Project management duties

1.0 Introduction
To ensure that all the correct information into my project, research will need to be undertaken on existing resources available. As this project is based on Scouting, resources relating to this topic should be used and any material that does not relate to it should not be used to ensure accuracy within the project.

Other specific research will also be undertaken for the project to progress and that resources needed can be identified and sought after if needed. At this stage of the project, Research, Analysis and Design will be carried out in the following pages.
1.1 Project Management
Project Management is the planning, organising and managing all resources that will in turn, aid and complete the development of a project successfully, completing all aims and objectives, while maintaining any constraints.

A project has a specific start and finish date which creates a product that is beneficial to the client(s). Constraints on the project can include scope, cost, resource availability, labour and space, these are a few. A successful project will meet deadlines where imposed, run efficiently to time and achieve all the aims and objectives implemented at the design stage of the project. If these are not met, this means poor project management has been undertaken, consequently leading to the project failing.
1.2 Gantt Chart
The project will follow a Gantt chart to ensure that tasks are completed to time with the required resources.

The project will be reviewed by the client every couple of days to ensure maximum feedback and to ensure the client is happy with the project. This is not reflected on the Gantt chart to minimise the size. There are official meetings planned with the client which have been planned onto the Gantt chart. The Gantt chart can be found in Appendix I.
2.0 Background Research
In order to make the project unique as possible, research needs to be carried out on any existing systems that are currently present. Three sources of information have been found and researched as to what information they hold that relates to this project. These have been analysed below.
2.1 Official Scouting Website
The official Scouting website is located at www.scouts.org.uk. Having looked over this site there is limited information on how adults make a difference within the movement. There are references to how adults aged 16-25 can become involved within activities, but not how to lead them.

On the homepage of the site there is the option to click on join for adults. Once this link is clicked on, it takes you straight to a page where you can enrol as a leader/volunteer. This page gives no information on what is involved, what potentials there are, rewards or even basic information on how you can make the difference by joining.

Having this limited information is potentially off putting for the user looking. The user could think that it is a ‘serious' commitment taking a lot of time, costly, need a lot of skills, professional education etc, where to join, you need have very little to join. This information should be clear to read and encourage the potential member to be really interested in what is on offer.

Images are well laid out over the site and there are plenty showing the members of the movement having fun with the activities. These mainly show the younger generation and not the older generation.

The site has a lot of information for adults who are currently leaders, giving resources for activities and badge work, this is very handy for once the potential leader has joined; this is irrelevant for the project.
2.2 Scouting Magazine
The Scouting Magazine is published quarterly by the Scout Association for members of the association. The magazine manly focuses on activities, events, camps and fundraising items. This can be encouraging to new potential leaders as they can see what can be gained from the Scouting World.

There is little information contained within the magazine about joining to be a leader, as all of the people who receive the magazine, have to be members of the Scout Association, therefore they will know what it is about.

Appendix II has a scan of two pages contained in the magazine that are relevant to the project in a slight way. At the bottom of the page there is a small cartoon storyboard. This is very cleaver as it is demonstrating how quick and easy the training can be. This is done in a way it is short but straight to the point, you actually do a lot of the training when you don't realise you do, plus what seems little time, is a lot of time training.

This article is handy to have in the Scouting Magazine, however, I think that this would be more beneficial if it could be used or implemented where potential candidates to become a leader would be able to look. This should be considered when the implementation of information occurs.
2.3 External Scouting Website
On searching Google, a website was found (What You Need to Know About Being a Scout Troop Leader).

This is a basic website aimed for briefly describing the role as a Scout Troop Leader. Although very handy, it only relates to that area of Scouting and not the other sections that an adult can join.

Some of the information on the site is not completely accurate and could potentially mislead an adult from false information, consequently putting off the adult enquiring.

In parts the site page is informative and gives a brief insight into what a Scout troop Leader can do and the responsibilities that it entails.

An example of incorrect information:

In order to become a Scout Troop Leader you must participate in a set number of training courses which are designed so that you can be awarded what is known as a Wood Badge. This Wood Badge is only awarded after a number of classroom and practical outdoor-based activities are completed to the satisfaction of the adjudicating body.

Upon successful completion of these tasks Scout Troop Leaders are awarded an official appointment - sometimes referred to as a ‘warrant'. (Working with Children, 2008)

Scout Leaders must complete training courses to gain the wood badge as described above, but they do not need to complete all of the training to gain the official position. Only two courses must be completed, this is within a two year period of gaining the provisional warrant.

The three assistant Scout Leaders from the 6th Lichfield and three Young Leaders were asked about this piece of information. A simple questionnaire was constructed and passed onto them. The questionnaire and results can be found in Appendix III. This is researched and analysed in section 5.1

On all of the questions, most or the majority (in one instance) thought the majority of the questions were in appropriate or negative to getting adults to join the Scouting Movement in the near future.
2.4 Summary on Existing Systems
The three systems above have proved to be inconclusive on what information the client of this project is looking for. There are some bits of information in these existing systems that could potentially be useful, however, they are basic and contain very little information. The most informative information found was from the Scouting Magazine (Appendix II)
3.0 User Interface Design

3.1 Human Computerm Interaction
Human Computer Interaction (HCI) is the interaction between the user and the computer by making it more useable and feasible to use.

The new system must comply with what the client and users potentially require from the system, making it manageable and easy for the user to navigate, use and execute tasks. If the system is to be hard to navigate and unprofessional, this could potentially infringe the company reputation.

The arrangement of data on-screen, help boxes, error checking on data entry, ease/method of data entry and removal must be considered (DJ & IJ Tudor, 1997)

Data entry time must also be considered, users generally do not want a system that will take a long time to input data or select what they require, therefore, the designer must take this into consideration.

Other elements of HCI include colours to be used, layouts, how a user interacts with the screen and ease of use.

Colours should not conflict with HCI issues. Colours should contrast well with other colours present and should not be intense so that the user is dazzled by it. Nor should colours blend in with the environment so that they are hard to see. Colour blind people cannot see colours such as green, so the use of green colours should be minimal. Neutral colours such as blue are common, taking into consideration blending with surroundings, if they do not match, or the colour selection is powerful then the colours will not work, this is the same if the colours are too alike and blend together, making it hard or impossible for the user to see. The designer should take these considerations and use them when designing the system, both website related and movie content related.
3.2 Usibility
Within the project, Usability will refer to the elegance and clarity with which the website is designed. (Wikipedia, 2009) It is an assessment criteria to assess how easy a product is used or interacted with by the user.

Jakob Nielson (1994) and Ben Shneiderman (1980) wrote specifically about where usability is part of usefulness. This is composed of:
· Efficiency - How quickly a user can perform a task

· Satisfaction - How aesthetically pleasing the system will be to use

· Learn ability - How easy can tasks be completed when a user or users first use the system.
Within the system that is to be designed and implemented in this project, the above factors need to be taken into consideration for the project to be as successful as it can be. Having a good usability will encourage the user to use the website and possibly return to it, something that the user may not have done if the website was complex to use. This approach is beneficial to the client within this project. The idea is that more people need to visit the site and be impressed with the site.
3.3 Icons
In the development of the system, if Icons are to be used, e.g. play, pause, search then these must be easy to understand for the user. If icons cannot easily be understood by the user, then this may cause complications in many areas. This makes the system harder for the user to understand. If HCI has been controlled, this should not occur.

Icons should also be small in file size and not take several seconds to load; this then enhances the quality of the system.
3.4 Screen Layouts
The new system needs to ensure that the screen layout is professional and well constructed. To achieve this, the following steps and methods need to be considered.

Screen layout is how the page appears on the users screen, so the main objective when designing, is the look and appearance. The ease of use is not about the layout but relates to usefulness. These two do however, have a slight comparisons, for example, the screen layout might be part of the ease of use, a well laid out screen makes the application/system easier to use.

The layout can be structured according to how the user would like it modelled, but to make the screen layout more structured and organised, the content could potentially be organised using two elements.
3.4.1 Closeness
Closeness means objects that are related to each other highly are placed nearer to each other, whereas less related objects or non related objects are placed further away from each other.

An example for the developing system, a user could enter an email address for someone to get in contact with them, the submit button should be close to this field, if it is far away, or out of the current page view, this could be considered to fail the closeness requirements.

By keeping related objects together, it keeps structure to the new system.
4.0 Methodologies

4.1 What is a methodology
Learnthat.com (1998-2004) describes a methodology as an organised, documented set of procedures and guidelines for one or more phases of the lifecycle such as analysis and design.

Methodologies are based on a diagram to show how the processes flow within the methodology. Each has its own characteristics and approach to making it succeed. In simplistic terms, it is a method for carrying out something. A good example is a cookery book, which is a step by step guide to making the end product.
4.2 System Development Lifecycle Methodologies

4.2.1 Waterfall Model
The Waterfall model is a sequential Lifecycle model. The stages through this lifecycle are simple and must be followed accordingly. Each stage of development must be considered and completed before another stage can commence.

D J Tudor and I J Tudor (1997) explain that the Waterfall model is a series of sequential steps with the flow of time and information from left to right. The Waterfall model does not have overlapping stages; this form of lifecycle can keep things simple and in stages of development, however, does not allow for much leeway.

W W Royce (1970) designed the waterfall cycle with the intention for it to be developed as an iterative model, with feedback influences previous phases.

(Staffordshire University Handout, The Waterfall Lifecycle Model) The waterfall cycle is followed in the following stages
· Requirements

· Design

· Implementation

· Verification (testing and debugging)

· Maintenance
The maintenance part of the lifecycle sees the final developed system being maintained to keep the system in working order. Changes can occur e.g. new inputs, change in software or hardware, content maintenance.

As with each lifecycle it does have advantages and disadvantages. The advantages include:
· Simple and Easy to use

· Each stage of development has its specific deliverable and a review process, this review is carried out using the system specification and user requirements to ensure that the system is accurate to the specifications

· Works very well where requirements of a project are well understood.
Disadvantages of this lifecycle are:

· Adjusting the scope considerably during the project can cause the project to fail

· Poor model for complex projects - e.g. a website including a database system

· It is a poor model for projects that are long and ongoing.
4.2.2 Spiral Model
The Spiral Lifecycle developed by Barry Boehm in 1985. Each phase of the model starts with a design goal, constructed by the end user and the software creator (whom is creating the product). The product is then developed accordingly and it ends up with the client reviewing the project so far during development. These stages can be set up using development milestones to control the times the developer meets the client.

Clayton (2007) ‘Staffordshire University Handout' explains that the model has four phases; planning, risk analysis, engineering and evaluation. The model gains the name from the fact the project will pass through these stages more than once, thus showing a high amount of risk analysis and being called the Spiral Lifecycle.

In the Spiral Model, the angle of the arrow represents the progress of the project, where the radius of the spiral represents the cost of the project, therefore the further out from the core you are, the higher the cost of the project.

Advantages of the Spiral Lifecycle include;
· A high amount of risk analysis

· Very good for large projects

· Software is produced early in the lifecycle, enabling user feedback early on, helping to keep the project to its goals and requirements of the user. Clayton (2007) ‘Staffordshire University Handout'
4.2.3 Joint Application Development
Joint Application Development (JAD) was developed by Chuck Morris & Tony Crawford of IBM in 1980. Once the concept was developed they both lead a series of workshops to prove the concept. (Soltys, Roman 1999)

The Joint Application Development life cycle involves clients and end users of the product to be involved within the product development, to ensure that the end product is completed to the requirements of the client.

This systems development lifecycle incorporates users and the developer of the system to bring together thoughts and ideas to build the new system upon; this is usually done by JAD workshops.

This type of development is beneficial to the system mainly in the fact that the end users will be actively involved in the development of the product.

The benefits of using JAD for the methodology include:
· Acceleration of the design

· Enhances quality of the final product

· Promoted teamwork enabling designer/developer to interact better with the client

· Creation of designs using the customers views

· Two heads are better than one approach - ideas from both parties can be combined, the designer might think of something the client would not, enhancing the final build, this works vice versa.
These benefits are only achieved because of the following:
· The end user(s) are present with input into the design

· The nominated person keeps the project within its boundaries

· Views are handled within the session where the developer and end user(s) are present.

· The system design reflects those of the user needs

· Assumptions can be made and understood within workshop times
(Above referenced to: Rottmann, David, 2001)

JAD does have some disadvantages. It is essential that all members of the production/development, (client and developer) are present at set meetings and can be accessible easily. If a client is hard to contact, this will hinder the progress of the project and therefore the project will have less of a user input to development and design.

Important facts could potentially be missed out. Users may disagree with ideas causing a conflict of interest; differing views must be resolved at the workshop to ensure the design of the system does not get delayed. (Dennis, Alan 1999)
4.3 Choosen methodology for project
After researching three methodologies that could potentially be used for this project, one, or a combination of methodologies must be used to develop the new system.

A hybrid methodology will be used for this system. This will be a mix of using JAD and Spiral Methodologies. By using both of these methodologies together, it will enable the product to be as successful as it can be. The Spiral Lifecycle will be the main methodology but with JAD built into it, it shall allow the client to add ideas to the design during development. This is essential to make the system exact or as near to the clients requirements.

Enabling the user to be involved within the development can help with any issues arising about the topic that the designer may not know. It also ensures that the design is specifically to how the client requires it to be. For example, if something is not right, or the topic irrelevant to what is required, the client can consult the developer.

During the design stage, it will enable the developer to carry out some detailed research that can be gathered from the client, this could be via an interview and/or questionnaire(s).

With using the Spiral Lifecycle in conjunction with JAD, it sets a framework for the development through to the evaluation stage of the project. Effectively, it adds some structure to the development.
5.0 Requirements Capture
To ensure that the right information is captured to create the system, a set of research and information gathering will be used to ensure accurate results.

The main source of information will be from the client that the website is being developed for. The client will be interviewed by the developer to gather information about what exactly is required for the system. Questionnaire(s) will be used to also gather information that will aid the development of the project.
5.1 Interview with Client
A client for the project has been sourced and it will be the Group Scout Leader of the 6th Lichfield Scout Group in Lichfield. He will provide the developer with the necessary information relating to the Scout Movement as needed to complete this project to the required specification.

The client is the main source and so therefore it was essential he is easily accessible when required. As the client is retired, he said that he is normally available and will do his upmost to attend meetings and any activity meetings taking place for the production of the project.
5.1.1 The Interview
The client was interviewed to establish needs and sources of information for the website and movie. The interview contained a series of questions (in appendices). A draft set of questions were taken to ask the client with some added at the time of the interview to establish a clearer prospective of what needed to be considered when designing the site.

Prior to the interview the Group Scout Leader (GSL) had met with the executive committee of the Scout Group to discuss possibilities and get view points from them as to their thoughts on the matter. The GSL then added these responses into his when then interview was conducted.
5.1.2 Interview outcome
After the interview was conducted, the developer was able to review the answers given from the client. By reviewing all of the questions he was able to gain a better understanding of what the client's needs are.

The client has answered each of the questions fully and in clear detail making it very clear and concise as to what the developer needs to consider and add to the project.

The client gave a list of what is minimal to the project outcome and has allowed some scope for the developer to add some ideas, based on the information that has been supplied to him. The developer must ensure that these requirements set by the client are met; if they are not then the system will have failed the requirements of the client.

The answers given by the client in this interview will be used to create a detailed list of project requirements along with ideas that the developer will add to ensure the project is successful to the client's needs; these will then be used to create the content and layout of the project.

The interview and results can be found in Appendix III.
5.2 Questionnaire 1
A questionnaire was constructed and given to several current leaders of the Scouting Movement to complete. A total of six leaders completed this questionnaire on separate forms.

The aim of this questionnaire was to gather information on what they thought about a passage that was presented onto an external website; this will help to decide the information that needs to be gathered to ensure the accurate development of the website. The completed questionnaires and a results sheet can be found in appendix IV.

The results gathered from conducting this questionnaire have proved very conclusive. Individuals who were asked had negative thoughts about the passage as a whole, proving that the passage was inaccurate. All individuals agreed that the information put across the fact that there was a lot of time involved and that it was not encouraging at all to the movement. Potentially people who read this could pass on the message, therefore not helping the adult movement increase. All individuals were of the opinion that valuable adult help is required within the Scouting Movement.

The information gathered from the leaders by conducting this questionnaire give a basic understanding that information within the project must be accurate at all times. This will ensure that it has a positive influence within the movement, not a negative. Once the project is nearly completed, the leaders will be asked to review the information and present their thoughts on what has been included in the project.
5.3 Questionnaire 2
A second questionnaire was conducted in Lichfield City Centre to help gather information on the following topics.
· What they find beneficial to a website

· What makes them want to visit again / encourage them to visit again

· What would make them recommend a website and / or its resources to another person

· Basic information on the use of the internet

· What they think lets websites down
In total 20 people were asked in the time slot presented on the day. Results from this questionnaire are slightly varied, but provide accurate answers that will aid the development of this project.

Positive results on the initial stage of the questionnaire show that 90-95% of individuals asked have a high speed internet connection and use browsers with images turned mainly using Internet Explorer or Mozilla Firefox, all but one who uses Opera. All individuals that have been asked use the internet at least once a week for personal use; this is a positive opinion as it shows people want to use the internet to find facts out.

55% use a screen size of 17” which has an optimal resolution of 1024 x 768 pixels and can be larger, other individuals use a larger size therefore gaining larger pixels. For the development of the site, this is critical information as it can allow the developer to ascertain what screen sizes the website should be viewable on.

HCI is an important fact within all projects, the questionnaire has shown this. Although 90% do not suffer with colour blindness, this is still an issue the developer and client need to consider, 10% do, therefore the website and contents must comply with the issues relating to this.

One of the main questions relates to website usage, question 8 and 9 relate to the website content and layout. The top three answers relate to how this project should be implemented. The site needs to contain/comply with the following information:
· Information is accurate

· Images and movie(s) are relevant to the topic

· It is aesthetically pleasing - indirectly linked to HCI issues

· Easily navigation
All other answers are important to the development of the site; however the most common should be looked at closely to ensure that the site works to the advantage of users.

As information will be gained from the client and his resources the information will be accurate to the topic where relevant.

Images and movie creation will be based on the topic in question therefore they will be relevant to the project and not out of scope. Any images or movies will be while activities are being undertaken or while a Scout Member is taking about a topic, therefore they should not be irrelevant to the topic.

The client has said to the developer that contact information and life stories should be included onto the site; this is reflected in the answers from the questionnaire.

The biggest problems about a website should be looked at closely to ensure that this project does not fall into one of them. According to the questionnaire the biggest problems are:
· Hard navigation

· Unorganised layouts

· Junk information

· Page errors

· Loading Time
The client has pointed out that he would like a good layout that is easy to navigate and that take little time to load, believing more people like this as they are not waiting a long time. This answer is reflected by the answers that have been given in this questionnaire.

Junk information will not be included as described above from a previous question; all information will come from reliable resources, mainly the client.

Page errors need to be avoided; it is discouraging for the user. This could be as potential information they after does not work. The site should encourage users to visit, this error occurring will not full fill that requirement. It is of the belief of the developer and client that all the points in this question should be taken into consideration where appropriate and avoided if possible by the development of the project.

As there is no specific age range, question 11 gathers the information for reference. There was a wide range of age groups asked as reflected by the results. Comparing these questions results with question 9 it shows that age is not a huge concern for the project to succeed as 95% of individuals would consider joining if advertised well enough.

Overall these answers will help considerably with the development of the project, both content and layout.

The questionnaire and results can be found in Appendix V.
6.0 Web Design Tootls and Techniques
In order to ensure the correct tools and techniques are used within the development of the project, relevant research will be carried out on specific areas. After each research phases, a decision will be made by the developer as to what will be used for the project.
6.1 Cascading Style Sheets (CSS)
The website will be coded using both XHTML and PHP languages where relevant and designed to be used.

The site will be styled using CSS (Cascading Style Sheet) coding. By doing this it will allow a greater consistency within the site and reducing on the amount of code. CSS makes it easier for the developer as he can code titles, sub-titles and body text all the same style, if it needs changing then he knows that it will change all of the text that is in that style, not needing for him to go back and change text bit by bit. This also greatly reduces time. CSS files are much smaller compared to having a tabular layout, in turn reducing the time it takes to load the website.

CSS layouts can benefit from a higher search engine ranking. Two primary reasons for this is the code is cleaner and more accessible to search engines, the other is there is a greater density of content compared to the coding, this is because styling is placed into an external file, which is cached onto the user's PC once downloaded, therefore it does not need to be loaded each time the user visits the site. (Webcredible.co.uk 2008)

Jakob Nielsen (2008) reports that as files download faster this leads to increased usability and a web usability redesign can increase the sales/conversion rate by 100%.
6.2 Website Development Tools
For the website creation, a package must be sought that fulfils the needs for the developer to create the site required by the client. The developer must be able to use the program and if necessary include some time to learn the tools that the program offers.

Two common and professional programs that will be looked into are Microsoft FrontPage 2000 and Macromedia Dreamweaver 8.

Dreamweaver is a more professional coding tool for web designers as it allows more functionality to what the developer requires. By using Dreamweaver Macromedia Fireworks and Flash can be used easily with it to easily create and edit media to use in Dreamweaver. Other programs can be used externally then imported into Dreamweaver, but using Macromedia's own products, it helps the developer with editing the website and media.

Dreamweaver is more compatible on the internet than FrontPage. As Dreamweaver validates its own HTML so can be edited with any other program. FrontPage on the other hand, creates code that is not needed and unnecessary to the coding of the site, therefore creating a lot of useless code, potentially complicating things in the future.

Dreamweaver is more compatible within browsers for the internet. Unlike Dreamweaver, FrontPage requires extensions for many things, including being compatible on other browsers. As standard, it can only be used with Microsoft Internet Explorer; it is only compatible for use on Firefox and Opera etc, if extensions to the coding are added. This then created code that slows down the loading of the page; it can also be tricky to get right and error free.

The site will be validated for coding using the W3C HTML transitional 1.0 tester. When using FrontPage, this can cause problems on this validation due to the extra code that FrontPage can add into the script.

Overall, the benefits of using Dreamweaver are greater than those of using FrontPage. This should be the preferred choice of website development tool the developer should use.
6.3 Movie Editorial and Image Editing
For the movies and images to be successfully edited to the best possible standard, an image and movie editing tools needs to be found.

Paint Shop Pro X2 and Adobe Photoshop CS3 are both available to the developer for use in the project. Both of these image editing software suits have many advanced editing features that can be used within the creation of the project. Learning on both of these programs is essential to the developer to give the best results for the website, this is due to the minimal knowledge he has using these programs.

It is recommended that the developer does not use basic image editing tools such as Microsoft Paint. By using these types of tools the scope for development on images is very low. Often causing the file to be large and making no advantage on the photo.

There are many types of movie editorial programs available. Pinnacle Studio 12 Ultimate and Power Director 6. These two programs are both popular and powerful tools to use. They both come with a lot of features and have a steep learning curve to be able to get good results that you want easily. The developer has spent a lot of time learning Pinnacle Studio 12 Ultimate and is confident that it can produce what is required for the project to be successful.

The main advantages of using Pinnacle Studio 12 are there are more features that can easily used to produce better results. Power Director 7 has a lot of these features hidden within menus and so can potentially cause problems for the developer; a main point is that this reduces time, a critical factor in the development of the content.

The developer has purchased this version as a result of the research found from the trial versions of the products. The developer has been to see the client and show him some results of what can be achieved from this application and the client seems very happy with the results.
6.4 image file formats
There are several options for file formats that can be used. Images that are used on web pages are normally one of the types researched below.
6.4.1 GIF Images
GIF (Graphics Interchange Format) are limited in what they can output. As these only use a maximum of 256 colours the images can be of very poor quality. GIF uses a compression that allows for small file sizes ideal for the internet. GIF images are very common to be used as logos for website that do not contain many colours. All browsers handle GIF images easily.
6.4.2 JPEG Images
JPEG or JPG (Joint Photographic Expert Group) is a high quality image format. JPEG images take advantage of all the colours available making image output quality very high. JPEG images are compresses similar to GIF but the quality is much higher than that of GIF. The compression handles the image type well as it can produce a small file size and fast download speed, suitable for the internet. The compression can make an image lose some quality, the compression discards some data from the image file that it thinks is unneeded, this is not normally noticed by the user unless observed in detail. Once the file is saved, the data is lost. (Mike Doughty 2008)
6.4.3 PNG Images
PNG (portable Network Graphic) is a format similar to GIF. PNG uses compression for images, unlike GIF, PNG compression does not cause the image to lose data. PNG uses 24 bit pallets creating a detailed image that can display most colours. This format is not recommended for professional graphics. Transparency in images can be added with this format but support within browsers is low unless you have the latest version available.

Due to the potential compatibility issues of using PNG images, this file format should be avoided when developing the website. The logos and basic images, such as navigation should be GIF format, with photographs and other more complex images using the JPEG format as well. (Wikipedia 2008)
6.5 Video file formats
There are several options for use of file formats. It needs to be ensured that video content files are small to save on web space, if these conflict with the video quality, then another file format must be sought as quality is the essential factor with the movies of the project.

There are five main types of file formats used on the internet. Each are described below.
6.5.1 AVI Format
AVI (audio Video Interface) was developed for use by Microsoft. This file format can be sued on any windows PC as it is compatible with the Windows Operating System. This is however, not designed to run on other makers of computer such as Mac, therefore causing a potential compatibility issue. The same principle applies when used on the internet. The format is fully capable of running in Internet Explorer but may not work with other browsers. (www.w3schools.com 2009)
6.5.2 MPEG Format
Moving Pictures Expert Group (MPEG) is the most popular video format around. With its capability to run on almost any operating system, internet browser or multimedia player, it has the ability to hold its quality even when compressed. (www.w3schools.com 2009)
6.5.3 Quicktime Format
QuickTime format was developed by Apple, primarily for use on Apple Mac machines. This is the equivalent of Microsoft's AVI and Windows Media Formats. It is a common format on the internet, however with compatibility low unless addition components installed, this can cause problems for a user. (www.w3schools.com 2009)
6.5.4 RealVideo Format
This format was developed by Real Media. It allows streamlining video on the internet (via Live TV or online video). Its file format allows low bandwidths so videos can load quickly on the internet however, with the low bandwidth allocation, the quality can often be reduced. (www.w3schools.com 2009)
6.5.5 Shockwave Format
Like QuickTime Format, this requires an add-ion to allow it to work within some browsers. Shockwave was developed by Macromedia. Depending on what content and editorial has done, these can be large file sizes. (www.w3schools.com 2009)

After reviewing these file formats the developer and client met to discuss the possible formats that can be used for the website. It was decided that MPEG and Real Video offered the best possible choices and so these will be considered when the movie is being created. The developer will make a final decision depending on how much the quality of the video reduces when using Real Video over MPEG.
6.6 Scripting Languages
For the website to be functional and to a high standard, the site will use a mix of Scripting Languages to be built. XHTML is a common language and this will be the preferred choice of language to be used. This will be used mainly in conjunction with the CSS that will be implemented to style the website and contents.

To add more functionality and features to the website, PHP will be implemented. PHP offers features that XHTML cannot. This could be as basic as creating a web based form that can be sent via the internet page it was created on.

The client has added that he might like JavaScript added onto the site but this needs to be decided at his next meeting for the organisation. By having JavaScript on the site it can add simple functions. E.g. an image changes on a picture or change a formatted date.
6.7 Web Browsers
The website must be compatible with all / most of the web browsers that are available. According to the research that was carried out the most common web browser is Internet Explorer followed by Firefox. Opera was only used by one person from the survey. To ensure maximum compatibility, the website needs to be functional on all three browsers. By using file formats and script that works on these will help to ensure that the website does not become incompatible when on the internet.

As Internet Explorer 6 runs different to the newer version 7, the site will need to be compatible with both. Some users may not upgrade to IE7, but for those who have or will do in the near future, the compatibility needs to be there for the users. The developer is therefore future proofing the web site for the current needs.
6.8 Web Design Summary
As has been highlighted in the above statements, it is a priority that the project is compatible with browsers. The research from earlier on in the project noted that many people got annoyed when websites did not function correctly due to it being incompatible. To gain the biggest audience it is critical this does not occur. Images will be used either by JPEG or GIF format. Movie files will be MPEG or Real Video. Justifications for these have been described in the relevant sections researched above.
7.0 Design Constraints
The project contains its own constraints. These are mainly restricted to the developer and to the client. The developer has constraints on what resources are available to use. If a program needs to be used and the developer does not have it, it needs to be purchased or an equivalent used. Constraints to some extent are below.
7.1 PC specification of Developer
The developers PC is a high performance PC and will be able to cope with the demands required to create the project.

Basic PC Specification:

· Intel Quad Core Q6600 2.4GHz

· 4GB RAM

· 512MB ATI Radeon 4850HD Graphics

· 19” TFT Screen

The above specification is beneficial to the developer as this will allow him to create the project without putting strain on the PC or risk of it responding slowly. E.g. when movie editing, a PCs resources can be strained.
7.2 Operating System
The developer PC uses Microsoft Windows Vista Home Basic 32-bit. The programs that have been mentioned above for use in developing the project are all capable of running in Vista. The Operating System will not have an impact on how the website will be displayed. To ensure of this, the project will be regularly tested under a Microsoft XP system to ensure compatibility.
7.3 Browsers
The developer needs to ensure that he has all three types of browser installed onto the development PC. This needs to be insured so that he can regularly check the website during development for compatibility issues. If one arises, this can easily be resolved quickly before the project gets developed further. If it is not resolved at the stage it is found, it could potentially cause more problems later on in development, thus taking valuable time.

As researched earlier it needs to be ensured movies and images are displayed correctly and function as they should within all of the browsers.
7.4 Screen resolution
The developer PC primarily uses 1280 x 1024pixles. The website will have am minimum viewable resolution as developed of 1024 x 768. Research shows that the most common resolution is this size. There are very few people that use a lower resolution. The benefits of having a higher resolution screen include the information displayed being better positioned and the ability to add more onto the screen. Users with lower resolutions will still be able to view the web site but some information will be displayed incorrectly.
7.5 Hosting the System
The client has indicated to the developer that he has web space that he would like the website to be hosted on. The client has used this web host for a number of years and has informed the developer of the facilities it offers, which are more than what is required for the system. The web space is provided by http://www.freevirtualservers.com

The client has given the developer the required information to be able to access the administration section of the site. The developer will use FTP to upload the web site to the host when required; this is a quick, accurate and simple method for getting the website online.
8.0 Security Issues
A priority of the client and developer is security. The web space should be restricted to those authorised to use it. It will be considered to ensure that passwords are changed on a regular basis to ensure integrity of the project. The developer should be the only one able to access the project while in development to ensure and data loss does not occur, potentially due to an intruder into the system. The developer PC will be password protected to gain entry and copies of the development kept on the PC hard drive and flash memory drive in case of loss.

As data is being held including names the developer and client must comply with the Data Protection Act 1998 with keeping personal information.

The site will be protected by a firewall once hosted onto the internet. This is provided by the web hosting company as part of the package that will be used.

There are no potential threats from transactions using the website as it will not have a shop or any function of creating a website with payment facilities.
9.0 Analysis and Design
The project shall be designed on the basis of what research has been gathered in the project. The project objectives as earlier set out the project need to be achieved and these must be referred to at all stages of the design process. Storyboards for then web pages will be created while the movie and images will be discussed about, this is due to the locations not yet been confirmed.
9.1 Webpages (storyboards)
Each page has been designed and documented for the website. The storyboards for the website have been annotated and can be found in Appendix VI. These storyboards were designed with the web site developer and client present. This will provide the best possible designs for the site.
9.2 Website Navigation Plan
As the website is to be constructed of several pages, the developer needs to establish which pages will be links to each other. This is necessary as it will enable the developer to build the navigation for the site. As the client wants a simplistic navigation, it will not be complex. Some pages will only be viewable from visiting certain pages. This will be kept to a minimum where used, ensuring simple navigation.

Below is the website navigation plan for this site. This site navigation plan shows which pages are linked to other pages on the site. The left column of pages are all able to link between each other, and subsequent pages related to a page, such as Involvement 2 and 3, are only viewable by clicking on Involvement 1, however, once on Involvement one or 2, you can still access the main pages on the site. This is the same case with the pages under Leaders at 6th page.
9.3 Movie and IMages
The movie for the project will be created on a site where activities can take place. Two locations have currently being found and investigated to assess feasibility. Once the sites have been confirmed as locations to be used, risk assessments will be carried out on the equipment that is going to be used. The two sites currently being looked at are Beaudesert Scout Campsite and Drum Hill Scout Campsite. These two locations offer a wide range of activities that can aid the development of the project.

The movie will be filmed using a compact camera with sound. A sound recorder will also be used to capture the voice sound. This sound can then be added to the film to produce a better quality sound overall. The sound recorder will be attached to the speaker and will use a clip microphone, this is favourable compared to a handheld microphone, mainly as it is more aesthetically pleasing not to look at someone carrying a microphone.

Images will be taken using a high quality camera to ensure the best image possible. Each image can be edited or reduced within the image editing program. A Nikon D40x Digital Single Reflex Camera (Digital SLR) will be used for the images. The camera is capable of taking 10megapixel images which is more than adequate for this project. They will be processed using an Image editing programme; this will be either Paint Shop Pro X2 or Photoshop CS3 as described earlier in the project.
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