000
3500
2000

Other costs
1000
2500
1250
2500

Copyright clearance

1000

1000

Consumables
500
500
750
500

Software
500
1000
500
1000

TOTAL per year
 £   86,942 
 £   52,527 
 £  62,961 
 £    42,834 

TOTAL JISC funding
 £ 149,902 




TOTAL institutional funding
 £  95,361 




CAPABILITIES
School of Theatre Studies, University of Warwick

The School of Theatre Studies at Warwick, with an RAE 5* rating (one of only two such top ranks awarded amongst all the departments within the discipline) and a TQA score of 24, is recognised as pre-eminent nationally, and indeed, ranked for the past three years by the Times Good University Guide as the leading U.K. department in its subject area. The two project directors are highly experienced in the preparation of electronic research materials and their application to teaching development in theatre studies. Prof. Richard Beacham holds a personal chair in the School, and Chairs the Advisory Committee for the Performing Arts Data Service (PADS) part of the Arts and Humanities Data Service. He has led a number of major international research projects focused on ICT-based theatre-historical research and teaching that will provide many of the electronic resources assembled for the proposed project (e.g. EU THEATRON Project; AHRB Pompey Project). He and Dr Denard currently lead a project sponsored by the Leverhulme Foundation, using VR technologies to study the theatre-historical aspects of Roman wall paintings and their domestic environments. He has also previously led two major projects in theatre history sponsored by the J. Paul Getty Museum. The School currently leads an FDTL3 project, ANNIE (Accessing and Networking with National and International Expertise) in partnership with the University of Kent and was a participant in the TLTP3 project TELRI (Technology Enhanced Learning in Research-led Institutions) to which Dr Denard contributed a case-study module. http://www.warwick.ac.uk/fac/arts/Theatre_S
The Centre for Academic Practice, University of Warwick
The Educational Technology team in CAP led by Dr Jay Dempster has a considerable and successful track record in the planning and undertaking of learning technology projects. It has particular expertise in evaluation and documentation of the processes and contexts in which learning and teaching take place and in the presentation of user needs and outcomes in case study form. CAP-ET has successfully completed a three year TLTP3 “TELRI” project, and currently is undertaking two HEFCE funded projects (ANNIE: FDTL3 and RESULTs: JISC DNER 5/99). Three proposals from academic departments have been supported by CAP staff for phase 4 of the FDTL programme. CAP and Theatre Studies have successfully collaborated on the TELRI and ANNIE projects. http://www.csv.warwick.ac.uk/services/CAP/Teaching/Technology/technology.html
Information Technology Services, University of Warwick
Under the direction of Alison Allden, Director of ITS, the E-Lab has responsibility for developing new systems under the University's E-Strategy with expertise in web architecture, business systems and e-learning. In particular, E-Lab works alongside CAP and other departments to develop, implement and evaluate the E-Learning strategy and support innovative departmental initiatives. E-Lab will shortly assume contractual responsibility for the Theatre Studies VR team. http://www.warwick.ac.uk/services/ITS
City College Coventry (incorporating Tile Hill College)

Coventry is energetically developing its use of its VLE. With the assistance of Tile Hill’s Multimedia Department, Tutors have been particularly active in exploiting WebCT within TMT. This project will vastly accelerate the embedding of WebCT within the course, and greatly enhance the quality and quantity of appropriate resources available to TMT students and tutors.  ARCHES is an opportunity for a proven FE-HE partnership to pool experience and expertise in an exemplary enterprise designed to enhance and stimulate other such initiatives locally and nationally. http://www.tilehill.ac.uk

EVALUATORS 

Dr Stephen Jeyes

Iconex Project Manager

Newark and Sherwood College
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Notts NG24 1PB, UK
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Dr Lorna Hardwick 

Dept. of Classical Studies

The Open University

Milton Keynes MK7 6AA

Telephone: 01908 653247  
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Email:L.P.Hardwick@open.ac.uk
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Dr Jay Dempster

Head of Educational Technology 

Centre for Academic Practice

University of Warwick 

Coventry CV4 7AL

Tel: 024 7652 4670  

Fax: 024 7657 2736

Email: jay.dempster@warwick.ac.uk

Appendix 1: Existing collections to be assembled, evaluated and re-purposed (as appropriate)

1) Theatron Project: Theatre History in Europe: Architectural and Textual Resources Online: providing innovative virtual reality (VR) tools for teaching and researching the subject of Theatre Studies. Produced by the THEATRON Consortium led by the School of Theatre Studies at Warwick, and part-funded by the European Commission, this is the first serious attempt to bring the study of virtual reality computer models within the scope of a humanities subject: http://www.theatron.org.

2) Pompey Project: a completed AHRB project led by Prof. Beacham to explore and digitally to reconstruct Rome’s earliest stone theatre; includes numerous 3D reconstructions of Roman sites and comprehensive contextualising data. Outline: http://www.warwick.ac.uk/fac/arts/Theatre_S/pompey/Home.htm;  Project description: http://www.nyu.edu/its/humanities/ach_allc2001/papers/beacham/index.html. 
3) Theatre At Athens: 3D computer reconstructions and VR models of several theatres in Athens, prepared by Warwick: http://www.theatron.org/Projects/athens.htm.
4) Perseus: a growing database including a vast array of information including texts, lexicons, images and maps on ancient Greece and Rome: http://www.perseus.tufts.edu.
5) TLTP ANNIE project: learning objects created from performance case studies at Warwick and Kent Universities: http://www.ukc.ac.uk/sdfva/ANNIE/ie/index.htm.
Didaskalia: Ancient Theatre Today: an electronic resource and journal edited by Dr Denard, dedicated to the study of ancient Greek and Roman drama and its reception: http://www.didaskalia.net.
6) Skenotheke: Images of the Ancient Stage: University of Saskatchewan: http://www.usask.ca/antharch/cnea/skenotheke.html.

7) The Cambridge Classics External Gateway to Humanities Resources: provides access to internet resources of interest to classical scholars, including links to materials on philosophy, ancient science, linguistics, drama and art: http://www.classics.cam.ac.uk/Faculty/links.html.

8) Lacus Curtius: contains an extensive collection of ancient Roman theatre data: http://www.ukans.edu/history/index/europe/ancient_rome/E/Roman/home.html.

9) The Ancient Theatre and its Legacy Video series: seven, popular educational theatre-historical videos, produced by Prof. Beacham.

10) The VROMA Images Collection: a virtual community for teaching and learning classics: http://www.vroma.org/images/image_search.html.

11) The Maecenas Collection of Images of Ancient Greece and Rome: extensive material on ancient theatre architecture: http://wings.buffalo.edu/AandL/Maecenas.

In most cases these materials are freely available for non-commercial use. Some may require partnership or negotiations with the content owners/providers of material. This can be done in partnership with the RDN.

Notably, no ancient theatres resources were found on:

· RDN HUMBUL — Archaeology: no categories for theatre, performing arts, classics: www.humbul.ac.uk.
· Visual Arts Data Service (VADS): http://vads.ahds.ac.uk.
· PICTIVA: useful contextual examples and good practice in design of online resources: http://vads.ahds.ac.uk/learning/pictiva.

· Performing Arts Data Service (PADS): http://www.pads.ahds.ac.uk.

· Archaeology Data Service (ADS): http://ads.ahds.ac.uk.

· LTSN Subject Centres for Performing Arts, History, Classics and Archaeology: http://www.hca.ltsn.ac.uk.
· HELIX (E-Lib): http://www.helix.dmu.ac.uk/search.html.
(Additional Evaluator)

Ms Rachel Segal (Co-ordinator, Performing Arts)

TQEF National Co-ordination Team
The Open University, Walton Hall
Milton Keynes MK7 6AA
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