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interactive education’. An

online blended learning project
designing elearning experiences for

level 2 graphic designh students
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e TWO parts

This talk is in two parts, firstly, it deals with what is the
PIE foundation giving a project as an example and

secondly, highlighting further project work evaluating out
of the initial project.




So, what is




the
P.I.E. Foundation?







Providing
Interactive
Education




e What is P.I.E.?

The PI.E. Foundation © is a collaborative initiative set up
by staff and industry on the graphic design programme in
The Nottingham Trent University School of Art and
Design. The P.I.E. Foundation sets out providing
interactive education (P.I.E.) within an art and design
environment. The ‘foundation’ sets out to provide
‘interactive educational experiences’ both online and
offline to students and staff. It aims to offer alternative
approaches to teaching, devising relevant learning
experiences manifesting themselves in numerous ways.
The foundation intends to take education ‘out of the box’

and create work, which is ‘external’.
The PI.E. Foundation © Joe F McCullagh 2003
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e What is P.I.E.?

This offers a new mindset for the school in developing
collaborative programme independent school
resources/spaces/concepts that offers a truly
interdisciplinary approach sitting outside the respective
disciplines and modular framework. At the heart of the
foundation is collaboration and the sharing of
experiences and importantly the contextualising of
oneself within society.

The intention is for students and staff to take ownership
for their learning and also gives greater flexibility to
diverse needs. This all encourages the autonomous and
reflective learner.
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e What is P.I.E.?

A short edited film diary by two students on the graphic
design programme.

The diary is an example of a P.I.E. Foundation project.
The diary highlights the broad nature of what the P.I.E.
Foundation is about: addressing student lifestyle,
changing student study patterns, new relationships
between the student and the university, dynamics,
intellectual curiosity, utilisation of new technologies,
inspiration, addressing alternative methods of research,
varied experiences and most of all enjoyment.
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e What is P.I.E.?

“I had a pub meal in mind, something quick and simple.
There'’s a phrase for it, isn’t there?”

“A pie and a pint?”

“That’s the one.” John McNeil, SPY GAME

Pie: any crust with something in it. Samuel Johnson
http://www.outlawcook.com/Page0120.html




e A context

I would like to concentrate today on one project. The
‘slice of pie’ being an online project for level 2
students in graphic design. It includes lectures,
exercises, theory, handouts, tasks, case studies all on the
subject of introducing interactive media utilising
elearning. This has revolutionised my way of delivery.

The project can be found at:
http://homepage.ntlworld.com/joseph.mccullagh/
index.html and also via the university virtual learning
portal.

The student work from the project can be found at:
http://design.lsz.ntu.ac.uk/

cnwich/confere



e A context

The reason for a new radical delivery method was
that I felt that previous delivery methods were not
appropriate and achievable. They were also
becoming tired. I evidenced this by running focus
groups with the previous year students who gave
me useful feedback, which was built into this P.I.E.

project. This project also built upon other projects
based on investigating elearning.




e Background to the project

Multilinear learning

Students live in a multimodal society interfacing
with digital forms of media, such as mobile phones,
interactive computer games that beg for their
attention. The world, it could be argued, is moving
to a place of non-sequential interaction. A culture of
clicking and browsing; the infobyte culture; where
information is less than three clicks away; ‘the
clicking culture.” How can we utilize elearning that
acknowledges this non-sequential multimodal world
and yet still develop the deep learner? Is there a
relationship between a multi-linear society, and the
notion of a new multi-linear learner? The answer we

% feel is yes!




...The real context

What is ‘multilinear’ learning, does it exist?

We need to find out how and why students access
different types of learning and assess this in relation
to elearning. How in education are we responding to
such modes of address? In the second half of this
talk we look at addressing the ‘multimodal learner’
with specific reference to the kinaesthetic learner
and subsequently learning through the activity of
‘doing’.

By investigating forms of interactive elearning, can
in turn new modes of learning emerge?
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...The real context

Points of reference

I hear and I forget

I see and I remember
I do and I understand
Chinese proverb

‘Adults learn best when they do not have to rely on
memorising, but can learn through activity at their own
pace with material that seems relevant and uses their
own experiences.’

Jennifer Rogers, Teaching Adults




...The real context

Points of reference

learning. This is why elearning can be such a useful tool
for learning. Particularly if it takes place in a studio based
practical based educational culture, such as art and
design.

® Learning is clearly aided when activity is built into




...The real context

Points of reference

her work, which could be applied to elearning. See also
work by Lee, Armitage, Groves and Stephens. The
models are learning through:

1 acquisition

2 discussion

3 discovery

4 guided discovery

® Diana Laurillard has discussed four models of learning in




...The real context

Points of reference

She has argued that the traditional model of teaching,
‘learning through acquisition’, is suited to the lecture,
video, broadcast and publication of lecture notes on the
web. The second model ‘learning through discussion, is
usually face to face but cmc can replicate this to a certain
degree. The third, ‘learning through discovery’, is via the
lab, field trip or computer aided simulation. However, the
fourth model, ‘learning through guided discovery’, can
bring all the benefits of cmc teaching to the fore.

cnwich/confere



Too much talk.

| am still feeling hungry, lunch not quite nourishing enough.
Give me some P.I.E.

| would like to show you the P.I.E. project previously
discussed for level 2 graphic design students that highlights
what we are trying to achieve in elearning on the graphic
design programme. The project introduces interactive
media to 92 students and takes place over a period of 5
weeks including assessment. A student team project of no
more than 3 students in a group. The project is an example
of a blended integrated teaching model consisting of
workshops, exercises, lectures, staff examples, case
studies etc predominantly delivered through the web.

and also via the university virtual learning portal.



Evaluations from the graphic
design interactive—
‘piece of pie’

Elearning:

Collaborative. Elearning should encourage a
collaborative approach amongst partners in order to take
in a wider range of learning/teaching styles. It should
celebrate our teaching styles. We should utilise our pool
of learning and teaching expertise to work together.
Empowering for the student. What type of user
interaction should take place to develop a deep learner?
How should we foster interaction? Fostering interaction is
a key challenge.

cnwich/confere



Evaluations from the graphic
design interactive—
‘piece of pie’

Elearning:

Immersive. We need to fully understand ‘play’ so that
we can deliver more immersive environments. Elearning
should engage the student proactively not passively.
Avoid ‘shovelware’ consisting of stockpiles of poor
information without any supporting structure. Content
alone is not enough, support is necessary.

cnwich/confere



Evaluations from the graphic
design interactive—
‘piece of pie’

Elearning:

Pace. Pace is important, address differing skill level,
speed of learning. Understand that the learner learns at
their own pace; try to understand student lifestyle;
ensure it is widely accessible and can be tailored to
individual needs; address the growing international
student population.

Signposting. Elearning needs to be developed and
positively embedded by staff. It needs clear signposting
for the student in regards to its importance. Make

- participation compulsory?

cnwich/confere



Evaluations from the graphic
design interactive—
‘piece of pie’

Elearning:

Control. Students enjoy technology when they are in
control. They prefer to add to something that they have
created. They enjoy collaborative experiences, they like
to show and discuss what they have achieved.
Expression. Students can use elearning to positively
express themselves beyond the sometimes daunting size
of group classes.

Access. Internet not accessible to all, utilise other
formats such as CD to browse offline.

cnwich/confere



Evaluations from the graphic
design interactive—
‘piece of pie’

Elearning:

Tools. Develop appropriate sets of tools and design
structures that are appropriate for a specific audience and
understand learner needs.

Interspace. Structuring information is key. I want to
encourage deep learning and not surface but how? I am
interested in creating a suitable ‘interspace’ for learning. I
have tried online discussion groups but they have failed,
why, because they need a facilitator and something useful

M, o taic abour.

cnwich/confere



e Part two—further work

The resulting project work from this PIE project led to

‘Designing an interactive e-learning course, which
focuses on the autonomous learner and the
multimodal learner within art and design’.

How could we use elearning and what would be

appropriate to foster the autonomous learner and
learning by doing within art and design?

—i IVV i Ch fCO Yﬂ: T



e Part two—further work

The subject was to take the raw material from the PIE
project and create an interactive web based distance
learning module on the subject of ‘an introduction to
iInteractive media’. This would appeal to any student
wishing to gain an understanding of how to design
interactive media.

We do not have time to fully discuss the evaluation of
this project but please contact us for further
information.

cnwich/confere



e Part two—further work

Guiding theories included:
Most important things cannot be taught but must
be discovered and appropriate for oneself.

Schon, D. 1987. Educating the reflective practitioner. San Francisco: London: Jossey-Bass, p92.

The main characteristic of autonomy as an
approach to learning is that students take some
significant responsibility for their own learning

over and above responding to instruction.

Boud, D. 1981. Developing student autonomy. Kogan Page, p23.

cnwich/confere



e Part two—further work

Guiding theories included:
To do is to be

Rousseau
(some say Voltaire)

Flectcher, A. 2001. The art of looking sideways. London: Phaidon Press, p34.

To be is to do
Sartre

Fletcher, A. 2001. The art of looking sideways. London: Phaidon Press, p34.

‘Do be do be do!
Frank Sinatra

' Flectcher, A. 2001. The art of looking sideways. London: Phaidon Press, p34.




e Part two—further work

We designed the work creating pedagogical and design
frameworks particularly tailoring research to the
kinaesthetic learner. The relevant associated theories that
informed this project are concerned with:

the autonomous learner (Boud/Schon)

learning styles (Fleming)

multimodal learning (kinaesthetic)

metacognition (Flavell)

mnemonics

motivation factors for learning (Maslow)

a ‘constructivist’ approach was taken

cognitive processes for learning before technology
processes

Bloom’s Taxonomy of learning applied to a technological
taxonomy
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e Part two—further work

We attempted to synthesise the design and learning
specifications within the instructional design.

Guiding principles:
Students don't learn in a meaningful way directly from
the use of technology

The role of technology in learning is indirect.
Learning is the result of thinking.

Therefore the role of technology is to direct & foster
thinking.

:5,‘ : adapted from: http://education.ed.pacificu.edu/aacu/workshop/reconcept2B.html
Jonassen, D., Peck, K., and Wilson, B. 2000. Learning With Technolog: A Constructivist Perspective. Merrill:

Upper Saddle, NJ

cnwich/confere



Splash screen

ecourse introduction to

INTERACTIVE,MEDIA

RO Why should I do
N

this ecourse? =

[Toom | |

| PassworD || || Ok |

Flease register io enter the
Boourse.

“i1n hd To do this course your browser will
nead to have Flash Player
installad. If you can see the moving
images above your browser i

R =5 1 W already has Flash Player installed

Mac users will also need
Quicktime Player installed.

) |
The P.I.E. Foundation /4
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Introduction screen

T o B8 Jo8s

The ecourse consists of;

+ aschedule : * Bclasses : ¥ a project : * an ejournal :

A project has been devised for you to work on which directly engages your leamning to your our

own lives: 'Rereading the city'. This project can be used to test out your learning and
enable you to interact on and off the screen. Please make sure that you read the project brief
before you start the classes. It iz available on the main menu.

CLASS 1 2 3 &L 5 &

INTRODUCTION



Help screen

fiaido g & 8 Fop

HELP

The navigation bar is located in the bottom of
the screen. It consists of a class menu, which
lakes you straight into the class you select; and
a main menu, which has the links to :
introduction, the project brief, the schedule, the . getthere by simply dlicking on "help”
gjoumnal, help, PIE and logout. To see the main :in the main menu.

menu click on “show menu".

-!:l- “I don't know what to do!”

If you need any lechnical help on how
o use this ecourse, there is further
information in the help page. You can

If you wish lo see lhe help page now,
you can do so by clicking here,

INTRODUCTION PROJECT BRIEF =CHEDULE EJOURMAL ELP FIE LOGOUT | hlde menu |
- : INTRODUCTION
(\§ CLASS 1 2 3 & 5 & < 2




E-journal screen

y — MEE
ime. ks e e =
= i
ant. Itis
g jourmey
ing the
loggers
b 1 | »
[MTRODUCTION FROJECT BRIEF SCHEDULE EJOURMAL {EL FIE LOGOUT
CLASS 1 2 3 L 5 &

| hide menu |

i



‘Class 1’ screen

2234 5678910111213

M ] S

CLASS |
Internet history overview
and interactive structures - eactivity: what is interactivity?,

* Main topics

- comment,

- a brief history of the internet,

- case study: intemet as a different
rmedium from other forms of media,
- eactivity: structures on the web,

- check yvour learning.




Class screen example

1 2 4 56 T 8 9101712 13

What are your initial responsges to this short
film clip? If we consider ‘interactivity' how does
interactivity manifest itself in the film clip?

| [+]

SdvEa

Internet history overview and interactive structures [ shaw mamu ]
@ CLASS I 2 3 4L 5 & <
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‘E-activity’ screen example
from class 1

1'2 34 86 78911 13

EACTVITY

St avciputon, NOTTINGHAM®
l-n-:.-lﬁh:l
Drag and drop the words to match the :";‘;'.':‘“1,“:
media with the respective image. ey ety ey
1lbrm = faurel) the Tk sign o the i
.“':.’._u mapicunin
. q ibiniiniaiaii i Bbsrarian & o ponon s charps of @ iy o e
* . * magazine s L tieia i
e
s 1 i Therrs aw Bun§ diarery s e L e e s
4; website ; * literature book ; feiemae s ke uat Bl by semacions et
R
Wiakas 1 8 _as i
. . = it diCctionary o s
LhE';k L. i FIECKT E0y o3¢ e SRS RS, e ﬂrplt“nl-ml..r-:.d ot |I|.r
s s e boss e ks g & WEH oy b
Pam e iy e g g e
Lo | W T g e wa— - &
Internet history overview and interactive structures [ show menu |

CLASS 1 2 3 4L 5 & ¢ >




‘Schedule’” example

SCHEDULE

CLASSES

| E -:-' 1 Eu {5
Selact one of tha classas fo finad out mmorg
STATUS clesa not taken
elass g
B closs finished
IHTRODUCTION PROJECT BRIEF SCHEDULE EJOURMAL ELP

|
CLASS 1 2 3 & 5 &

Flease use this onling 'smart’
schedule to organise your learning.
It tracks your progress highlighting
which parts of the ecourse you have
accomplished.

It will automaticaly save your current
slatus before you logoul so that the
next time you login yvou will be able
to catch up from where you left.

LOGOUT [ hlde menu |

i



‘Comment’ screen example

from class 1

Interactive media is the combination
of a whole hosl of everyday
communication elements:

Sound, text and image.

Internet history overview and interactive structures
CLASS I 2 3 4L 5 &

12 3 4 E 78 91011 12 13

Media such as books, radio and television
has previously delivered all of these.

Now, you are in a powerful position
to combine these elements in a
single source.

The exciting aspect is how you combine and
communicale with this media to deliver new
ways of communicating.



‘Comment’ screen example
from class 1

12324 867 910111213

BRIEF HISTORY OF THE WEB

1930's 1950's ' '
I e I ”l'?” 5 qge0's '9?“ 5 2000
| | |
1960's &
Throughout the 1960s and 1970s using hypertext. This was the first
Douglas Englebart developed an successful implementation of — /,,z"’/
elaborate hypermedia groupware hypertext. MLS used a new device lo S8
system called MLS (oMLine System) to facilitate computer interaction...the
facilitate digital libraries and storage mouse,
B and retrieval of electronic documents
~ Internet history overview and interactive structures [ shaw menu |

CLASS I 2 3 & 5 & < >




‘Case study’ screen example
from class 1

123458678 1111213

C ASE STUDY Check the issues you consider relevant.
Ask yourself the question why is the Na"a“':f“_
internet different from other forms % !E”temct'\'r'w
. mposvenmant
of media? Surf on the internet and select i . .
T s it thi [] Presentation of information
o sites that you ?& exemplify this 0 Readabllity
difference. Save print screens of both and ?
list d find E' vepRinge
15 0N ':,."DLIF n II'I{.;IS. D H'}"DEF[EK[
e [w] Structure
[] wvisual experience
Upluad f||E Click an tmfnad fo send the fes o e cioumal
Sgave LGk ot '5a%E o 536mT 0s 0 your gy

CLASS 1 2 3 L 5 & < >




‘Check your learning’ screen

example

CHECK YOUR LEARNING

Go back 1o the project brief.

Now take some time to reflect
on what you have learned and
think about how you can apply
it in your project.

It might be a good idea o gel a skelch
book and start making notes. You can
also save your findings/responses

in the ejournal,

~ Internet history overview and interactive structures

CLASS I 2 3 &4 5 &

1234 86789101112

Here are some thoughts...
How interactive do you wanl your project o be?
= Whal kinds of inleraction can yvou use?

Start colecting text, sound and images related o
your theme and upload them into your ejournal.

How can you combine these elemenis?

After wow have dona that, you will be ready to stant the next clazs!



e Part two—further work

Evaluations
In answering the question at an evaluative focus group.
How about elearning generally in the future. What kind of

form do you think it will take?
Massive! I think it definitely is an investment for

the student’s future.

I think because of space/pace and time a lot of
classes in the future will become '‘elearn’ based.

I hope it will take a more playful form. It has to be
more interesting than a lecture or a book for a
student to choose it.

‘I think it will be very popular in the future’.
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many thanks

Joseph F McCullagh
joseph.mccullagh@ntu.ac.uk
Marcia de Freitas
marciafreitas@gmail.com

The School of Art and Design
Nottingham Trent University 2005




