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BRIEF

EDUCATION4FASHION-TECH EXPERIENCE WITH BLENDED LEARNING 

The blended learning approach was utilised within the project in preparation for and during the 
project´s first workshop based on a hackathon framework model. With participants from three 
countries allocated into cross-disciplinary international groups, pre-hackathon research activities 
were carried out during the remote stage. During that stage, student participants met online twice 
through a software called Adobe Connect. As the software is aimed to be utilised for presentations, 
online training materials, web conferencing, learning modules and user desktop sharing, it was 
chosen for the remote stage for flexibility, geographical reach and cost-effectiveness. 

During the first online meeting within the virtual meeting room, the students were introduced to the 
staff and to each other and divided into groups with a task of preliminary research of the allocated 
topic. For their group work, they were encouraged to use the same platform for meeting their peers 
and carry out the task of research. The second online meeting entailed presenting their group tasks, 
which were later utilised in the on-site phase as starting points for further development of their 
projects. With a combination of online and traditional teaching and learning methods, student 
competences related to research, teamwork, planning and development, and communication were 
developed. 

INTRODUCTION 

Blended learning is an approach where conventional teaching and learning practices are integrated 
with those online, where the student has some control over time, place, path and/or pace. According 
to the International Association of Blended Learning, the approach is defined:

“Blended learning is an educational approach, which integrates face-to-face classroom practices 
with online and mobile delivery methods. It aims to provide the learner with a well-planned, 

managed, and well-structured teacher-facilitated interactive learning environment, where high 
quality content, activities, and experiences can be customized to learner needs and preferences, 

unrestricted by time and location.”

Thus, key rules for implementing blended learning are: (1) the integration of face-to-face and online 
learning approaches; (2) optimising student engagement through rethinking the course design; and (3) 
restructuring and placing traditional classroom hours. This allows for enhancement of the properties 
and possibilities of each to create a unique combination of different modes of communication for a 
purposeful, open and disciplined community. 

For different perspectives, experience and expertise related to blended learning, please see the 
videos from the following link: http://iabl.teiemt.gr/expert-videos/.

For the International Association for Blended Learning conferences’ proceedings please see the 
publications from the following link: http://iabl.teiemt.gr/publications/.
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THE BRIEF 

In order to facilitate the achievement of 21st century skills by the learners, and to meet the 
requirements of the interdisciplinary nature of the fashion-tech field, blended learning is a suitable 
approach. By integrating online learning with conventional methods, there is a bigger instructional 
and content related shift from face-to-face with the teacher to web-based, where there is some 
element of student control. By integrating the two approaches, the strengths of both can be utilised 
to prove new and meaningful learning experiences. While the students gain more control over their 
learning, the teachers must be aware of what aspects are relevant to offer blended learning, instead 
of a technology-rich learning experience. On the other hand, the learners must take responsibility 
over their learning process in order to stay on track with their studies. 

The learners will benefit from a customised learning experience, where they can be flexible with 
their time, place and pace, while the teachers gain individual data and can give timely feedback 
for the students. As the learners gain control over their pace of learning, they are able to advance 
their level of competences based on mastery, and not time. Furthermore, utilising technology opens 
new opportunities and ways of teaching and learning and allows the students to learn anytime and 
anywhere. By integrating technology in the process, teachers can increase student engagement and 
support learning in larger groups. Tasks, such as participating in online forums, taking quizzes, posting 
their progress on independent tasks etc. can be given, besides instructing the use of technology to 
accomplish tasks normally undertaken in the classroom. 

In terms of different software and technology available, it is recommended to research, trial and 
communicate on as many platforms as possible to build confidence in various forms of connectivity 
to find the perfect options for the specific course. This will facilitate finding the right combination 
of user-friendly tools that can make blended learning accessible for a variety of learners. Following 
in the document, a description of the Education4Fashion-Tech experience with blended learning is 
provided, followed by a guide how to use the platform developed by the project. Lastly, examples 
of other available platforms that can be used in fashion-tech design teaching and learning are 
described. 

AUDIENCE

Suggested audience for the blended learning 
approach is both BA and MA level students, to 
offer them the basics and an overview of the 
benefits of blended learning, in order to integrate 
the approach from the beginning phases of their 
studies. 

TIME DURATION

It is suggested to integrate blended learning 
throughout the course(s) offered and the 
programme. 

RESOURCES

‘Facilitator Guide’ 
‘Template for Unit Planning’ 
‘Available Platforms’ 


