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Abstract

In many countries government policies are impacting upon the delivery of the fashion curriculum. These policies include an expansion in student numbers and widening participation (Nelson 2002, Woodward 2002, Gaimster & Gray 2003).  These policies have often not been supported by an increase in staff student ratios or resources. Fashion educators have to consider alternative and innovative ways of delivering the curriculum.  Many institutions have invested in technology including virtual learning environments (VLEs) without a clear understanding of how they can be used effectively.

The fashion curriculum does not seem to be a natural contender for computer based learning due to its inherently practical orientation.  This paper will set out to show that there are indeed elements of the fashion curriculum both practical and theoretical that can be delivered or supported by computer based learning.

It will consider a variety of pedagogical approaches and how these can be applied to the development of CBL& IBL materials.  A range of CBL and IBL materials will be reviewed and recommendations made for how they can be used to support best practice in fashion education.  These materials will include Seeing-Drawing a multimedia interactive DVD that was developed as part of the British Government’s Teaching and Learning Technology Programme (TLTP) and the garment construction tutorial developed by the London College of Fashion and Central St Martins in collaboration with the London Institute’s IT research and development unit.

Why should we be considering computer based learning in fashion and textiles?  

· There are many drivers for change in the fashion curriculum these include;
Increased student numbers

· Reduced funding and resources

· Technological change within the fashion and textile industry

· Advances in pedagogic theory and understanding of the learning process

· Changes in the student cohort (widening participation)

· Changes in modes of study, flexible learning, part time learning, distance learning.

· The impact of the Internet upon the format and availability of information.

· Pressure upon traditional resources 

Educators in all countries will be aware of the impact of some if not all of these issues.

What do we mean by computer based and internet based learning?

These two terms cover a wide range of materials, formats and approaches 

The learning materials can be in the form of a DVD or CDROM, they may be in the form of an interactive programme or be online (on the Internet).  Internet based learning can take many forms.  It can be structured in the form of online tutoring packages and distance learning courses and can involve synchronous or asynchronous communication. It can be part of a larger traditional programme or it can be freestanding in some cases leading to a qualification. It can be used as a vehicle for independent and resource-based learning or as a research tool.  The pedagogical approaches taken in the design of these materials are more important than the format in which they are presented.  A badly designed computer based activity is no better than a poorly structured workshop or lecture.  The range of pedagogical approaches varies from highly instructional and prescriptive based upon the behaviourist paradigm to unstructured and exploratory methods based upon constructivist  principles.  There are of course materials that draw upon and utilize both of these paradigms.

What does computer based learning have to offer that traditional methods do not?

This paper does not advocate that computer based learning can or should ever replace face-to-face teaching and practical workshops.  There are however certain advantages that it does offer.  The student can:

·  Learn at their own pace

· Go back over difficult concepts as many times as necessary

· Take advantage of the flexibility of access, anytime anywhere (if they have access to the necessary equipment and software)

· Explore problems from multiple perspectives

· Design their own route through the materials

· Access a wider range of more timely information through the Internet

· Get immediate feedback on their performance (if this is built into the materials)

Theoretical Approaches to the design of computer based learning

The Instructional Model

The instructional model draws upon the work of Skinner and Gagné.  This model is highly structured and based upon the identification of observable behaviours and appropriate skills that the learner must achieve.  Drill and practice are used to enable the learner to master a skill before moving on to a more complex level (Boyle 1997).  Gagné (1992) identifies the different skills and conditions required for learning to take place. He advocates the mapping of learning objectives against this taxonomy to ensure that the right strategies are being employed to facilitate learning and for the learner to achieve these objectives.  The taxonomy is based upon a hierarchical arrangement of intellectual skills from discriminations at the bottom through to problem solving at the top (see fig 2.2). 


Fig.2.2 Gagné’s Levels of Complexity of Intellectual Skills: Gagné (1992)p.55

The taxonomy is useful in identifying the objectives of learning and ensuring that appropriate tasks are being set for the development of different types of skills. This method was very popular and used extensively in early CBL programmes.  More recently many educationalists have rejected this approach in favour of constructivist methods The criticisms of the instructional approach are that it is “over-prescriptive and mechanical” (Boyle 1997) and difficult to apply to a learner centred model. Bates (1995) accepts that pre-programmed computer based learning has a role but argues that there are many other learning activities for which such a behaviourist, pre-determined approach is not suitable.  Phillips (1997) recognises that when designing computer based learning activities or environments instructional design can be useful in analysing the content of a learning activity and advocates an approach that uses the strengths of instructional design balanced with elements of the constructivist approach.  He warns against applying instructional design too narrowly as this may result in a transmission based model of instruction.  However, a totally constructivist approach may make false assumptions about the level of research skills that students possess.

" the student may not have the requisite research skills to be able to construct knowledge from the knowledge network...it is necessary to give the students guidance in their discovery of knowledge, otherwise they may simply not investigate or make sense of the hyperlinks." (Phillips 1997)
Constructivist Theory

Constructivism, is a generic term for a variety of theories including cognitive  flexibility theory (Spiro 1980) and situated cognition (Bruner 1990). Spiro advocates an approach where the learner is presented with diverse examples and cases  which provide a context for them to develop and construct their own representations of knowledge.  The theory is particularly useful in supporting learners in the use of interactive materials and hypertext based environments.  Bruner argues that the learning process is situated within a context; our past, our culture and our language define this context.  In order to progress,  the learner needs to build upon their existing perceptions and knowledge to construct understanding.  Learners actively engage in the process of knowledge acquisition and construction by integrating new knowledge with prior knowledge in order to make it meaningful and to continuously build upon what they have learnt (TIP 2001).

Each of these approaches rejects the didactic transmission based model of teaching.  Constructivism favours an approach where the learner is actively involved in transforming and organising knowledge into constructs that enable them to bring meaning to their experiences (Davidson, 1995).  The emphasis is on learners who “actively construct their knowledge and skills through interaction with the environment, and through reorganization of their own mental structures.” (De Corte 1990 ,p 73).  The aim is to encourage learners to discover concepts and principles for themselves and to actively engage in their own learning. Tait (1997) describes constructivist theory as covering a “ wide range of views that are not entirely consistent with a single model of the learning process.” (p 3).   He goes on to identify some common principles of constructivist theory that include: reflection that builds upon existing knowledge, active construction of a “personal conceptual knowledge base”, authentic and situated activity, and “multiple views of a subject area”. (Tait 1997 p 4) 

Constructivist theory also empahsises the need for authenticity and social interaction in the design of learning activities. Situated learning theory (Brown, Collins and Duguid,1989) advocates the use of cognitive apprenticeship through the acquisition and use of cognitive tools within a specific domain. They argue that cognitive tools need to be actively used and progressively developed, enabling the learner to achieve a richer understanding of the tools and the world in which they are used. They also say that learning is framed by the culture of the domain and it is this authenticity, that is often lacking in a classroom environment.   The importance of social interaction in the learning process is emphasized by Vygotsky (1962; 1978)

Vygotsky  proposes that there is a ‘zone of proximal development’. This is the area between what the learner is able to do alone and what they are able to do with assistance.  In this theory the role of the tutor is to provide the support for the learner to develop and progress. Language and socialisation play a key role in the learning process.  The implications for computer and internet based learning are that tutors need to devise a range of appropriate activities that enable the student to move, with assistance, from one stage to the next and to use social interactions to enable this.  This assistance may be in the form of a live tutor or contextual help tools.

Evaluating and Designing Computer and Internet Based Learning Packages

This section will review two different computer based learning packages that have been designed using different pedagogic theories and modes of delivery.

The first package Seeing-Drawing was developed by a consortium of five UK universities, Falmouth, Ulster, Ravensbourne, LCF,Camberwell.   This package takes the form of a DVD and was designed along constructivist principles.  The learner can enter the package at any point they wish and follow any route through the materials.  There are anchors and contextual help tools to help the learner to navigate through the materials.  The learning environment encourages exploration and interaction using a range of activities.  The DVD is organized into sections that explore different approaches to drawing by a wide range of practitioners including fashion designers.  

The package enables the learner to engage with the process of drawing and the context in which it is used.  From the initial inspiration to the final product every stage of the development process is explored from the viewpoint of practitioners.

The fashion section examines a variety of approaches to drawing in fashion, from illustration to working drawing.  It provides the student with the opportunity to explore a body of work from practitioners who explain their concepts and approaches in their own words.  The focus is not upon a right or wrong approach but a variety of approaches that the learner could employ in their own work.  The illustration section emphasizes the need for in-depth research and understanding of the human body.  

Tutors can also use the package in a more didactic way by creating a set of bookmarks that guide the student through the material and explore a theme from the perspective of practitioners in different disciplines.  The use of colour and the importance of understanding the human form are two of these key themes.

The package enables the student to capture, print and manipulate images and to create their own resource from the materials.

Garment construction

This is an online tutorial(http://www.linst.ac.uk/learning/garment/findex.htm#)

that was developed by the London Institute’s IT Reasearch and Development Unit  (ITRDU).  As with seeing drawing the development of the package was a collaborative process between subject specialists, from the London College of Fashion and Central St Martins, and IT developers.  There are two ways in which the tutorial is designed to be used.

· As a stand alone introduction to pattern cutting and garment construction for complete beginners

· As a revision tool to support workshop based learning

The package is available online and can be accessed via the WWW.  It is promoted to students starting their courses who have no prior experience of the subject as a way of familiarizing themselves with the terminology, tools and techniques that they will encounter when they start their course.. The aim is that they will come to the workshop with a basic understanding and therefore gain more value from the session.  The package also enables learners to revisit aspects of the process that they have difficulty in understanding or have not fully taken in during the class.  Many of the courses at the Institute have students with widely varying experience in this topic within the same group and the package is just one way of helping to bridge the gap between the least and most experienced.   On the National Diploma course at LCF students can also access the package via workstations in the pattern studio, this enables them to work through a problem by themselves whilst waiting for the attention of a tutor, thereby relieving the frustration of the student who is waiting to be seen and also reducing the stress upon the tutor.

This package takes a more instructional approach and although the student can enter at a range of points, it is designed to be used in a linear way than the seeing drawing package.  The package includes opportunities for the student to test their understanding of key terms and principles and get immediate feedback.

The package has a link where the learners can give feedback to the designers about the package and contextual help.
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THE BASIC DRESS
Pattern Construction - building the basic block
Pattern Gutting - transferring the shape onto
paper, adding important markings

Garment Construction - using the finished pattern
s 3 guide for cutting out and sewing

BASIC SLEEVE
Pattern Construction - buiding the basic block
Pattern Gutting - transferring the shape onto
paper, adding important markings

Garment Construction - using the finished pattern
s 3 guide for cutting out and sewing

BASIC SKIRT
Pattern Construction - buiding the basic block
Pattern Gutting - transferring the shape onto
paper, adding important markings

Garment Construction - using the finished pattern
s 3 guide for cutting out and sewing

DART MANIPULATION AND AUDIO NARRATION

work in Progress - please visit this area to try out
the next phase of the tutorials and other
experiments and enhancements that are still in the
development stage. In this section there is also a
new public discussion area for you to provide
information about the various work in progress

All tutorials
are based on
a standard
size 12 and
the fabric
used is Dress
Toile.

If you found
this site
useful or you
can think of
ways to
improve it,
please give
us your
feedback
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7 | PATTERN CONSTRUCTION | PATTERN CUTTING | GARMENT CONSTRUCTION |
making a dress

in this tutorial you will learn about

how a block is drawn

different tools that are used

the names of various parts of
the block

navigate click on the bodies >

it you want to go straight to the test
CLICK HERE

these are the tools that are used to create a block
(roll over to see a demo)






	Fig 1 Detail from the front page showing feedback link
	Fig 2 Front page of the pattern construction section
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name the various parts of the block

no - that is the cross back

click on the front neck point
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	Fig 3 Shows an example of immediate formative feedback
	Fig 4 Detail from the garment construction section


Include some comments here.

Different pedagogic principles, to meet different learning outcomes, were applied to the design of the two packages.  When evaluating or designing computer based learning packages or activities it is important to first identify what you want the learner to achieve and what type of pedagogic approach will best facilitate this learning.  

Instructional packages work best where there are clearly defined areas of knowledge or skill that you want the student to develop.  The garment construction package is an excellent example of this.  There are key facts and basic principles that the learner needs to understand in order to be able to apply them to a creative process.  In this case there are some right and wrong answers and some established processes need to be undertaken in a particular order.

Constructivist packages lend themselves to the more creative aspects of the design process where there are multiple perspectives, a variety of ways of arriving at a solution and no one right answer.  In the constructivist approach it is still important to be clear about the learning outcomes to be achieved and what support may be required in order to enable the learner to be successful.

Both approaches require careful consideration of the following:

· Type of learning to be achieved

· Existing levels of knowledge and skills of the learner

· The target audience

· The format to be used

· The resources and time available to develop the materials/activity

Whist the Internet is an extremely useful tool for research in fashion, due to the timely nature of the information that it offers; particular care is required when using Internet based learning.  Research (Gaimster 2002,     ) has shown that it is easy for learners to become lost and confused by the scale of the Internet and the amount of information that it offers.  Learners will need to have not only a basic understanding of the Internet and how it works but they will also need well-developed information seeking skills.  Novice users have difficulty in conducting effective searches, evaluating the information that they find and analyzing and synthesizing this information.  They are not always aware of the tools that can help them conduct searches that are more effective and they may not be aware of or use subject specific resources that are available to them.  (bit here about % of students using Google)
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