T LEVEL INDUSTRY PLACEMENT SMALL TEAM PROJECT BRIEFS

Employer brief

Project title: Zoo Visitor Engagement Feature Prototype
Organisation: Greenwild Zoological Park Ltd
Placement contact: Michael Foster, Digital Innovation Manager
T Level route: Digital
Occupational specialism: Software Development
Project type: Small team project (2 students), approx. 2 weeks (~70–80 hours), hybrid delivery
Project context
Greenwild Zoo has a public app for maps, animal info, fundraising, and general content. The zoo wants to pilot a new interactive “Explorer Trail” feature: visitors can follow a path, answer questions, unlock content, and earn badges. The feature needs to integrate with the existing app backend and deliver engaging user experience. The student team will work with the zoo’s digital team to prototype, test, and present this new feature.
Project objectives
Gather user and stakeholder requirements (visitors, staff)
Design UI/UX mockups and data model for the feature
Develop a functional prototype (web or mobile)
Test usability with a small group (e.g. zoo staff or sample users)
Refine based on feedback
Produce documentation and handover materials
Tasks & activities
Kick-off meeting & system overview
Research similar features in visitor apps / gamified trails
Wireframing / interface mockups
Backend / frontend development of prototype
Usability testing & feedback gathering
Iteration and bug fixing
Final demo and presentation to zoo’s digital team
Expected deliverables
UI mockups and wireframes
Functional prototype of trail feature
Usability test summary & feedback report
Technical documentation (README, API notes)
Demo presentation with recommendations
Employer responsibilities & supervision
Provide background on existing app architecture and constraints; Lead induction and run requirement scoping session; Supervise work progress, review iterations, and give feedback; Attend final presentation and provide structured feedback; Supervision may be partly remote but must comply with remote hours limit.
Location & remote working
Preferred location: zoo’s digital office or provider premises. Up to 20% of placement hours may be remote (e.g. coding, minor tweaks). Remote supervision must still be conducted by the employer.
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Provider / tutor brief

Project summary
This small team project enables two Digital Software Development students to apply their full development lifecycle knowledge and skills to a real-world scenario: designing and prototyping an interactive “Explorer Trail” feature for a zoo’s visitor app. The project provides opportunities for the students to demonstrate all aspects of software development—from requirements gathering to design, build, testing, refinement, and final handover. Students will operate in a simulated developer role, producing a functional prototype and supporting documentation, with structured input and oversight from the zoo’s digital lead. The work will directly support their technical progression and mirror the expectations of a junior software development role.
Mapped performance outcomes
	PO
	Performance Outcome
	Project links

	PO1
	Analyse a problem to define requirements and acceptance criteria
	Students gather user and business requirements through meetings with zoo staff and visitor feedback. They define technical scope and success criteria.

	PO2
	Design software solutions to meet user and business needs
	Students wireframe the interface and plan the software logic, applying UX principles and aligning with the zoo’s app structure.

	PO3
	Build software solutions to meet defined requirements
	Students develop a working prototype of the trail feature using appropriate languages and tools.

	PO4
	Test software to verify that it meets the requirements
	Students conduct usability testing with zoo staff or target users, fix bugs, and iterate based on feedback.

	PO5
	Change and maintain software to ensure it continues to meet requirements
	Students adapt their prototype based on new inputs, demonstrating version control and collaborative refinement.

	PO6
	Create and maintain software documentation
	Students produce technical documentation (e.g. README, setup notes, APIs used) and deliver a handover pack.



Core learning integration
This project complements core knowledge and learning, including:
· Software development lifecycle and methodologies (Agile / Waterfall)
· Programming paradigms and language structures
· User interface design and responsive layout
· Usability principles and accessibility
· Version control, collaboration, and documentation best practice
Student preparation
Review prior work on small-scale development projects
Prepare to work in a pair with defined but collaborative roles
Revisit unit content on user needs, interface design, and iterative testing
Be briefed on digital safety and ethical considerations when engaging with public-facing systems
Employer engagement expectations
Employer will set out the brief and success criteria; Midpoint and final check-ins to be arranged, with written or verbal feedback; Employer provides any necessary app/environment context; Supervision can include remote contact, but face-to-face engagement is required for key project stages.
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