Online Identities Project
Changing the Learning Landscape: Sharing practice and collaborating online
Brief for community developers

How important is your online presence to your professional practice?

When you leave university what will you do to present yourself as a working professional?

What challenges do you encounter when managing your professional and personal online presence?

How do copyright issues affect your online professional presence?

What support do you need from the university to establish yourself online?


What:

Your role as community developer is to work within their colleges to set up a local community of students, in order to explore and develop issues, problems and solutions on how to present yourself once leaving university. 

The communities created should be 
· open 
· accessible to students, staff and external contacts
· with face-to-face activities
· event documentation shared online, e.g. open blogs, website and social media. 

Aims: 

Build active communities of interest, get feedback, test resources, generate debate, engage the community in thinking about their online identity and how this affects their professional practice. 

Community can be be developed in any way, face-to-face focus groups, events, online groups/events, blog, website, social media. You should think about your own practice and the practices of your college and how you can incorporate this, creatively, into the develop of your communities.

Objectives:

The objective of this project is to create four open and online active communities of interest, this could be through:

· a website 
· blog posts
· videos
· talking heads
· image
· documentation of conversations
· research findings
· face-to-face events

All of them should be around sharing practice and collaborating online. 

In your communities you should focus on discussing following topics;

· Learning and 
- Pushing the boundaries of the art school
- MOOCs (http://process.arts.ac.uk/content/what-mooc)
- lifelong learning
- free & open education (http://process.arts.ac.uk/content/open-education-ual)
- sharing & collaborating online
                         
· Creative online identities
- Creating an online home as a creative industries professional
- where is your online professional home?
- what skills do you need?
- are you supported?
- do you know about web-building?
- do you know about code? (http://code.org/)
- open-source (http://process.arts.ac.uk/content/what-drupal)
- copyright (http://www.own-it.org/advice)
- how important are all the above?

· Digital Citizenship
- How does your online identity present you as an individual? (http://process.arts.ac.uk/content/have-we-right-balance-between-open-education-and-commercial-social-media)
- what do you want your identity to be associated with?
- how do you create an online network?

· Legality
- what issues with copyright might you encounter?
- what issues may arise from online censorship?
- how do you protect intellectual copyright online?

Outcomes:

During the process of creating these communities you will be actively recording the progress, enabling you to review and access. This should be done in a way that reflects your own and your colleges practice (for example from Graphic design student from LCC may decide to produce an online blog of graphic representations of issues discussed).

At the end of the project all four of the communities created will be brought together to collate their findings, and develop a legacy for the project, looking at what tools can be implemented to help students and graduates, and how this can be made accessible to the people who need it. 

The findings of their communities will be summarized in a short video, reflecting the other finding collation this video we be created in a way that reflects their own and college creative practice. (please note the community developers will be given assistance with this video, and skills in filmmaking are not required.)  

Practicalities:

We require the community developers to work a total of 45 hours over the month. These can be split between face-to-face time, administrative hours and resource creation.

What we expect from each communities developer:
· Face-to-face time; you are except to meet with you community at least once a week to discuss issues and develop ideas. These meetings should be documented in a way which reflects your practice and the practice of your college. As a rough estimate you should be spending 2/3 hours per week with your community.

· [bookmark: _GoBack]Administration; this will cover everything you are required to do in order to set up the meetings, publicise the communities, write up finding etc. This will also include any meeting you have with the DIAL team (please remember to time sheet for this meeting). This work can be done in the colleges or at home, it's is up to you, just remember to keep track of the hours worked and time sheet for them

· Resource creation; whilst working with your community you will be required to create some resources that reflect your finding, this could be anything for diagrams and charts on an online blog, to downloadable paper based resources to explore your findings. You will also need to create a short 20/30 second film to advertise for your community at the start of the project and a longer 2 minute film at the end of the project with your findings.


Contact:

My contact details are below, please don't hesitate to call me to discuss anything to do with your communities or community development, or for support. 

Joe Easeman
DIAL project coordinator

j.easeman@art.ac.uk
07740 106 014

