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Contributors – The Project will bring together the Organisation Development team at the University of Wales, Newport with Newport Business School and the learning technologist team connected to the University’s Institute of Digital Learning. The Newport School of Art, Media and Design will also provide performing arts students to assist in the role play simulations associated with the serious games. 

The Bigger Picture
The eventual aim is to develop an online Management Academy utilising the latest learning and teaching methodologies and approaches to equip existing and future managers with the appropriate skill set to enable them to manage effectively in a modern and changing Higher Education workplace. This would deliver innovative interactive training taking full account of recognised good practice from a variety of sectors not just HE. Using this approach training can be delivered at the point of need and in a safe and non threatening environment.
We recognise that this would be a large project beyond the remit of the Small Development Project Bidding Guideline and therefore this specific proposal focuses on just one element of management/leadership training, that of the different leadership styles and their impact on decision making in varying situations. 

Successful development and implementation of this one element will not only provide a useful training resource but will give an indication of the likely success of an on-line academy.
Aims and Objectives

The project funding will give us the opportunity to innovate and experiment with a variety of approaches and immerse learners in a tutorial and serious games based exploration of the application of different forms of leadership styles and approaches. Learners will be able to explore how decision making is affected by the leadership style and the situational context. 

The experiences of this project will inform the future planning and construction of the management academy to ensure full learner engagement and knowledge transfer. 

Participation in the project will also give us the opportunity to look at the potential applications of this approach for learning and teaching. 
Rationale
Recent research by Lifelong Learning UK 
identified a lack of management and leadership skills as one of the issues facing the HE sector. Our own experience shows that Managers need training that demonstrates the practical application of theory and the advantages of taking a good practice approach. 

The proposed model of an online curriculum and serious games is recognising best approaches for different learning styles particularly at more senior levels in HE institutions where the opportunity to practice skills in a simulated environment has in our experience proven to be a successful development tool.
Methodology
The Institute of Digital Learning at the University of Wales, Newport has experience in utilising and developing the latest learning technologies and, in particular, serious games research and development approaches which have been deployed successfully in meeting Higher Education institutional staff development needs but not specifically in the area of Management Development. 
There is an international Serious Games Initiative (led from America and Japan) with a focus on uses for computer games in exploring management and leadership challenges facing the public sector. The University of Wales, Newport, through the Institute of Digital Learning, participate in this international forum and have developed a series of serious games that have supported innovation in equality diversity training. These resources have been recently launched as open source resources (as funded by the European Union) and have been used across all economic sectors in the UK. As online, on demand interactive resources the serious games have been embedded throughout the eTraining learning material to help reinforce understanding of key concepts and to provide an opportunity for people to practice and 'play' with inclusive approaches away from the frontline. For further information please visit http://equal.newport.ac.uk/SeriousGames_Eng.html . The opportunity to innovate interactive approaches to key knowledge transfer elements of a management & leadership development programme would build on the success of the European funded research and development experience in the IDL. 

 
The bid recognises the importance of effective Leadership and Management Training in HE and the need also, to engage with new technologies to ensure future effective practice and as consequence develop the use of learning technologies to deliver the curricula.  

The Organisation Design & Development team and staff from the Newport Business school will work together to develop the content of the module with the involvement of the technical staff from the Institute in translating this into a serious game. Students from the Newport School of Art, Media & Design will contribute to the filming and production of the taught sections. This type of collaboration between support departments and academics is not the norm and is something we would wish to encourage further.
Outcomes and Outputs
Our main output would be a training package involving a  ‘serious game’ approach giving participants an opportunity to practice their skills in a safe non assessed environment and explore the consequences of decision making in varying situations and requiring different leadership styles. The package will be accessible and take full account of equality and diversity considerations.
The project would be very useful in determining whether the ultimate aim of an on-line Management Academy is viable with regard to the resources required to create and maintain such an academy and whether this development approach is likely to be effective within a HE context. Similarly an assessment of the effectiveness of this method of training for differing levels of management
A further output would look at the viability of successfully utilising this approach within the curriculum, specifically in relation to the challenges of curriculum delivery arising from the Leitch Report.
Intended Benefits to HE
Access to a training package utilising and developing the latest learning technologies and, in particular, serious games research and development approaches which have been deployed successfully in meeting Higher Education institutional staff development needs but not specifically in the area of Management Development in the past.

The Institute of Digital Learning at the University of Wales, Newport has experience in utilising and developing the latest learning technologies and, in particular, serious games research and development approaches which have been deployed successfully in meeting Higher Education institutional staff development needs. The most recent examples include the development of the Addressing Barriers- Enhancing Services series. The JISC Wales Regional Support Centre team have been promoting the etraining provision across the United Kingdom’s Higher and Further Education sectors. In a supporting press release the manager of JISC Wales having reviewed the materials provided the Institute with a supporting quote as part of the news item to say that 

‘The Equality and Diversity etraining resources serve as exemplars of the latest innovations in learning technologies to engage the modern day workforce in staff development training. The use of the Serious Games approach is particularly welcome.”
We are particularly keen to utilise the skills of the Institute staff in developing this project and excited at the opportunity to collaborate with academic colleagues. We are hopeful that this type of collaboration across professional groups will demonstrate what can be achieved by this type of working and inspire others to undertake this type of project 
Dissemination planning

The dissemination of research and development findings will be made through each of the contributing sections of the University’s networks of interest.
For example, the Institute of Digital Learning will seek to disseminate findings to national and /or international eLearning and Serious Games conferences from June 2008. 
The Organisation Design & Development team will aim to disseminate via regional staff development groups such as WHESDN and potentially to the Leadership Foundation Staff Development Conference in 2008.

The University’s annual Learning and Teaching Conference will also provide a forum for dissemination.
We are particularly keen to deploy an on-demand video web cast to disseminate research and development finding to a UK wide and international audience. 

Milestones

November 2007 start – Development and review – phase 1 curriculum authoring and template developments 

January 2008 start – Development and review – phase 2 film production work and games development  

April 2008 – Development and review – phase 3 pilot of materials and final amendments
June 2008 – Dissemination of research and development finding through an on-demand video web cast. 

Project Costs
14 full time equivalent weeks @£675 learning technologists and production staff) - £ 9450
7 full time equivalent weeks @ £780 – (OD staff and academics) -£5460
Total funding required = £14,910

Costs are based on salary/backfill costs for the development/review phases only. Dissemination will take place as part of the University’s teaching and research activities. 

� Research undertaken as part of Sector skills Agreement between May –September 2006 (http://www.lluk.org.ssa/index.html)





