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Abstract — European marginalised youth have the potential
to be future net contributors to the economy. Providing these
disaffected individuals with the skills and competences may
act as catalyst for integration. The aim of this research project
is to encourage social inclusion and improve the opportunities
through a mobile online learning environment. Contemporary
mobile technologies are currently under-utilised tools for so-
cial inclusion. This paper outlines several methods of data col-
lection, including expert telephone interviews, Internet ques-
tionnaires designed for marginalised young people and focus
groups containing both marginalised youth and experts. Anal-
ysis provided indicative conclusions on the content to be incor-
porated into the community of practice. The findings revealed
the importance of developing young peoples functional litera-
cy, numeracy and ICT skills in order to improve their person-
al employability. The data indicated that content should be
learner-authored to encourage participation.

IndexTerms— Marginalised; Community; Content; Social
Inclusion.

1. INTRODUCTION

HIS research is being carried out as part of the Euro-

pean Union Seventh Framework Programme and is a
component of the Comeln project [1]. The project was de-
veloped to improve the skills of marginalised young people
across Europe. The current European policy regarding the
requirements of marginalised youth aged between 14 and 21
years old requires development to fully support their needs.
These young people are potential assets to society and future
net contributors to the economy. To ensure that these vital
resources are not being wasted, research is being conducted
to develop a mobile online learning community with the
purpose of providing marginalised youth with community
and access to learning content. Using the latest mobile tech-
nologies, learning could potentially be accessible anywhere
at any time, reflecting the individual learning patterns of
this specific group of “hard-to-reach” young people. Con-
tent available needs to be of a high quality and developed to
encourage engagement. The community will initially be
prototyped with enterprise and learning skills content. Con-
tent needs to be developed to provide scaffolding so that
these young people can acquire the relevant skills to enter

361

Jean Johnson
Inclusion Trust, Tocher House,
Bishop's Stortford, Hertfordshire,
CM22 7TA, UK

Email: jean@notschool.net

Jonny Dyer
Inclusion Trust, Tocher House,
Bishop's Stortford, Hertfordshire,
CM22 7TA, UK

Email: jonny@notschool.net

workforce, focusing on the available learning skills and en-
terprise skills.

The European Union defines marginalised youth as
“those with fewer opportunities”. The term marginalisation
is the social process of being outcast from regular society,
however different countries have varying policy regarding
the needs of those marginalised. Regarding the Comeln re-
search project, marginalised youth are separated into two
subgroups. The first group are NETs (Not in Education or
Training) and are of compulsory school age and do not at-
tend regular schooling. The second group are NEETs (Not
in Education, Employment or Training) and are those not of
compulsory school age but no longer in any form of educa-
tion or employment [2]. It is reported that NEETs represent
between 10% and 12% of European young people aged be-
tween 16 and 25 years old. There is concern that these num-
bers will grow exponentially if young people fail to attain
the appropriate employable skills, especially in regard to the
recent recession. In 2007 between 5-8% of 16 year olds in
the UK finished education without the government consid-
ered functional literacy or numeracy levels (D-G) of GCSE
qualifications in English or Mathematics, indicating that
many young people do not have the necessary skills to enter
the workforce.

II. METHODOLOGY

A mixed methods approach to the research drawing from
a qualitative and quantitative paradigm was used. Human
behaviour is complex, opinion varies and given the lack of
social research in this area it is important to determine the
relationships and correlations within the data collected. In-
ferential statistics from the collected data provided the
structure for content analysis. The purpose of recognising
the statistical relationships was to determine the areas of
content development that are essential in providing work re-
lated skills to marginalised youth.

Two reports outlining the specifications for content de-
velopment were composed from the findings [3][4]. There
were three areas of data collection to ascertain the content
requirements of the marginalised youth across Europe.
Telephone interviews were carried out with educational and
enterprise experts across the UK and Austria. Internet
Questionnaires and focus groups were carried out with
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marginalised youth across the UK, Austria and Sweden.
The purpose of the data collection was to map the responses
of the experts against that of the marginalised youth, seek-
ing to build an engaging content model that young people
could embrace. The synthesis of information collected from
both marginalised and expert participants was interpreted to
provide definitive guidelines for learning and enterprise
skills content. The focus groups were used to test and reaf-
firm the findings of the telephone interviews and Internet
questionnaires.

III. MetHoDS AND REsurrs oF Dara COLLECTION

The data collection was separated into three areas - tele-
phone interviews, Internet questionnaires and focus groups.

A. Expert Telephone Interview

Two different telephone interview scripts were developed
to extract information relating to the requirements for learn-
ing skills and enterprise skills content. The interviews were
intended to inform content developers on both specific and
generic requirements. A range of UK based educational ex-
perts from (post 16) education and adult learning completed
the learning skills interview and a range of Austrian based
managers and businessmen completed the enterprise skills
interview. Both interviews contained a series of closed ques-
tions relating to skills with attitudinal scale to rate impor-
tance.

The learning skills telephone interview was completed by
fifty educationalists. The experts were asked to rate the
skills highlighted in the interview according to the rele-
vance to a young person’s employability. The interview was
separated into four sections — literacy skills, numeracy
skills, ICT skills and personal attributes. The learning skills
experts determined functional literacy to be the most impor-
tant of the listed literacy skill. However, other than hand-
writing the experts expressed that all specific literacy skills
were necessary employment skills. These educationalists
rated comprehension of written, oral and aural literacy as
critical learning skills for the work place. They further rated
critically assessing language as a valuable skill to most pro-
fessions. Specific numeracy skills were deemed consider-
ably less important than literacy skills, however functional
numeracy was considered more important than functional
literacy.

There was a mixed response to the importance of ICT

skills to 215t Century employment. It was generally per-
ceived important to have a broad knowledge of computer-
based skills. Using the Internet to search and access infor-
mation, Word Processing and accuracy of data entry were
considered important to modern day employment. Whereas
using and creating spreadsheets and databases were consid-
ered moderately necessary to some professions.

The learning skills experts rated all of the personal at-
tributes as essential to employment, with the exception of
the ability to drive. The results indicated that the education-
alists felt that young people have to have the appropriate
personal attributes to be successful in a working environ-
ment. They ranked competences like timekeeping, personal
hygiene, capacity to learn new skills, teamwork and flexibil-
ity as indispensable employment skills.

PROCEEDINGS OF THE IMCSIT. VOLUME 4, 2009

The enterprise interviewees mirrored the results from the
learning skills interviews. The interviews revealed similarly
that functional literacy was the most important skill for em-
ployment with a mean value of 5.42 out of 6. Indicating the
importance that employers’ place of having relevant com-
prehension of the English language. The enterprise experts
generally rated more specific literacy and numeracy skills as
moderately important, however the functional skills were
considered salient to employability.

The enterprise experts believed that an essential skill for
modern day employment was being able to use email effec-
tively to communicate with work colleagues. The responses
indicated that having communication skills are central to a
collaborative working environment. The Austrian experts,
similarly to UK experts, rated being able to interpret
spreadsheets and use databases as moderately important.

The results indicated that 215t century industry demands a
functional knowledge of ICT, whereas more specific skills
are dependent on the profession.

The enterprise experts ranked personal attributes highly.
As several professions demand a degree of autonomy, ex-
perts rated using own initiative and being persistent as in-
dispensable working skills. Conversely they also rated being
able to work within a team as essential. They believed skills
like being able to adapt according to the situations as criti-
cal attribute to any profession. The experts recognised sev-
eral attributes that are unimportant to personal employabili-
ty such as having school grades, reports and certificates,
business knowledge and having realistic concepts of work-
ing world, which might indicate that employers are looking
for personal skill sets over academic achievement.

The interviewees were able to express their opinions, in a
final open question, at the end of the interview. The majori-
ty of the interviewees mentioned that many of the answers
were dependent on the profession as well as the aspirations
of the individual. Some may require certain skill sets differ-
ing to others. One participant mentioned that functional
knowledge was only required at entry level as the other
skills and attributes could be learnt and developed through
work based training systems.

B. Internet Questionnaire

The Internet questionnaire was developed as a closed
questionnaire to understand the user requirements of
marginalised youth. One hundred and fifty marginalised
young people from the UK and Austria completed the ques-
tionnaire. The questionnaire was composed of two parts:
learning skills and enterprise skills sections. The questions
were designed to gain an insight into how marginalised
youth rank particular learning and enterprise skills as well
as their personal capabilities.

The marginalised young people placed particular impor-
tance on numeracy and literacy skills. Overall they rated
numeracy as the most important learning skill. The partici-
pants considered all of the ICT skills highlighted as essen-
tial constitutes of employment. Conversely to the experts,
the marginalised youth believed that using and interpreting
spreadsheets and databases were important skills. Using
databases was rated by the marginalised youth as the second
most important ICT learning skill yet the experts rated it
the lowest. The young people perceived using and searching
the Internet effectively as critical to a working environment.
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They further mentioned the importance of using email to
communicate, echoing the expert opinions. The young peo-
ple considered themselves to have capable ICT skills al-
ready.

The next series of questions identified the relativity that
creative skills have on employment. Creative skills were
considered relatively unimportant to employment. However,
the dramatic deviation between responses indicated that
perceptions of a particular skill’s importance fluctuated ac-
cording to the individual’s career interests and aspirations.
The young people generally considered themselves to have
weak creative skills.

The young people rated personal attributes extremely
highly, mirroring the results of the adult experts. The
marginalised participants recognised the need to have the
appropriate personal attributes to enter a working environ-
ment. Skills like working well with others and working
within a team were considered essential competences for
employment.

The enterprise questionnaire revealed that the young peo-
ple considered being willing and open to adapt to various
situations as the most important enterprise skill. The enter-
prise responses indicated that the young people considered
skills such as carrying out tasks thoroughly and make stren-
uous decisions are universal. Being able to meet set goals,
knowing one’s strengths and weaknesses, planning and or-
ganising well and being kind and considerate to others were
also deemed extremely important attributes for employabili-
ty.

There was little inconsistency between the results of the
UK participants and the Austrian participants. Although
there was considerable difference in their judgement of cer-
tain skills, such as: coping easily with stress and striving to-
wards high quality results.

The results of the enterprise section of the questionnaire
revealed that of the skills deemed most important, the con-
siderable majority of young people did not regard them-
selves to be competent in.

C. Focus Groups

A focus group is a collection of experts who express their
opinions on a specified topic. The success of a focus group
depends on the interactions and information extracted [5].
The process provides an insight into the views and experi-
ences of the target group, marginalised youth. There were
several focus groups held across Europe to ascertain the
content requirements for a mobile online learning environ-
ment. These groups of specialists were brought together to
discuss the current content and the functionality to encour-
age participation and learning. There were three focus
groups containing marginalised youth, in Austria, Sweden
and the UK, and one expert adult focus group held in Aus-
tria.

The UK focus group believed that currently the content
available online is insufficient for the needs of 14 to 21 year
olds. The participants believed that there is no content de-
signed specifically for their target market. Either the con-
tent was designed for a younger age group or was built ac-
cording to the needs of a more adult audience. The focus
group disengaged when material was not stimulating. The
young people expressed that content should motivate them

to want to learn otherwise it will disengage them from the
learning process.

Many of the UK participants had short attention spans
and therefore length of video was an issue. The participants
found many of the videos currently available online to be
too long and arduous to maintain their attention. The videos
were not designed with a teenage or young adult audience
in mind. Further the concentration levels of the participants
decreased with long passages of text. The young people ex-
pressed a need for visually stimulating content developed in
relation to their specific interests.

Some of the UK focus group members engaged with the
learning skills and enterprise skills games if they related to
their personal interests. One participant enjoyed the First
Aid training game because she had a personal interest in
nursing and had some prior medical knowledge. Similarly
another participant preferred the deduction game, as he was
interested in the logical progression, whereas all of the oth-
er participants had no interest in learning through this
game. The marginalised youth appeared to disengage with
content if it was too repetitive. They mentioned that they
desired content that continually challenged them. The edu-
cational value of the content was not the only aspect consid-
ered by the marginalised youth. Content should be present-
ed in an interesting manner that stimulates the audience.

Finally the UK participants believed that current learning
content is missing a critical social element. If they could
discuss content provided with other students then they felt
they would be more likely to partake. One participant sug-
gested a marriage between a social networking site and
learning content site.

The Austrian focus group discussed current popular mo-
bile applications. Music players were the most popular mo-
bile application. Participants suggested that music accompa-
nying content would provide an incentive to engage. The
gamers amongst the focus group suggested that the provid-
ed video content should have appropriate quality so not to
discourage users. Material should be designed according to
the interests and needs of audience. One of the Austrian fo-
cus group mentioned that a ‘manga-style’ presentation of
content would attract him and make him participate. All of
the participants suggested that content should include both
visual and audio material to maintain the marginalised
youths attentions. Finally the content should reward, both
intrinsically and extrinsically, their participation.

In relation to games applications the Austrian focus
group preferred games that incorporate a social or group as-
pect. Users regarded platform style games, where difficultly
increases as game progresses, as the most desirable type of
learning game. They further believed that it is important to
present a variety of learning games to maintain the interests
of the audience.

The Swedish focus group outlined the importance of gen-
eral literacy and numeracy skills, however many mentioned
that this was secondary compared to personal attributes.
Several of the participants mentioned that the most impor-
tant skills are those that relate to career options, for exam-
ple one participant felt art and literacy were the most im-
portant skills as she aspired to be a tattooist.

The young Swedish participants felt that they required a
functional knowledge of computer skills and all of the
young people believed that Word Processing skills were es-
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sential to their personal employability. The Swedish focus
group participants expressed interest in improving ICT
skills they felt they had deficient knowledge in. Computer

literacy was deemed vital for 218t Century employment.

The Swedish young people believed that video was the
most suitable medium for presenting learning content on a
mobile online learning environment. The participants used
video sharing sites to develop new skills. They suggested
some sort of discussion board to encourage meaningful
learning discourse, accompanying the video. The Swedish
participants felt that this would reinforce learning.

The expert Austrian focus group members envisaged
content to be rich in multimedia in order to attract
marginalised young people. They recognised that it would
be beneficial if content were designed so that it does not re-
semble institutionalised education.

The experts’ identified several potential problems of pro-
viding universal content to several European countries,
these are: language, spelling variations, units of measure-
ments, telephone formats, time and dates, names and titles
and specific terms. They suggested that content might have
to be localised according to nationality. This localisation
could range from major language edits to minor spelling
variations.

IV. FmNbiNGs

There were several indicative findings reached
through analysing the data collected.

V. Literacy and Numeracy

The analysis of the quantitative data reveals that Literacy
and Numeracy skills are vital for personal development.
The ability to interpret information is imperative to most
working professions, therefore these skills through pertinent
nurturing could enhance a young person’s career opportuni-
ties. Those with low academic qualifications but who have
functional literacy and numeracy skills are valued net con-
tributors to the economy and are not limited to low skilled
labour markets [6].

The marginalised youth that participated in the study
considered functional literacy and numeracy as the most
critical learning skills. Functional literacy is considered as
the ability to read and understand printed general informa-
tion. The comprehension of language is a requisite for em-
ployment as it is an attribute required when following in-
struction. The participants recognised this facet and be-
lieved it to be an invaluable life skill. The marginalised par-
ticipants rated functional literacy as an essential require-
ment to their employment. The educational and enterprise
experts substantiated the importance of functional literacy
skills to a young person’s career options. It is evident from
the results that experts consider having necessary literacy
skills as imperative to manage in a working environment.

Similarly to the literacy skills, both young people and ex-
perts agreed that functional numeracy is required in the
modern working environment. Functional numeracy is the
ability of an individual to comprehend mathematics in an
everyday sense. Functional mathematics often arise as a by-
product to other work related tasks, while inherent in many
professions it is essential to comprehend to make effective
decisions about livelihood [7]. The majority of marginalised
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young people considered functional numeracy as the most
important learning/ enterprise skill. The demands of em-
ployment require potential employees to have numeric skills
to perform work place tasks. The learning and enterprise
experts rated functional numeracy skills considerably higher
than the more specific mathematical skills. It is recognised
that individuals should have the relevant knowledge to in-
terpret mathematical information.

The results of the analysis demonstrated that a mobile
learning environment should contain functional literacy and
numeracy content. Literacy and numeracy skills content
should be constituents of the proposed content. It is impor-
tant that content represents the requirements audience, the
responses of the marginalised youth and experts suggested
that it is important that young people entering the working
environment have adequate literacy and numeracy compe-
tences.

A. ICT

Computing is central too much of the 218t century em-

ployment and the results from the data collected suggests
that ICT (information and communication technology) con-
tent should be included. The responses highlighted that
functional computing skills are required in the majority pro-
fessions. Having the ability to use a variety of ICTs is essen-
tial to the working environment. Stoneman and Anderson
(2006) suggest that the ability to use and access ICT en-
hances employment opportunities [8]. It is evident that ICT
skills are fundamental to securing employment, as 90% of
current UK jobs require some sort of ICT skills. Therefore it
is necessary to develop competences of young people re-
garding ICT.

The responses of the marginalised youth suggest that they
currently do not have the required ICT based skills to enter
the working environment. These skills could theoretically
be developed through appropriate content supplemented by
an effective mobile community of practice. Further the
young people expressed that they felt that ICT skills were
essential to their personal employability. The young people
deemed information processing skills and practical Internet
based skills, implying that functional ICT competences are
a necessity to modern employment. The ability to use mod-
ern ICTs was considered at the forefront of the working en-
vironment. The young people concluded that although they
do not use email as a means of communication, they rated it
the second most important enterprise skill.

The experts similarly rated ICT skills as essential to a
young persons personal employability. The experts outlined
that more specific ICT skills are less important to personal
employability than functional competences. Functional ICT
skills such as Word Processing, accuracy of data entry and
general Internet skills were considered imperative as work
related skills. The results of both the responses of the
marginalised participants and experts were generally com-
parable. However, the young people believed that database
and spreadsheet skills were important, whereas the experts
opposed this perspective. The experts recognised that more
specialist ICT skills, such as database competences, are re-
quired for specific professions and therefore the content
should be user-designed. Johnson and Dyer (2005) stated
that the most effective learning occurs when content provid-
ed stimulates the learners’ interests [9]. ICT content should
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also be user-defined due to their various personal aspira-
tions and interests.

Participation within a mobile online community of prac-
tice could improve the ICT abilities of the audience auto-
matically. A component of a mobile online learning com-
munity is ICT and therefore skills may improve tacitly [10].
Several of the necessary functional ICT skills for employ-
ment are developed through the community of practice
rather than content provided.

B. Creativity

The evaluation of the responses suggested that a
substantial quantity of the young people did not consider
themselves to have creative skills. The young people did not
consider these skills as important to employability. Howev-
er, the variations in responses suggested that these specific
skills were considered more important depending on user
interests. This indicates the importance of providing indi-
vidualised content that develops users creative skills. One of
the young people involved in the Swedish focus group was
determined to become a tattooist and therefore believed
artistic creativity to be extremely important to her personal
employability. She used popular social networking sites,
like Facebook, to display her artwork. A mobile online
learning community could hypothetically act as same medi-
um while providing positive reinforcement.

The UK marginalised youth rated more manual
creativity skills as more important to their personal employ-
ability due to the realistic career options open to them. Edu-
cation is a prerequisite for many careers and therefore op-
portunities are limited. Content needs to broaden young
peoples vocational abilities while developing their abilities
to create novel ideas and recognise solutions around poten-
tial work-related problems [11].

These conclusions were reflected in the responses
of the educational experts. Many commented that various
careers require differing creative skills. It is important to
develop functional creative skills such as using initiative
and problem solving yet the more specific depends on the
individual. It is advisable that the mobile learning environ-
ment develops learner-centred content depending on the as-
pirations and interests of its audience.

C. Personal Attributes

It is evident from the results that developing the future
workforces personal attributes is extremely important. Many
of the potential users of a mobile online learning communi-
ty for the marginalised may have behavioural deficiencies
and require development in this area. The learning skills
experts adjudged that significant development and mainte-
nance of learners’ personal attributes is required to improve
the users chances of employment. The general attitude was
that personal attributes were more important to the future
prospects than general learning skills. A requisite of any ed-
ucation model is to provide learners with the transferable
and core attributes required in a working environment [12].
The enterprise experts also considered developing ones per-
sonal skills essential. The latter experts indicated that it is
important to fuse functional enterprise skills with personal
attributes within content.

Content and community of practice should develop the
behavioural skills of the user. As many of the marginalised

users are excluded from regular society they have little ex-
perience of the conventional behavioural regulations.
Therefore, they may need to learn general working etiquette
to succeed. The results of the enterprise telephone inter-
views suggested that personal competences were more im-
portant to employability than specific academic learning
skills and that young people currently have inadequate per-
sonal competences to enter the working environment.

The marginalised participants further recognised the im-
portance of having strong personal attributes in all aspects
of life. It was interpreted from the results of the Internet
questionnaire that content and the community of practice
should nurture users personal competencies. The young
people outlined the importance of working together with
others as part of a team higher than working individually.
Moreover the young people expressed that communicating
effectively with colleagues as an essential work-related skill.
The community of practice through collaborative learning
can develop the young peoples social co-operative and com-
munication skills.

D. General

The results indicated that any content provided to the
marginalised audience should be developed according to
their interests. Several of the experts outlined that the tele-
phone interview was too generalised and that certain skills
are required for some professions but redundant to others.
Additionally, effective learning only takes place when the
learners’ interests are roused and they define their own
learning path. Providing a flexible community of practice is
invaluable. The results indicated that users should be able to
define their own learning in accordance with their needs.
The content provided should be integrated within the pa-
rameters of the online learning environment as a collabora-
tive learning approach [13].

The focus groups indicated the importance of providing
interest-based learning. The young people stated that con-
tent should reflect the situation and age of its audience,
learner-authored. The Austrian participants indicated that
modern popular music could be integrated into content in
order to maintain the attention of the audience. The expert
enterprise focus group outlined the importance of catering
for the needs of the individual rather than the collective.
The disparity of situations and interests means that no
marginalised young person is the same and therefore con-
tent should reflect this and be designed accordingly.

VI. ContenT CONCLUSIONS

The interpretation of the data collected emphasised the
need for flexible, adaptable and personalised content. These
conclusions fit a constructivist learning model, whereby
content is not pre-specified and learners control their learn-
ing pathway. The learner constructs knowledge through ex-
perience rather than through instruction [14]. A construc-
tivist learning system is an active process of acquiring
knowledge through personal experiences.

Taylor et al. (2008) outlines three criteria for providing
content on a mobile learning environment. Firstly, the con-
tent should support both formal and informal learning. Sec-
ondly, the content should be dynamic and interest-based. Fi-
nally, the platform and the content should support and en-
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courage social activity [15]. A constructivist approach to
content design is appropriate to satisfy these criteria.

To successfully deliver content on a mobile community
requires a number of technological components [16]. Video
files need to be of the highest possible quality to maintain
the attention of the audience. Providing information does
not constitute as learning, the user must interact with the
material to construct knowledge [17]. Therefore the content
provided must be stimulating and designed around user.

There are several pedagogical designs for content provid-
ed in online learning environments. These techniques pro-
vide the learner with opportunity choose appropriate learn-
ing style. Problem-based learning is the process where
learner acquires knowledge through interpreting education-
al videos. Distributed problem-based learning is the same as
problem-based learning but is discussed within a group
rather than individually. Inquiry-based learning is a variant
of problem-based learning where learner constructs knowl-
edge from ill-structured tasks. Role-playing simulation in-
volves reconstructing or re-enacting knowledge attainted.
Game-based learning is derived through educational games.
Case study based learning, the learner constructs knowledge
by studying actual events. Critical incidence-based learning
engages learner in critical reflections of knowledge attaint-
ed. Project-based learning allows learner to study a range of
content and create and design project around research [18].
There are various ways of presenting content in a mobile
online learning environment, as each individual is different
it is important that content is presented in a diversity of
ways so that the marginalised users are more likely to en-
gage.

The results of the data collected indicated several sub-
jects for content to be developed around. Functional Litera-
cy can develop users into confident individuals capable of
communicating effectively and being able to follow instruc-
tions. Functional numeracy content develops individuals to
have sufficient understanding of mathematical concepts.
ICT Literacy develops users abilities to use and communi-
cate through a variety of technologies effectively. Commu-
nication and Collaboration develops users’ abilities to in-
teract effectively with others. Initiative and self-direction
content, users learn to work independently. Flexibility and
adaptability content could develop individuals’ abilities to
manage varieties of situations and being versatile. Leader-
ship and Responsibility develops young persons capacity to
manage projects and others effectively. Creativity and inno-
vation content explores varieties of means and processes
rather than the conventional. These content rubrics should
provide the marginalised youth with necessary lifelong
learning skills to succeed in a working environment.

Creating and sustaining community in a mobile online
learning community is dependent on developing and main-
taining relationships between users [19]. It is therefore es-
sential that the community provide learner-authored content
to encourage users to participate and engage in their per-
sonal learning and development.
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