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1 Introduction

This output has defined and analysed the most suitable training paths according to the target groups
need as defined in 101 and 102. They were designed in terms of the necessary areas of knowledge
and the pedagogical methodologies optimized to fit the variety of job profiles and the industry, by
providing a core training path, as well as training modules and their units in languages to address the
specific needs of certain job profiles. It also contains guidelines to support trainers and lecturers.
Furthermore, the strategy for protecting the training materials under open licenses was described.

The learning content of the ARTURE Joint Vocational Curriculum was be divided in 3 main learning
pillars:

9 Basic concepts of applied arts for aesthetic products design
1 Manufacturing processes and Techniques of Furniture.
9 Specifications and Standards for Furniture Products

The 3 pillars containspecific Learning Outcomes.

Learning outcomesStatements of what a learner knows, understands and is able to do on
completion of a learning process defined in terms of knowledge, skills and competence.
(The European Credit System for Vocational Education and Training EG@ED know ECVET

better Questions and Answers -Education and Culture DG)

1. Basic concepts of applied arts for aesthetic products design

Developing of materials related key topics like: How to study and understand applied arts (historic
and contemporary). How do artists and designers create artifacts (case studies and practitioners)
Creating an art and design brief. What are the different ways of doing art based research.
Understanding Art and Design research methods; literature, practice based outputs, designing
research questions, studying art based approaches to investigation, evaluation methods,
dissemination and impact.

The aim of this pillar was to provide to the student to the enough knowledge of applied arts that will
allow him to undertake aesthetic designs of several range of product like furniture. For that, this
pillar is the base of the ARTURE training course and should be valid for be used in other similar
training courses focused in other manufacturing products like hand crafts, lighting sector, ceramics,
shoes, etc

2. Manufacturing processes of Furniture.

This pillar allows to students to build skill sets and knowledge base that will give opportunity to have
a full comprehension of the manufacturing process. In reality SMEs will not always have the full
compliment of machinery or industrial manufacturing processes. It is therefore important that
students have an appreciation of state of the art processes available to them through outsourcing.
Graduates who find employment will be encouraged to complete CPD to maintain cutting edge
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knowledge of manufacturing possibilities which will contribute to the aim of the project to create
LINP RdzOG & GKFG FNB SadKSGAOKffe LIXSFHEaAy3d FyR | NEB

This module aims to prepare students for the complete process of manufacturing considering
conceptual design to manufacture of full scale products (furniture).

3. Specifications and Standards for Furniture Products

The aim of this pillar is to provide the student with all the regulation and standards related with the
commercialization of the furniture products. It may supply defects on the final commercialization of
aesthetic furniture. They should be taken into account before, during and after the design and
production process. For that, is a supporting pillar of the manufacturing process pillar that will lead
the enterprise to the success in terms of barriers of commercialization.

2 European Qualification Framework (EQF)

After internal discussion, the consortium agreed to set a EQF level 3 to ARTUR#Irse. Our course
is focused on VET levels. Regarding responsibility and autonomy EQF3 stablishes:

GTake responsibility for completion of tasks in work or study; adapt own behaviour to circumstances
in solving problems.

Our course allows fashion and industrial designers and artists to complete their own designs of
furniture pieces according concretes market and aesthetic trends.

Regarding knowledge of EQF3. Knowledge of facts, principles, processes and general concepts, in a
field of work or study

ARTURE provides the knowledges of furniture design, manufacturing processes and concepts of arts
to be applied in the field of furniture creation.

According the skills acquired in a EQF3: A range of cognitive and practical skills required to
accomplish tasks and solve problems by selecting and applying basic methodsnédeifals and
information

The students of ARTURE will acquire skills to undertake all necessary task to design an aesthetic
furniture solving problems of economic viability, technical viability using the rights tools, materials,
processes, etc.
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2.1 Descriptors defining levels in the European Qualifications Framework

(EQF
EQF Knowledge Skills Competence
Level
In the context of EQF, skills &
In the context of EQ|descnbed a scognltly_e (involving th.eln the context of EQI
. . luse of logical, intuitive and creati\ . .
knowledge is describe "~ . . . . _lcompetence is described
. thinking), and practical (involving o
as theoretical and/or . terms of responsibility ant
manual dexterity and the use «
factual. . autonomy.
methods, materials, tools an
instruments)

Basic skills required to carry out

Work or study under direct

of a field of work or study

solve routine problems using simple

rules and tools

Level 1  Basic general knowledge . supervision in a structured
simple tasks
context
Basic cognitive and practical skills
Basic factual knowledge _requwed to use relevant information Work or study under supervision
Level 2 in order to carry out tasks and to

with some autonomy

Level 4

Factual and theoretical
knowledge in broad
contexts within a field of
work or study

A range of cognitive and practical
skills required to generate solutions to
specific problems in a field of work or
study

Exercise self-management
within the guidelines of work or
study contexts that are usually
predictable, but are subject to
change; supervise the routine
work of others, taking some
responsibility for the evaluation
and improvement of work or
study activities

3 Definition of learning content modules

The training units are connected considering their interdependences and analysing the best order for
each target group. The training paths are based on 3 training pillars:

-Basic concepts of applied arts for aesthetic products design
-Manufacturing processes and Techniques of Furniture.
-Specifications and Standards for Furniture Products

arture
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Different target groups may potentially have their own entry/exit points in order to satisfy their
specific needs. Once the final training paths have been generated, the contents have been carefully
reviewed and improved to make sure that the transitions between consecutive modules are smooth,
and there are no redundant or missing parts. Therefore, it is possible that the unit contents undergo

minor changes.

The consortium has created a template for defining the pillars and the outcomes within:

Art and design
research methods

Implications for choosing research methods

a. Descriptive - naturalistic methodology,
ethnography, & the methodology of constructivist

inquiry.
b. Historical

c. Experimental

Formalising research
a. Analysis of the problem

b. Addressing the problem (determining research
methodologies; gathering, analyzing, interpreting
data;)

Conduct literature reviews

a. Awareness of computerized indexes, including
WorldCat, Newsbank, ERIC, & Art Index etc.

b. Access specific computerized indexes.

c. Use Boolean logic & advance power search
engines to limit searches.

d. Awareness of art references including: Art
Schools, Bibliographies and Research Guidebooks,
Biographies, Periodical Indexes etc.

e. Internet search strategies and World Wide Web
sites for the visual arts.

Selection of appropriate research methodology
collect, analyze, interpret, and presen
information.

a. Research design (overall plan)

arture
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b. Methods of data collection (techniques & tools)
c. Methods for data analysis (technigues & tools)

d. Presentation of research

Tools and techniqueg Curiosity and exploration 3
0 _ d.eve.lop the Brainwriting
creativity in product
design Attributes list 2
Mind maps 2
Brainstorming 2
Delphy method 1
2
Arts & crafts
Art nouveau 2
History of the | Art deco 2
furniture design in XX Pop art 1
century
Postmodernism 3
Reproduction Furniture 1
Mid-century Moderne 2
Artifats - Case off Case 1: Metal 3
studies Case 2: Ceramic 2
Case 3: Glass 1
Case 4: Leather and Synthetic Matterials 1
What is the aesthetic? Initial question of beauty | 2
and the art work.
Aesthetic in classic Greekand Rome 2
Aesthetic in middle age 2
Aesthetic Aesthetic in modernism 2
Aesthetic in post-modernism
Aesthetic categories. The essence of the beauty. | 2
H. Bergson, M. Heidegger y R.Guardini
2

Aesthetic analysis of works: Architecture, pictures,

Qrture
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sculptures
Desk research /Gather information 3 (Research
design) or 2
(pre-design
inquiry)
Visualization 2  (Concept
design)
Research and Detailed definition 3 (technical
Development design)
Verification 2 (product
validation)
Production forecast 1
Product Briefing 3
Sketch 3
Surveying, planimetry 2

(Development
of plans and

templates)
Product strategy Different types of plans: General, pieces, etc
Rendering , 3D perspective 3 (3D
modelling)
Patterns
Ideas generation 3
Product concept Product specifications 3
CAD Systems 3
Design tools CAM 2
CAE 2
Rapid prototyping / 3D printing 3
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Raw Wood 3

Wood boards: plywood, OSB, etc 2

Mdf boards 2

Melanine coatings 2

Weaves 2
Materials used in| Not woven textile 2
furniture .

. Woven fabrics 2

manufacturing

Leather 2

Aniline 2

Nobuk 2

Polyurethane foams 2

High resilience "hr" foams 2

Viscoelastic foam 2

Furniture manufacturing processes (using | 2

wood and woodboards)

Machinery for furniture manufacturing | 2

‘ processes (raw wood first transformation;

Manufacturing raw  wood second transformation;
processes ana \oodboards)
machinery.

Upholstered furniture manufacturing | 2

processes.

Machinery  for  upholstered  furniture | 2

processes.

Others furniture manufacturing processes. 2
Quality control, | Quality control 2
safety and accuracy Safety and accuracy 2

Planning, programming and production
control

Costs and pricing

arture
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Logistic, storage and distribution 2

Management of
processesn the

_ Process reengineering
Furniture sector;

Processes 2
optimization; | Timing and methods 2
Environment and i
: Lean manufacturing 2
quality
Emerging technologies 21
Management of quality and environment 2

Quality and environmental certifications and | 2
normative for furniture.

Product validation. Standards laboratories | 2
tests

4 Training Path Map Training paths definition

Training (Learning) path (pathway)s normally described as the chosen route, taken by a learner
through a range of (commonly) e-learning activities, which allows them to build knowledge
progressively.

Training Path methodologyses a performance improvement approach to learning / training and
defines a Training Path as the ideal sequence of learning activities that drives target users
(participants) to reach proficiency in their knowledge / experience / job in the shortest possible time.

ARTURE consortium identified appropriate Target Groups (users/students/training participators) for
ARTURE Training curriculum, based on consortium partner's preliminary research and knowledge,
discussion, identification and set up via project consortium regular communication and project
meetings.

The ARTURE training course has been defined for two main target groups:

1. Artists or Students of A: A person who produces works in any of the arts that are primarily
subject to aesthetic criteria. Person who is performing applied or/and beaux arts degrees.

2. Product Designersindustrial product designer with skills in design, creation, testing and
development of new products

Erasmus+
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But could be implemented by other students/workers with different backgrounds. Different target
groups will need to complete all the designed Learning Outcomes (LO). On the other side the target
groups aforementioned need to complete different LOs of the course to achieve the ARTURE
qualification. The training path for Artist will be focused on training them in all aspects to industrial
design and manufacturing assuming previous skills in fashion and arts. In the other hand the pathway
for the product designers will be focused on improving the skills, competences and capacities in
aesthetic design, arts and the specific furniture manufacturing issues.

5 Complete course

The complete course will be composed by all LOs of our course:

Pillarl - Basic concepts of | Pillar 2 - Manufacturing | Pillar 3 - Management
applied arts for aesthetic | processes of Furniture processes, optimization and
products design environment quality in

furniture manufacturing

LO1: Art and design | LOG: Research and | LO13: Management  of

research methods Development processes in the Furniture
sector; Processes
optimization; Environment
and quality

LO2: Tools and techniques | LO7: Product strategy
to develop the creativity in
product design

LO3: History of the | LO8: Product concept
furniture design in XX

century

LO4: Aesthetic LO9: Design tools

LO5: Artifacts - Case of | LO10: Materials used in

studies furniture manufacturing
LO11: Manufacturing

processes and machinery.

LO12: Quality control, safety
and accuracy

Table: Training path for the complete course

Erasmus+
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For the development of the course, during pillar 2 and 3 the student will need to follow the numeric
order that the teachers of ARTURE have defined. For that, the first module to teach in pillar 2 will be
LO6- Research and Development. For the pillar 1 the order will be numeric as well.

5.1 Course for the Product Designers

To complete the ARTURE training course, profiles identified as "Product designers" will need to
complete LOs about the furniture manufacturing and LOs to enhance their skills in applied arts for
aesthetic product design.

Pillarl - Basic concepts of | Pillar 2 - Manufacturing | Pillar 3 - Management
applied arts for aesthetic | processes of Furniture processes, optimization and
products design environment quality in

furniture manufacturing

LO1: Art and design | LO10: Materials used in |LO13: Management of

research methods furniture manufacturing processes in the Furniture
sector; Processes
optimization; Environment
and quality

LO2: Tools and techniques | LO11: Manufacturing

to develop the creativity in | processes and machinery.

product design

LO3: History of the | LO12: Quality control, safety
furniture design in XX | and accuracy
century

LO4: Aesthetic

LO5: Artifacts - Case of
studies

Table Training path for product designers

Pillarl - Basic concepts of | Pillar 2 - Manufacturing | Pillar 3 - Management
applied arts for aesthetic | processes of Furniture processes, optimization and
products design environment  quality in

furniture manufacturing

LO3: History of the | LOG6: Research and | LO13:  Management  of

Erasmus+
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furniture design in XX | Development processes in the Furniture

century sector; Processes
optimization;  Environment
and quality

LO5: Artifacts - Case of | LO7: Product strategy
studies

LO8: Product concept

LO9: Design tools

LO10: Materials used in
furniture manufacturing

LO11: Manufacturing
processes and machinery.

LO12: Quality control, safety
and accuracy

4-Harmonize and validate the learning modules at@ining path.
Two Templates have been designed to define the Training Unit of our project:

1. Learning Outcomes, Knowledge, Skills & Competence: The template will include a list of the
LOs that the unit encompasses, the Knowledge, Skills and Competences that the student will
acquire with its complexion.

2. Template Table for Educational Methods, where the training methods (theoretical and
practical) will be described for e-learning and /or instructor based. Training hours and the
weight within the module will be assigned. Assessment criteria will be described. Finally,
total training hours and the ECVET points will be defined for the 3 modules described in this
project.

Erasmus+
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Reference
Qualification:

Aesthetic Furniture Designer

EQF Level

3

Learning Outcomes

Case of studies of Artifacts
Aesthetic

Products strategy
Product concept
Product design tools

O N OA~ WD E

Tl el o)
WN PRk O

Art and design research methods
Tools and techniques to develop the creativity in product design
History of the furniture design in XX century

Research and Development for product/furniture design

. Quality control, safety and accuracy

. Materials used in furniture manufacturing

. Manufacturing processes and machinery

. Management processes, processes optimization and environment
quality in furniture manufacturing

ECVETS (Totalps

Training hours395

Knowledge

Skill

Competence

(note down all the
theoretical knowledge
relevant to every LO
the Unit consists of)
Vv Understandin
g the key research
methods in the fields
of art and design

Vv Understandin
g the tools and
techniques of creative
development in the
field of product design
\% Knowledge of
the key historical
developments of the
furniture design in the
XX century

Vv Knowledge of
basic design tips in
articrafts

Vv Understandin
g the basic aesthetics
rules and knowing
different ways to
implement them

V Understandin
g of key research
methods for product
design

\% Understandin
g the planning process

(similarly to Knowledge, note down
all the practical agects which a
professional should be able to appl
in a work environment.)

V Being able to collect and
apply the key research methods in
the fields of art and design (data
collection, analysis, presentation)

V Being able to design and
develop products utilising creative
tools and techniques

V Skills for pointing out the
most important historical
developments of the furniture
design in the XX century

V Ability to develop articrafts
Vv Ability to apply basic

aesthetics rules / approaches in the
same product

\% Ability to collect apply
adequate methods of data collection
and analysis for product design

Vv Ability to develop a
strategic plan in collaboration with
others.

\Y, Ability to develop design
products utilising innovative
concepts

Vv Ability to utilise complex
tools required in manufacturing of
innovative design products

\Y; Ability to measure and

(note down abilities to combine several
aspects of Knowledge and Skills that the
professional will then use in a work
environment, but also with special care t
social or methodological abilities that ma
play a significant role)

\% Competence in applying research
results to art and design products, as to
YSSiG Ot ASydaQ NBIj dZ
\% Competence in planning,
implementing, evaluating and enhancing
creative tools and techniques in the field
of product design

\% Competence in corresponding

related products to historical design
movements of the XX century
\% Competence in providing a

design of an articraft that a manufacturer
will be able to develop using different
machineries and processes

\% Select the most suitable
aesthetics approach for furniture products
V Competence in utilising creatively

a variety of sources and data and
incorporate them in new product design.

\% Competence in planning,
implementing, evaluating and enhancing
product design.

V Competence in utilising a multi-
disciplinary approach to product concept.
Y Competence in selecting the

optimum tools and processes for new

Qrture
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for new  product
implementation.
\% Understandin

g of main features of a
concept for designing a
new product

\Y, Understandin
g of the limitations of
manufacturing tools in
order to make the
design feasible

\% Understandin
g of the level of
precision and quality
requirements

\% Knowledge
about materials used
in furniture

manufacturing:  Raw
wood, MDF boards,

Melanine coatings,
Weaves, Not woven
textile, Woven fabrics,
Leather, Aniline,
Nobuk, Polyurethane
foams, High resilience
foams, Viscoelastic
foams.

\% Knowledge of
proccess the

production procces of
furniture using wood
boards and raw wood.
Vv Knowledge of
the machinery used in
furniture
manufacturing for first
and second
transformation.

Vv Knowledge of
the different
management
processes specific for
the furniture
manufacturing  from
planning to
production.

\% Knowledge
about how to optimize
the  processes in
furniture
manufacturing .

V Knowledge
about standards for

assess the precision and quality of
new products.

Vv Select the most appropriate
materials during the furniture design

stage to be wused in the
manufacturing stage.
\% Design a functional

furniture that can be manufactured
according the mostly of the exiting
process and using the mostly exiting
machinery

\% Skills for definition of a
furniture design taking into account
the management processes such us
planning, programming and
production control cost, logistic,
store and distribution.

V Develop an optimal design
taking into account reengineering
lean  manufacturing,  emerging
technologies, timing and methods of
the furniture processes

\% Apply to a design the
necessary specifications to fulfill
quality and environmental
certifications

product design

\% Competence in integrating tool
selection, precision requirements to meet
Ot ASyGaqQ ljdzZ tAde N
V Select the most suitable
materials (wood, boards, etc) for an
specific furniture de design.

\% Provide a design of a functional
furniture that a manufacturer will be able
to develop using different machineries
and processes.

\Y, Competences to optimize a
design in terms of cost and prizing, logistic
and storage.

\% Competences in facilitate the
optimization of the furniture
manufacturing process through a good
design.

\% Design a furniture that fulfill
quality and environmental certifications
\% Design a furniture that will pass

standards of products validation.

Qrture
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product validation .

\ Knowledge of
the Environmental and
Quality  certifications
for furniture .

6 Template Tablefor Educational Methods

6.1 ECVET Aesthetic Furniture Design uniModule 1 Art and Design
Research Methods

Reference Aesthetic Furniture Designer
Qualification:
Module Title LOZ Art and design researcmethods
Module Type Furniture and Wood manufacturing sector
Module Theme Basic concepts of applied arts for aesthetic products design
Instructor- Theoretical | -Workshop -3h 50% of -Knowledge of the field of
led/Classroo | learning 28h study
m-based -Individual research -5h -Ability to collect and analyse
research
-Preparation of the -Ability to extract results of
assignment -6h research
14 h

Elearning

Internet research and production 2.8h 10% of -Ability to identify new
of a Reference list 28h sources of information

Total training hours 28h (1 ECVET Point=14h)

arture

Erasmus+

17



Report :

Joint Curriculum

6.2 ECVET Aesthetic Furniture Design uniModule 2Tools and Techniques
to develop creativity in product design

Reference Aesthetic and Functional Furniture Designer

Qualification:

Module Title LO2Tools and Techniques to develop creativity in phact design
Module Type Furniture and Wood manufacturing sector

Module Theme

Instructor-
led/Classroom
based

Basic concepts of applied arts for aesthetic products design

Theoretical | -Workshop -3h 50% of -Knowledge of tools and
learning 28h techniques in product design
-Individual -5h -Ability to understand the tools
research and techniques of creative
development in the field of
-Preparation of -6h product design

the assignment ¢ Being able to design and
develop products utilising
creative tools and techniques:
Brainwriting,

Attributes list, Mind maps,
Delphy method, Design for
Manufacturing and Assembly
(DFMA), Design Review, Design
for Environment and Quality
Function Deployment (QFD)

14 h

Elearning

2.8h 10% of

28h

Internet research and

-Use internet to collect Design

production of a Reference list:
Design for Manufacturing and
Assembly

for Manufacturing and
Assembly (DFMA) guidelines,
on how to:

a. Minimize the number of
parts.

b. Use common components
and parts.

¢. Use standard components
and tools.

d. Simplify assembly.

e. Use modularity to obtain
variety.

f. Make product specifications

arture
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and tolerances reasonable.
g. Ensign products to be
robust.

Total training hours 28h (1 ECVET Point=14h)

6.3 ECVET Aesthetic Furniture Design uniModule 3 History of Furniture
Design in XX century

Reference Aesthetic Furniture Designer

Qualification:

Module Title LO3History of Furniture Design iXX century

Module Type Furniture and Wood manufacturing sector

Module Theme Basic concepts of applied arts for aesthetic products design

Instructor- Theoretical -Workshop -3h 50% | - Knowledge of the key historical
led/Classroom | learning of developments of the furniture
based -Individual -5h 28h design in the XX century
research -Ability to point out the most
important historical developments
-Preparation -6h of the furniture design in the XX
of the century
assignment ¢ Being able to correspond related
14 h furniture products to historical
design movements of the XX
century

arture
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E-learning Internet research: furniture 2.8h 10% | -Use internet to collect

design ages of information on the following

28h furniture design ages: Age of Oak,
Age of Walnut, Age of Mahogany
and Satinwood, Jacobean and

/[ I NRf Slognfurya my 0 K
FdzNY A (G dzZNB X ¢

The 19th Century Industrial
Revolution and the arrival of
mass-LINE RdzOG A 2y 3
Modern and Post-modern

furniture

Total training hours 28h (1 ECVET Point=14h)

6.4 ECVET Aesthetic Furniture Design uniModule 4Aestheticdesign

Reference Aesthetic Furniture Designer

Qualification:

Module Title LO4Aestheticdesign

Module Type Furniture and Wood manufacturing sector

Module Theme Basic concepts of applied arts for aesthetic products design

Instructor- Theoretical | -Workshop -3h 50% | - Have a basic understanding of
led/Classroom learning of environmental and sustainability
based -Individual -5h 28h issues related to the aesthetics in
research the production of furniture
- Understanding the different
-Preparation -6h methodologies of visualizing and
of the communicating different furniture
assignment aesthetic designs
14 h - Have a basic understanding of
aesthetic practices of studio
furniture makers

arture
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Elearning Internet research: Aesthetics | 2.8h 10% | -Use internet to collect

of information on the study and
28h interpretation of furniture
artefacts cases from
archaeological sites and museum
collections

Total training hours 28h (1 ECVET Point=14h)

6.5 ECVET Aesthetic Furniture Design uniModule 5 Artefacts-Case studies

Reference Aesthetic Furniture Designer

Qualification:

Module Title LO5ArtefactsCase studies

Module Type Furniture and Wood manufacturing sector

Module Theme Basic concepts of applied arts for aesthetic products design

Instructor- Theoretical | -Workshop -3h 50 | - Knowledge of the social
led/Classroom learning % significance of technology and
based -Individual -5h of material culture as well as a broad
research 28h | understanding to classification,
recording and analysis of artefacts
-Preparation of | -6h ¢ Be familiar with a wide range of
the assignment recent archaeological,
anthropological, and broad

14 h theoretical debates about the role
of material culture within society.
- Be able to debate the role of
artefact in furniture design,
including the potential advantages

arture
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and constraints inherent within

different approaches to artefact
analysis.

- Study different furniture artefacts
(case studies): leather, wood, grain,
texture etc

E-learning Internet research: furniture 2.8h -Use internet to collect information
artefacts from the past 10 | on the study and interpretation of
% furniture artefacts cases from

of archaeological sites and museum
28h | collections

Total training hours 28h (1 ECVET Point=14h)

6.6 ECVET Aesthetic Furniture Design uniModule 6Research and
development for furniture design

Reference Aesthetic Furniture Designer

Qualification:

Module Title LO6- Research and development for furniture design
Module Type Furniture and Wood manufacturing sector

Module Theme Manufacturing processes of Furniture

Instructor- Theoretic | -Workshop -3h 50% | -Knowledge of the field of study
led/Classroom al of -Ability to collect and analyse
based learning | -Individual research -5h 28h | secondary research
-Ability to develop a new product
-Preparation of the based on research
assignment -6h
14 h

arture

Erasmus+
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E-learning Internet research and production

of a Reference list

-Ability to identify new sources of
information

Total training hours 28h (1 ECVET Point=14h)

6.7 ECVET Aesthetic Furniture Design uniModule 7Product strategy

Reference Aesthetic Furniture Designer
Qualification:

Module Title LO? Product strategy

Module Type Furniture and Wood manufacturing sector
Module Theme Manufacturing processes of Furniture

Instructor- Theore | -Workshop -6h 80% | -Knowledge of the field of study
led/Classroom tical of -Ability to design a product strategy
based learnin | -Individual research -10h 28h | -Novelty of idea and formulation of
g the strategy
-Preparation of the
assignment -6.4h
22.4h

arture
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E-learning Internet research and 2.8h 10% | -Ability to identify relevant sources of
production of a Reference list information and classification

6.8 ECVET Aesthetic Furniture Design uniModule 8Productconcept
[ ECVET Unit: AestheticFurniture Designunit |

Reference Aesthetic Furniture Designer
Qualification:

Module Title LO8Product concept

Module Type Furniture and Wood manufacturing sector
Module Theme Manufacturing processes of Furniture

Instructor- Theoretical | -Workshop -5h 34% of -Knowledge of the field of study
led/Classroom learning 28h -Ability to succinctly formulate a
based product concept
-Preparation of -5h -Novelty of idea and complexity
the assignment of the concept
10 h

33% of
28h

Internet research and
production of a Reference list

Elearning -Depth of research and

relevance of the sources used

Total training hours

arture
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6.9 ECVET Aesthetic Furniture Design uniModule 9Designtools

Reference Aesthetic Furniture Designer
Qualification:

Module Title LO9 Design tools

Module Type Furniture and Wood manufacturing sector
Module Theme Manufacturing processes of Furniture

Instructor- Theore | -Workshop 5h 40% of | -Ability to compose a basic
led/Classroom tical 28h design brief which shows an
based learnin understanding of design process
g -Preparation of the 6.2h -Demonstrate a basic
assignment understanding of the role of
drawings and models in design
process
11.2h

Elearning Internet research and 2.8h 10% At least 5 reliable sources
production of a Reference list identified and written using
Harvard standard

Total training hours

6.10ECVETAesthetic Furniture Design uriModule 10Materials used in
furniture manufacturing

Reference Aesthetic Furniture Designer

Qualification:

Module Title LO10- Materials used in furniture manufacturing
Module Type Furniture and Wood manufacturing sector

Module Theme Manufacturing processes of Furniture

arture
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Instructor- Theor | Theoretical 8 hours of class 60% Pass test exam, desk
led/Classroom etical | classesusing | 4 hours of study research about new
based learni | slides and 2 hours of exams materials

ng supported by | 30 minutes of audio-
the book of visual

the course Total: 14,5h

and video
tutorials

0% or
60% in
online
mode

Autocorrection test, The
report (file) of the desk
research can be submitted
online and evaluated
remotely by the teacher

Slides, Downloadable The theoretical content
book supporting the can be done online.
slides. 1 video tutorial
(5 minutes)

Elearning

Total training hours 25

6.11 ECVET Aesthetic Furniture Design uniModule 11Manufacturing
processes and machinery

Reference Aesthetic Furniture Designer

Qualification:

Module Title LO11 Manufacturing processes anthachinery
Module Type Furniture and Wood manufacturing sector
Module Theme Manufacturing processes of Furniture

e R T T Co
arture
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Instructor- Theoretical | Theoretical classes | 16 hours of 70% Pass test exam. Multiple
led/Classroo | learning using slides and class choice questions. 20
m-based supported by the 5 hours of guestions.
book of the course. | study
1 hour of test 3 development exercises
that will be evaluated by
3 the teacher:
development 1. Choose a machine to
exercises: 5h manufacture furniture,

look for its manual of
specifications, indicate the
different parts that make it
up, its manufacturing
characteristics:
consumption, production,
cycle time, etc. And its
current price in the market.

Total: 27 h

2. Choose a machine to
manufacture upholstery,
find its manual of
specifications, indicate the
different parts that
compose it, its
manufacturing
characteristics:
consumption, production,
cycle time, etc. And its
current price in the market.

3. Choose a machine to
manufacture mattresses,
find your specifications
manual, indicate the
different parts that make it
up, its manufacturing
characteristics:
consumption, production,
cycle time, etc. And its
current price in the market.

Erasmus+
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Elearning

Total training hours

Joint Curriculum

Slides, Downloadable book The

supporting the slides. theoretical to 70% | 2 development exercises
content can on that can be submitted
be done online | online.

online

47

0% up | Auto-correction test.

mode

6.12 ECVETAesthetic Furniture Design uriModule 12Quality control and
accuracy

Reference Aesthetic Furniture Designer
Qualification:

Module Title LO12Quality control and accuracy
Module Type Furniture and Wood manufacturing sector

Module Theme

Instructo | Theoretical -Workshop -2h
r- learning
led/Class -Individual -3h
room- research
based
-Preparation of -3.4h
the assignment

Manufacturing processes of Furniture

30% of 28h

-Knowledge of the field
of study

-Understanding of the
measurements
characteristics and units
of measurements

E Internet research and production 2.8h 10% of 28h -Ability to identify
learning | of a Reference list trustable sources of
information on Internet
Qrture
-/
. c 2 Erasmus+
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6.13ECVET Aesthetic Furniture Design uniModule 13Management
processes, processes optimization and environment quality in furniture
manufacturing

Reference Aesthetic Furniture Designer

Qualification:

Module Title LO13- Management processes, processeptimization and environment quality
in furniture manufacturing

Module Type Furniture and Wood manufacturing sector

Module Theme Management processes, optimization and environment quality in furniture
manufacturing

Instructor- | Theoretical | Theoretical classes | Managemen | 100% Pass 3 test exam (120 multiple
led/Classr | learning using slides and t process: choice questions in total).
oom- supported by the 9h (Slides +
based book of the course | supporting To pass some exercises to
and video tutorials | book). develop. Examples:
Processes Management of processes in
optimization the Furniture sector.
: 12h (Slides
+ supporting 1. Carry out an Aggregate
6221 b Production Plan exercise using
video the different strategies to
visualization
meet the demand.
and
explanation)

arture
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Elearning

Slides, Downloadable book
supporting the slides. 3 Videos
about: Methods and timing and
validation of product.

Total training hours

Environmen
t quality: 9h
(Slides +
supporting
0221 b
of 2 videos
visualization
and
explanation)

3 hours of
test

10 hours of
6

developmen
tal exercises

Total: 43h

The
theoretical
content can
be done
online

43h

0% up
to
100% if
the
course
is
online

2. Make a real production
master plan for a furniture
company.

3. Make a Material
Requirement Plan, of a parent
product and three children,
real of a furniture company.

4. With data given in advance,
classify the different costs that
occur in a company, achieving
the unit cost of product.

Processes optimization in
furniture manufacturing.

1. Calculate the Standard Time
of a furniture manufacturing
process that is frequent and
repetitive.

2. To propose an
improvement of methods of a
process of manufacture of
furniture and another one of
manufacture of upholstery.

Auto-correction test +
Exercises for development

arture
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Summarizing the hours and the ECVET of the ARTURE:

arture

LOs
LO1
LO2
LO3
LO4
LO5
LO6
LO7
LOS8
LO9
LO10
LO11
LO12
LO13
Total

ECVET:

32

W N WNDNDNMNDNDDNMNMNDNDDNDDNDDNDDN

N
0o

Hours
28
28
28
28
28
28
28
28
28
25
47
28
43

395
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7 Guidelines for trairers

A commitment was made within the ARTURE project to develop Guidelines for the Trainers involved
AY RSEAGSNAYy3I (GKS O2yGSyid F2NJ (KS obaNHurkhiirda y 3 Y I
5 S & A 3y Shidelites belsware largely based on materials produced by (a) European Centre for
the Development of Vocational Training (Cedefop), (b) the City and Guilds Centre for Skill
Development in the UK, (c) the Handbook of VET Providers, published by Human Capacity
Development (HCD) for Vocational Education and Training produced (Mannheim), Germany.

The ideas presented in these Guidelines could be read by all those engaged in VET as a standalone
text that could guide the thinking and the practice of preparing young people for any profession at
vocational level. The intention is to offer readers an opportunity to reflect on their own practice and
to enrich it by exploring what others do successfully. The bibliography at the end could serve as a
tool for those who intend to explore in more depth some aspects of teaching and learning at all
levels but mostly connected to VET.

7.1 Basic concepts utilised in Vocational Education and Training

It is assumed that all those involved in teaching within VET institutions are qualified and possess an

adequate level of knowledge and practical skills. The guidelines intention is just to remind teachers of

the main elements that | NBS O2 y a A RS NB RatSa®rapaaR levelINtheCGframework

developed by Hopkins, 2007 has been widely used in Europe as it highlights key elements that should

be considered for effective teaching ¢ Teaching Skills, Teaching Relationships, Teacher Reflection and

Teaching Models. The framework is widely used to analyse examples of vocational teaching and

learning in practice. ¢ KS W T NEoi&ng eshlitiacomponents that could guide the novice or

the advanced teacher and synthesises the best practice.

Teaching relationshgs

T LG Aa oARStE& IRYAGOSR GKIF G (cSHe RtiSrsEpheyD2 YY A (Y

develop with their learners and the range of roles that teachers take ¢ are crucial
components in VET as well as in any other educational environment at all levels.

9 Teaching relationships refer to the relationships teachers develop with their learners as well
as how learners relate to each other. The tutorf ST N}/ SNJ NBXf I A2y aKALA | N
Y240 AYLRNIOIFIYG Ayl Ay K Sta-tnSysidokleanyeBeentddP OS 4 a Q'
teacher-learner relationships confirmed its importance. It seems that positive teacher-
learner relationships are associated with optimal, holistic learning with above average mean
correlations when compared with other educational innovations for cognitive and
behavioural outcomes (Cornelius-White, 2007).

9 The way in which a teacher interacts with learners sets the scene for the subsequent learning
to take place. Teachers felt that their relationships with learners were of prime importance
for the teaching and learning to be effective. The features of effective teacher relationships
included:

Getting to know learners, knowing which learners need more attention

Erasmus+
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Good rapport ¢ listening, high expectations

Building trust

Humour ¢ used appropriately and never descending to sarcasm

Relaxed atmosphere ¢ relaxed learning with elements of fun

Mutual respect (NB &2 LISOG 2F 20 KSNJ LIS2L) SQa 2LIAYA2Y A
Behaviour management ¢ so that all of the group have the chance to learn.

Active learning, while carrying out assignments or projects, for instance, gives many opportunities for
G§SFOKSNR (2 o0dAfR NBflFIGA2YyaKALA 6AGK fSINYSNED
forms: demonstrator, organiser, coach, mentor, facilitator, reflector and even co-learner. A

relationship of trust between the teacher and learners is likely to develop while working together

and discussing issues at various stages of the assignment, so that the teacher becomes an

W O02YLX AOSQ Ay ( Kifantlie&nbviehiok bass. LINR OS&aa NI G KSNJ

Teaching models

Research conducted in Europe highlights the fact that few teachers use a particular model or strategy
with clear intent. The way in which teaching takes place is strongly influenced by a series of
circumstantial and educational factors. Models are prescribed structured sequences, which are
designed to elicit a particular type of thinking or responses, to achieve specific learning outcomes.
However, it is very useful for teachers to understand the concept of a teaching model and to
comprehend the main features of the many existing models.

Teaching models are derived from theories about teaching and learning. Each model can be

described as a structured sequence, which is designed to elicit a particular type of thinking or

response, to achieve specific learning outcomes. The choice or use of the appropriate model, or

combination of models, is influenced by the type of learning objective and nature of the learner as

well as other factors such as teaching strategies and teaching skills. A strong body of research and

practice suggests that the consistent use of specific models can make learning more effective (DfES,

2004, Hattie, 2009 and Marzano, 1998).

¢KS GSNXY WiSIOKAY3 VY2RStQ KIFa 0S8 Indif8eRt (2 RS
documents a number of terms appear to be used interchangeably ¢ models, strategies, approaches,
0SOKYAldzSaz YR YSGK2RA ylYS 2dzad I FSgd ¢Sl OKAY
of helping us understand and think about teaching. There are a vast number of teaching models ¢

some are variations of others ¢ and they come in many shapes, sizes, and styles. Some terms, such as
WRSY2YailiNrG§A2y Q> OFy 06S dzaSR F2NJ 620K | GSIFOKAY:
distinction between a teaching strategy and a teaching model, the definition of a used teaching

model has two distinctive features. The first distinctive feature is the nature of the learning objective

and outcome required and whether the learning is related to:

9 Acquiring and learning skills, procedures, knowledge, and the like, or

Erasmus+
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9 Processing information, building concepts and rules, generating and testing hypotheses and
thinking creatively, or

9 Collaboration and learning together to construct new knowledge and understand concepts.

The second distinctive feature is the structured sequence of steps or phases (the syntax) used to
achieve that particular type of learning objective. In teaching models, it is the tight linkage between
these two aspects that defines a teaching model. Strategies do not have the same linkage and may
0S RSLIX 28SR Y2NB ¢gARStfex a +ty SaaSydaalf LI NI 27
outcomes.
1 The term teaching model is also used in vocational teaching and learning to describe other
different concepts. If these concepts lack the distinctive linkage between the two particular
features above, then they are not what is mean here by a teaching model.

1 In developing teaching models in the vocational context, it is useful to compare teaching
models to find the similarities and differences between the models. This could then serve as
a guideline to teachers when selecting or adapting a teaching model or combination of
models. The work of Ji-Ping and Collis (1995) offers suggestions for comparing models using a
set of appropriate questions to answer against each teaching model. With adaptation, this
could provide a useful basis for further work in vocational learning. There are four aspects
suggested: teacher aspects, learner aspects, the degree of flexibility or adaptability of the
models and aspects related to effective theoretical and technological supports. The following
are some specific questions for each aspect that can be used in a comparison of teaching
models.

1. Teacher Aspects
a) How easily can the average vocational teacher manage the model?

b) To what extent does the model save teaching time (including preparation time for the
lesson)?

c) How likely is it that the model will be accepted and used by the average teacher?

d) TowhatextentR2S& (GKS Y2RSt 3IAGS FdAt LIXIFe& (2 GKS
skill?

2. Learner Aspects
a) How much initiative is given to learners within the model?
b) How adaptable is the model to individual differences in the learners?
c) How well can the model be adapted for learners of different ages?
d) How well can the model be adapted for different sorts of learning goals?

3. Flexibility and adaptability

Erasmus+
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a) How easily can the model be adapted to the present organisational system in the
vocational area and to the current standards for learner assessment?

b) Can the model be well adapted to a variety of vocational areas?
c) How easily can the model be combined with other models?

d) To what extent is the model adaptable to cultural expectations for learner and teacher
behaviour?

4. Theoretical and Technological Supports
a) Was the model developed using an appropriate theory?
b) How much research and evidence are available to show the model is internally valid?
¢) Inwhat ways might the model be well supported by technologies and media?
d) Are the technologies and media most suitable to the model readily available?

This structure for analysis of models could offer a good starting point to begin to identify which
teaching models are most appropriate for vocational education and to identify the relevant aspect of
each of the teaching models.

Direct teaching and programmed learning

5ANBOG GSIFOKAy3sx 2yS 2F (GKS woOtlraarortqQ gltea 27F
acquire skills. It is a very structured approach involving a high level of interactivity which is teacher-

directed and involves direct communication usually with a whole class, although it might be

undertaken with an individual or a small group of learners. Direct teaching has the highest level of
effectamongtherange2 ¥ G Sl OKAy 3 &GN 1S3IASas (K2dzaAK GKAAa Yl
Aa | WwdzadaAly 52ftQ GKIFIG AyOtdzZRSa Yilye 20KSN
homework, so there is an additive effect (Petty, 2009). This model usually involves direct input from

the teacher together with a strategy of modelling or demonstration and clear instructions to the

f SFNYSNB® ¢KS (GSIOKSNJ 6KSy OKSOl1a GKS fSFENYSNEQ
ultimately the learners undertake independent practice.

Programmed learning is a self-paced, self-administered programme (computer based for example)

presented in a logical sequence and with much repetition of concepts or skills.

9 Sequence of Activities (syntax)

9 The lesson starts with the learners all at the same stage and the teacher employs direct
teaching.

1 Phase I In the first session, the teacher logs on to the computer with the screen visible to
the learners on the wall and the learners log on to their computers. The teacher draws the
sjdzZ- NBE FANRGE a AdGQa GKS SrairasSaidoe ¢KS GSIOKS
and click on the line tool. The teacher draws a line of a given length, 45mm. As she
demonstrates, she describes what she is doing.

Erasmus+
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1 Phase 2; The learners select the tool and draw the line of 45mm and then draw a square.

1 Phase X The teacher questions the learners and checks their progress, guiding them as
required.

1 Phase 4 Once they are confident, learners practise by drawing squares of different sizes on
their own.

9 The teacher demonstrates the tools necessary to draw a circle and the cycle of phases
repeats. The session proceeds step-by-step until all the tools and skills have been covered.
When an individual learner is stuck, the teacher sits next to the learner, takes the mouse,
demonstrates and describes what to do, then asks the learner to do exactly the same. If the
learner makes a mistake, the teacher explains what is wrong and makes the learner repeat
the task correctly. The learner practices until the skill is established and the teacher does not
take the mouse again but might point to the main screen or question and prompt the learner
if required.

Direct teaching using physical guidance
In a design session, the teacher provides direct teaching with physical guidance to help learners
acquire the learning objective of mastering the skill of modelling. In terms of context, the session
takes place in a workshop. The teacher is also concerned with his relationship with the learner.
He is very aware of the issues of personal contact and invading personal space so ensures that he
KFra GKS fSIFENYySNna O2yasSyid FT2N LKearaAolOlt Ozyidl Of
NEY2@Sa KA&a &dzll2NILzZ F LINRPOSaa RSaONAOGSR Fa wa

1 Sequence of activities (syntax)
9 The teacher had previously demonstrated modelling.
1 Phase X The teacher asks the learner if he minds if he guides his hands; the learner agrees.

(The teacher points out that if the learner had objected, he would not have done so0.)
 Phase2¢¢ KS GSIFOKSNJ K2fRa 020K 2F (G4KS fSIFNYySNRa
learner does not yet have the fine motor skills.
I Phase 3; The teacher tells the learner that she is slowly going to take her hands away and
she wants the learner to carry on. (She explains that if she had just removed her hands
GAGK2dzO o+ NYyAy3Is GKS € SFENYSNRa KFyRa ¢g2dzZ R Kl
1 Phase £ The teacher removes her hands and the learner continues to model unaided.
The teacher comments that it is a contentious technique but it is an effective way of teaching
someone to model. She points out that often they hold the mould too far away from the work.
¢SFOKAY3 GKSY (GKS NAIKG RAaGlIYyOS A& AYLRNIFIYyGEX
themtogoclosertheymigk & 32 (22 Of2aS IyR (KSy G4KS Y2RSt

Direct teaching using demonstration

There are a number of ways of implementing the direct teaching model. The model presented
KSNB Ad 1Y26y ad GKS Wt! 9RQO¥2REA FK ki & S§ & MHzd b
version that could be suitable for many vocational areas.
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9 There are three stages:

1. Present new material

2. Apply this new learning (learner activity)
3. Review the skills learned in this lesson.

The teacher in this session uses the teaching model of direct teaching and the strategy of
demonstration as the tool, in this case, to present new material and achieve the learning objective of
acquiring the skill of technical drawing.

9 Sequence of activities (syntax)

1 Phase X The teacher sketches a drawing on the white board. This is done in stages, to teach
the learners how to do a technical drawing.

1 Phase Z; The learners copy the drawings stage by stage, as the teacher does them.

I Phase 3; Once the learners have completed their drawings, the teacher talks about what
they have copied, goes round to each learner and provides feedback, praising good drawings
and indicating where they need to improve.

The teacher points out the importance of being able to draw so the customer can see exactly

gKIG GKS GSOKYyAOIf aLSOAFfAad Aa AyGSyRAy3d (2
SELINBaa (KSyaStgSa yz2iG 2yteée Ay GKS gNARGGESY 62N
Enquiry

The use of the enquiry model helps learners to collect information, build concepts and test
hypotheses.

Sequence of activities (syntax)

1 Phase X The teacher welcomes the learners and outlines the learning objectives for the
day. She provides five questions relating to, for example, health and safety statistics and
directs the learners to the Health and Safety Executive website.

T Phase 2; The learners search to find the answers and record their answers. While they are
doing this, the teacher informs them that they will be asked to give a brief presentation of
their findings.

1 Phase 3; The teacher asks for volunteers to present their findings.
1 Pha® 4¢ Following the presentations there is class discussion facilitated by the teacher.

1 Phase & The evaluation phase is not completed in this session but there is a short quiz and
recap in the next session in terms of what was hard and what was easy, what they needed to
be aware of.

Erasmus+
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The teacher knows from experience that by simply telling the learners the relevant statistics,

GK2aS8S tSIFNYSNE ¢2dd R GKAYy]l Al 6Fa Wo2NARYy3IQ | yR
Through the use of this model, the learners are actively engaged in researching the information

and the impact is increased by the presentation of their findings to the rest of the group, thus
NEAYF2NOAY I GKS fSIENYyAYyId ¢KS (alleaddtsPpmusnd a1 Af f
their findings, not just the ones that volunteer as they will probably comprise a relative minority.

Developing higheiorder skills

h¥diSy GSIFOKSNER NB FOGA@Ste FdGSYLAy3 G2 RS@S
to meeting the course requirements. The development of higher-order skills is important for

transition between qualification levels and also as 21st century employability skills.

C2NJ SEFYLX S GKS tSENYyAy3d 202S00GA DS -okdarre@acf OS Ny SR
and analytical skills. Although the task involves developing their knowledge about computer-assisted
design systems and developing concepts involving deductive reasoning and comparing systems, the

teacher suggests that it is the development of the higher order skills that is important. These are the
skills that the learners will need to be able to use in the workplace.

T Sequence of activities (syntax)

1 Phase X The teacher provides learners with information about user needs.

1 Phase Z; Learners have to carry out research on their own. They have to analyse systems, to
compare systems, to identify what components could improve the system and the reasons
why.

1 Phase 3; The learners report back and justify the suggestions they make for improving the
systems.

The teacher indicates that through the activity, the learners are developing research and

analytical skills ¢ the type of skills they will need in the workplace ¢ without really realising

IKS@QNB R2Ay3I AlGP WeKSeQft oBAggaayIl aKER GRSOR
Fd 0K2aS KAIKSNI 2NRSNJ a{Afta 6KSNBE (KS&@QNB NBa
RATFSNBYG O2YLIziSNI ALISOATAOIGAZ2Yad ¢KS@QNB adAa
forit ¢and not just listingthem;thS& WNB 2dzaGAFeAy3a gKe GKI GQa
LI NI A Odzf  NJ a8aiSyoQ

Q0]

Constructivism, group investigation

Group investigation attempts to recreate a democratic atmosphere in the classroom where the
learners work together to solve a problem. The contribution of each member of the group makes
the outcome better than if individuals do it. Group investigation puts the learners in charge of
the learning and allows them to investigate what interests them most. (Sharan and Sharan,
1989).

Qrture
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Group investigation goes beyond cooperative learning and follows the following six steps:
Learners are given a problem

They discuss ways to solve it

They plan how to carry out the investigation in a group and assign roles

They work together and independently

= =4 =4 4 -a -2

They analyse progress and report findings, and the process is evaluated (Abordo and
Gaikwad, 2005).

The example below shows some of the elements of constructivist learning and group enquiry

while not following the entire model. The learning objective is for learners to be able to identify

the country and age where a certain furniture object is located. The teacher in a history of design

session helps learners to construct knowledge about the history of furniture design and where in

the world objects are located. ¢ KS G SIF OKSNJ AyAGAIFIffe RNIga 2y f
experiences. She then introduces concepts of known and unfamiliar furniture object and then

arranges a series of tasks to enable learners to construct their knowledge of both location and

period of time when these were produced.

¢ .8 laltAy3d GKS tSIENYSNBR (G2 LINRPRddzOS RA&LX I &ax
knowledge by seeing what they had found and by asking them questions.

1 Sequence of activities (syntax)

1 Phase I¢ To introduce the topic, the teacher provides the learners with a sheet giving an
overview of pieces of furniture and their location in time and space. She then leads a
discussion by picking out one of the destinations and asking who has seen similar pieces. The
discussion is split between European and worldwide attractions and includes famous
furniture objects such as the thrones of different monarchs ¢ objects with which learners are
familiar, even if they have not seen one.

1 Phase Z; The teacher shows a short video of an unfamiliar furniture style ¢ the rocking chair
of Churchill ¢ and indicates where it is located.

1 Phase 3 The teacher gives the learners an A4 copy of the map of the world and lots of
furniture brochures and magazines. The task is to find pictures in the brochures of as many
famous furniture artefacts as possible, to indicate on the world map where these objects are
located, and to make a display on a large sheet of paper. The learners look at the Atlas to
identify the locations and the year.

1 Phase 4 The learners have to research two interesting facts about each furniture piece to
add to their displays. They also have a furniture design guide that they can use.

Constructivism using debate
In this case, the teacher used a learning activity in the form of a debate to enable learners to
develop their concepts and understanding of the differences between two different types of

Qrture
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tools. There was a subsidiary learning objective to this activity, developing the skills necessary for

a debate. The functional skills of communication and listening were thus embedded in the

activity.

1 Sequence of activities (syntax)

1 PhaseIc¢ KS (Sl OKSNJ 3A@0Sa SIOK 3ANRdzZL) 2F f SI NYSN&
together with the advantages of each.

1 Phase Z; Each group has to decide how to present the advantages of the carving tool.

1 Phase 3; The teacher explains and writes up the rules for the debate: listening, not butting
in, keeping eye contact etc.

1 Phase 4 Each group has 5 minutes to decide how to use their tool and the others then have
to work out what the advantages and disadvantages of it might be.

1 Phase &; The teacher chairs and opens the debate to the floor for questions. The teacher
then employs teaching skills to ensure that every learner contributes.

Cooperative learning using scenarios
In cooperative learning, groups of learners work in small groups to maximise their own and each-
20KSNBQ fSIFENYAy3aId 5SNAGSR FNRBY (KS ¢g2N] 2F {{l @
teaching model are: clear and positive interdependence between learners, face-to-face interaction,
individual accountability, an emphasis on interpersonal and small-group skills, and group review to
improve effectiveness.

The teaching model in this example has elements of cooperative learning and the strategy employed
is the use of a scenario. The learning objective of the session is, for example, to use the information
provided in a scenario to produce a typical risk assessment. As part of the context for this session,
the learners are employed and the activity requires them to draw on their experience to identify the
hazards in a furniture-manufacturing workshop.

Sequence of activities (syntax)

Phase X The teacher introduces the session and provides a scenario of a workshop hosting a series
of tools and machines in which there are many hazards.

Phase Z; In groups of three the learners complete the first two columns of a chart ¢ identifying what
the hazards are, who might be harmed, and how. They draw on their own knowledge and experience
to do this.

Phase 3; Each group presents their findings in turn and they are all merged into a single composite

document. By the end of the session, they have all contributed ¢ each group providing something

different or a new slant on things and the whole class has a detailed document.

¢KS GSFOKSNRA NBES Ay (0 Kdaad ewigofn@it, thandto gli thé S dzLJ
f SENYSNBRZ K2 GKSY GF1S NBaLRyaAoAtAdGe FT2NJ g2N) A

Roleplay
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Role-play is a model that focuses on social interaction, improving social skills and developing a
personalunderstandiy 3 2 F @I f dzSa | YR 0SKI @A 2 dzNXP -plad bddeh SR Ay
has its roots in both the social and personal dimensions of learning. The purpose of role-playing is to

assist learners to understand an issue from different points of view by acting it out, either taking
RATFSNBYG NREtS&a 2N 20aSNBAy3ad LG Ftt26a €SI NYSNZ
take a different perspective and empathise. Role-play offers an effective way of exploring feelings,

attitudes, valuesanR a2 f gAy3 LINBoOof Syad LG | OGA@Ste Ay@g2f @dSa

There are nine stages in role play, as defined by Shaftel (1970): (a) warming up the group, (b)

selecting participants, (c) setting the stage, (d) preparing observers, (e) enacting the role play, (f)

discussing and evaluating, (g) re-enacting, (h) further discussion, and (i) sharing experiences/
generalisation. Each of these stages has a specific purpose that contributes to the richness and focus

of the learning activity. According to Joyce et al (2000), role-playing provides an opportunity for

W OQUAY3 2dziQ O2yFftAOGaxT O2ftfSOGAY3I AYTF2NXNIGAZ2Y
20KSNARAZ YR AYLNRGAY3I S NYySNRE Qplagp énphadisds both | A £ £ &4 ®
intellectual and emotional aspects. The analysis and discussion following the role-play are as

important as the role-playing itself.

The teaching model of role-play could be found in all the occupational areas; however, the model
tends to be less employed in traditional furniture workshops.

The learning objective in the session used as an example below is to find out about quality assurance
and the teacher uses the teaching model of role-play.

1 Sequence of activities (syntax)

1 Phase X The teacher uses PowerPoint slides to introduce the topic of quality assurance and
the benefits of quality assurance followed by questions and answers.

I Phase Z; The teacher pairs the learners and gives them a card with a scenario on carrying
out quality assurance of a product. The scenario requires one of the learners to be the
employee and the other to be the customer. The teacher explains why the process is
important and also the importance of writing things down formally. She defines what the
roles are for the two people taking part in the role-play and gives clear instructions about
who should be asking the questions and that feedback they provide should be constructive.
The teacher shows another PowerPoint slide with the rules for the quality assurance ¢ that it
should be motivational, positive and so on.

1 Phase 3; All the learners carry out the role-play in pairs.

1 Phase 4¢ The teacher gives a handout containing a quality assurance role-play checklist.
There are two columns to it ¢ one column involves questions for the employee and one for
0KS Odzad2YSNXY ¢KSe& AyOfdzZRS |jdzSadAizya &adzOK |
LINE RdzOGKQ W5AR @2dz FSSf alriGAaFASRKQ W2 KeKQ

AO)¢

1 Phase & The teacher asks the learners about the role-play, including how they felt about it.
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1 Phase & The teacher recaps on the session.

7.2 Teaching strategies
{GNFGS3ASa IINB (KS wiz22f a
WiSHFOKAY3I alAttaqQ NB (KS
achieve effective learning.

F2N) GSIFIOKAy3 FyR £8S
gea Ay 6KAOK K

Teaching strategies are the tools that teachers have at their disposal to engage learners and enable
learning objectives to be met via effective teaching and learning and teaching skills are how they

select and use these strategies.

Teaching strategies are differentiated from teaching models by using our definition of a model as the
sequence of steps or phases (the syntax) used to achieve particular types of learning outcomes.

The existing literature tends to divide the analysis of examples of skills and strategies observed in
practice into the following three broad categories that follow the teaching and learning process.

These are:
1. Planning and preparation

9 Strategies for differentiation

N

Managing delivery

Strategies of presentation and demonstration
Strategies involving technology

Strategies for group and individual learning
Strategies for reinforcing learning

Strategies for more effective learning

Using multiple strategies

Assessing learning

A W A -—a —a _a _a _a

Strategies for assessing learning.

Planning and preparation

Duckett and Tartarkowski (2005) suggest that planning effective teaching and learning sessions
should include the following processes: (a) specifying the aims and objectives or outcomes for
the session, (b) showing how to review the previous session, (c) explaining the links to the
current and next sessions, (d) identifying appropriate content, activities and strategies by which
the learners will learn, (e) presenting strategies by which learning will be assessed, (f) selecting
the resources, materials and media to support learning, and (g) considering how to summarise at

the end of the session.
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Differentiation is central in effective planning, ensuring that all learners can learn effectively and are
sufficiently challenged. It is identified by LSIS as one of ten approaches to effective teaching and
learning.

There is no single definition of differentiation, but all definitions are underpinned by a view of
learners as individuals. Some approaches to differentiation suggest that differentiation needs to be
considered at the planning stage of a session.

While the learning objectives and standards should remain the same, time and support given to
learners by the teacher should be varied according to individual learner need. There are also the
differences ways in which learners prefer to learn ¢ visual, audio or kinaesthetic ¢ that should be
taken into account when using differentiation in the learning process. Understanding the different
learning needs of individual learners, their strengths and weaknesses and how they learn best is of
paramount importance to enable effective differentiation. Examples of differentiation utilised during
the visits include:

9 Advising and keeping learners on track by providing individual support, giving the weaker
learners individual instruction and taking the stronger learners that bit further so they are
not bored

f tNREJARAY3I GKS NRIKOG FY2dzyd 2F WaiNBGIOKQ F2NJJ

9 E-learning activity allows for wide differentiation with, for example, board games acting as an
alternative approach for learners who have not fully understood

9 Using group and paired work, with careful selection of those who work together to enable
RAFTFSNBYG LIOS 2F €tSIENYyAy3 a oSttt | &
strong one but there are occasions when this can work with the stronger learner being a
YSYG2N) yR |faz2z fSFENYyAya Y2NB (KSyvyasSt
different resources to reflect the group and individuals within the group, taking account of
the learner experiences.

1 Using different forms of assessment to meet the needs of the learners: for example; written,
filmed or recorded.

This following example illustrates differentiation in an ICT class and seeks to include
everyone in the activity at their appropriate level of ability. It describes how a teacher sets a
task allowing learners to choose how they wish to complete it according to their different
levels of ability.

Strategies for giving information
Presentation
Presentation encompasses giving information in a number of ways, including:

{1 Teacher explanation often at the start of asession¢Wi KA a Aa ¢gKIFaG ¢S
FNE GKS 2062S8S00A0Sa F2NJ 4KS aSaarzyQ
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Giving information/instruction and checking that learners understand by, for instance, use of
questioning

Clearly presenting information at the start of a session and then linking to other teaching
strategies ¢ presentation followed by immediate activity

Guest speaker input ¢ from the relevant vocational sector
Providing information through different sensory modes: visual, audio, kinaesthetic

Providing information through a variety of mediums ¢ video, board, paper, work-book, actual
demonstration, verbal explanation, questions and answers and practical activity

Short PowerPoint or other computer-based presentations for information, recapping on a
previous session, setting exercises or structuring a session.

Some teachers use PowerPoint presentations as a convenient way of structuring their
sessions and as an aide memoireo ensure that they cover everything.

Slides cover the learning objectives for the session and instructions for tasks or activities and
can be printed to give to learners during or after the session.

Demonstration

Demonstration has the added dimension of an explanation by example, a display of some sort ¢
often accompanied by verbal explanation, though not always. It is usually important to follow the
demonstration with a related activity. A teacher can use a variety of technological aids.

1
1

Demonstration examples include:

The physical demonstration of a skill such as holding and using a blow torch, or how to
decommission and reassemble a computer

A means of showing how something is done and that the tools being used are adequate for
the job.

Demonstration of an activity, showing how to develop a planning process ¢ for instance, with
a sample of what the end result could be like

Using technology such as Moodle and/or Storyboard to show what is required as well as
giving information to set the scene, and use of Smart Board to demonstrate tasks such as
putting a joint together in construction.

While showing the way to do something, ensuring that learners understand that there are
different ways of doing things and that if the end result is successful then that is alright.

With demonstration, impact is an important factor: the following example as described by a
senior manager shows how a simple demonstration can really help the learning process.

Strategies involving technology
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Educational technology is the study and practice of facilitating learning and improving
performance by creating; using and managing appropriate technological processes and
resources.

Use of technology in the delivery of teaching and learning for any vocational area is increasing all the
time. It is also one of the ten approaches described by LSIS as effective in promoting effective
learning. Examples drawn from the literature include:

)l

= =4 =4 =2
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Interactive whiteboards

Computer(s) in each learning room for various uses
Web pages for storing and accessing learner work
Multimedia learning

H5P: free and open-source content collaboration framework to make it easy for everyone to
create, share and reuse interactive HTML5 content: Interactive videos, interactive
presentations, quizzes, interactive timelines and more. To use HTML5 ensures that can be
displayed by all LMS (Learing Management Systems) platforms independly of the operative
system, device and the navigator.

Moodle (Modular Object-Oriented Dynamic Learning Environment) providing an organised
interface for e-Learning, or learning over the internet

OPIGNO: Open Source e-learning platform based on Drupal (broad used Content Management
System) that allows you to manage your online trainings, and efficiently ensure that student,
employee and partner skills remain up to date.

E-Learning through applied packages and on-line learning
M-Learning ¢ learning on the move including use of mobile phones
IT-based packages for self-assessment

Computer-generated quizzes and games

Internet research

Podcasts

Mobile-phone technology

Computerised tracking.

Learning organisations are changing at different rates. Some have utilised state-of-the-art
technology, which has been useful in the engagement of learners, and some are lagging behind.
Funding is one issue here, along with cultural change.

Within the framework of this project we have developed a MOOC supporting tool that can be
found in the following URL:

http://arture.cetemlearning.eu/
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The MOOC contains English, Spanish and Greek all the training materials developed during this
project: 13 Learning outcomes based in slides, books, exams and videos.

English EMvucd Espafiol Qr tU( c E‘ welcome guest LOGIN
SAPLUT S

ARTURE e-learning platform

IE| ® This is the e-learning platform of the project ARTURE (Art and Furniture Strategic Partnership). The following training pillars will be available:
1-Basic concepts of applied arts for aesthetic products design
2-Manufacturing processes of furniture
3-Management of processes in the furniture sector; processes optimization; environment and quality

bucks AKTO = UNICERT €
new universi 4 Universal Certification Solutions
Y Art and Design College CETE M

This project has been funded with support from the European Commission - application number 2015-1-UK01-KA202-013818. This

1 4 ] e
ublication [communication] reflects the views only of the author, and
L Searchlighter | [E—— ek e e e

ot be held responsible for any use which may be

The teacher can take this MOOC as supporting tool for his/her teaching activity selecting the Los
more according for his teaching activity.

SUCCESSFUL Step
4| Average score: 7%

of 16

MANUFACTURING PROCESSES AND TECHNIQUES. Slides presentation of the lesson "Materials used in furniture manufacturing”

OF FURNITURE
you can consult the lesson book in the files section
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Lessons Score - - Y
Time oL = = -
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Opn ~ . . 1
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FURNITURE MANUFACTURING ; ° % Funded by the
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The MOOC supports mobile environments and it is prepared to contain future training materilas
about design of products different from the furniture.

Strategies for group and individual learning
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Teachers use their skills in deciding how to manage the learning process. This section includes

activity-based learning using the strategies of working in pairs or with a peer, small-group work,

whole-group work, and individual work. Many of the strategies described could be used within

teachingY2 RSt a (GKIFIGd F¥20dza 2y 3INRdzZL) YR O022LISNI GAGS
teaching models. Group work and cooperative learning can shift the responsibility for learning

from teacher to learner.

Pairs

Working in pairs is a valuable way of promoting good learning experiences operating along with a set
of other ways of learning. Pairings can be learner-chosen, friend-orientated, random or chosen by
the teacher related to abilities ¢ both similar and diverse. For a role-playing session, the teacher picks
the pairings having a good knowledge of the learners and enables effective pairings.

Pairing can be used to promote the development of communication and social skills as well as group
cohesion as in this example of a plumbing session. Sometimes pairing a more able learner with a less
able learner can benefit both, as can two learners that have complementary skills being paired.

Pairing can also be used to enable the development of other aspects of learning, such as attention to

appropriate detail in planning. Peer explanation reinforces understanding of learning both for the

recipient and the person explaining. Itcanreallyhelpd 2 YS £ S N}y SNE | & | &dzLJLJX SY
information.

Peer help can also act as a role model in showing that something can be done ¢ it provides
motivation for others.

Smaltgroup work

Splitting the whole group into smaller clusters can happen in many ways and is prevalent in
vocational education. Apart from the curriculum learning aspects of group work there is also the
valuable social interaction and motivation associated with working together. Small-group
activities include:

9 Production of a presentation with each person playing a part

9 Putting together a piece of work, such as a questionnaire, or building something through
group discussion to formulate ideas, decisions or content for pieces of work

9 Groups competing against each other via quizzes, for instance, to promote learning during
assessment

Carousel activity where learners move from table to table
Individuals coming together to complete a piece of work as a group

Group work on a project followed by individuals then taking their version forward

= =4 =4 -2

At the end of a session, reinforced learning via questions and answers.

This example illustrates the use of small-group work to make sure that everyone has all the
information they need and interest and concentration is maintained.
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1 Role-play in small groups can be a useful learning tool to reinforce learning as explained in
the example below. Role-play can also be used in a larger group with some observing and
some playing their parts.

Whole-group work
Whole group activity can take many forms and includes:

9 Discussion on a particular topic facilitated by the teacher, perhaps following a presentation
or demonstration

9 Debate carried out in formal debate mode or more informally
1 Games (such as the domino illustration below)

1 Whole group activity following individual, paired or small group activity to bring a
topic/activity together: this might be individual research, for instance, followed by a whole-
group debate activity where groups move around a space, for instance, moving to different
corners of the room to answer questions or vote on a particular topic.

Carrying out a whole group activity can have advantages and disadvantages, as illustrated in the
following example. Since all learners are working at more or less the same pace, it is easier to keep
track of them and easier to control the group, but then some of the group may be relying on others
and it is harder to ensure that all have understood. The following example involves a game of
dominos with each learner having one card carrying a word and a description of a different word. The
idea is to link the dominos so that words and their descriptions are next to each other.

Individual work

Individuals carrying out learning on their own are often a part of many other ways of learning.
For group learning, part of it will be a learner writing, carrying out research or reading. There
might be individual work that is then swapped with another for paired work. Learners might
complete an audit sheet as they carry out an individual task, such as installing software onto a
computer.

Individual work can also replicate working in industry by carrying out a task alone. Learning carried
out outside the classroom/workshop at home or in the library is often an individual task.

An example would be a computer-aided design (CAD) session where the learners work on their own
to become familiar and expert at using CAD for drawing diagrams for construction. Although there
would be some collaboration, it is essentially a solo task. Although links with employers can be a
group activity, it is also something that learners can complete on their own. This enriches the
learning and provides experience of working outside the classroom as well as offering an insight into
how the industry works. In this example, an employer wants a web site designed and the teacher

SyO2dzN» 3Sa (GKS € SIFENYySNpvao G2 GF1S GKS w220Q FNRY

Strategies for reinforcing learning

Opportunities to practicerepetition
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Practice and repetition help to ensure that the learning undertaken is remembered.
Opportunities for this can be provided in different ways and include the examples below taken
from the observations and interviews:

T Repetition of practice with regard to usage every time learners use computers

9 Practice combined with questioning to memorise information about, for instance, 49
countries for a furniture history unit

9 Facilitating discussion to ensure that everyone understands what they are doing and how
they can go back to an example to assist them if they get stuck

9 Learners writing about what they have achieved to show that they understand what they
have learned and recognise the importance of being thorough when, for example, writing a
plan and being able to follow instructions

9 The teacher checking on each learner as they progress: each time there is a repetition task,
the learner should need less intervention

1 Referencing back to objectives to reinforce learning

9 Recapping sessions at the end of lessons to see what knowledge has been retained

1 Weekly recapping to make sure of correct understanding ¢ through Moodle, for example ¢
by creating crossword questions, automatic marking, and an assessment grid to show
individual progress.

Questioning

Effective questioning can be used to reinforce learning and includes a combination of low-level and
high-order questions for deeper learning and can be used to keep learners at work and to check their
understanding (Redfield and Rousseau, 1981). Examples of questioning drawn from the fieldwork
visits include:

)l

Use at the beginning of a session and throughout to ascertain prior knowledge and links to
advance organisers

Use to check understanding and identify who is not fully engaged with the task

Use to encourage evaluation by learners of their work and their learning, through the use of
appropriate questions applied in a variety of forms; mainly open ¢ and not just superficial but
going beyond the initial response to probe deeper

Use to check understanding by returning to a learner who may not have fully understood
previously in response to questions asked: the teacher does not supply the answer, but
challenges the learner to work it out ¢ involving other learners to supply the answer if
appropriate.

For questioning, it is helpful to involve all learners, not just the assertive and self-confident who want
to answer the questions all the time. Sometimes learners will wants not to offer an answer when
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they may be uncertain. One teacher solved this issue by using learners to hominate someone to
answer the next question. Questioning can be used in an elimination strategy so that learners move
towards the right answer.

Strategies to develop learning skills

laaArAatAay3a £tSFNYSNaE (G2 0S02YS Y2NB STFFSOGAGBS S| |
knowledge and skills more efficiently ¢ a valuable skill in itself for life. Active control over the thinking

processes involved in learning is referred to as metacognition. Activities such as planning how to

approach a given learning task, monitoring comprehension, and evaluating progress toward the

completion of a task are metacognitive in nature. Because metacognition plays a critical role in

successful learning, it is important for both learners and teachers. Metacognition is often referred to

Fda WOKAY1AYy3a Fo2dzi 0 KKAS/EILA yEA NIYSRNEO Fiy2 o8 SdzNFR K
interviews, teachers explicitly described their intention to develop higher-order thinking skills.

If the culture of the organisation in which learning takes place systematically cultivates habits and
attitudes that help learners to be confident of their own learning ability and to be creative, then
learners are likely to learn faster, concentrate more, be more resourceful, more imaginative and
more collaborative, so learning can become more enjoyable. Activities that encourage effective
learning and higher-order thinking include:

T Asking questions that encourages the development of imagination
1 Evaluation activities

9 Researching to prepare for an assignment, particularly with peers
1

Tasks in which learners need to reason and apply learning in a way that requires higher-order
thinking

Considering new information and making sense of it
Investigative and experimental tasks

Taking partin role-play sessions¢t 221 Ay 3 |G AG FNRY Fy20iKSNI LISNE

= =4 =4 =2

Simulations to give experience of work situations
1 Adopting step-by-step approaches ¢ building one-step at a time cumulatively.

In order for learners to become more effective and develop higher-order thinking they need to be
exposed to activities such as research and analysis.

Assessing learning
' 34SaaYSyd OlFy 0S SAGKSNI WF2NR 2NJ W2FQ §SINYAY:
existing literature.

laaSaaySyid w2FQ fSENYyAy3a Ory GF1S | ydzyoSN 27
and/or delivery methods. It includes self-assessment, peer assessment and teacher assessment by
using questions, paper-based or computer-generated tests, demonstrations, or games. Assessment
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methods are not always under the control of the teacher as they might be specified by the awarding
organisation.

l3aSaaySyid WF2NDR fSEFENYyAy3a Aa NBO23ayAaSR Fa Iy !
f SENYyAYyId 1 33aSaaYSyld AaY WFHo2dzi FadaSaaiay3d LINE IN
that assessment positively and constructively to agree actions to help the learner improve and adapt
0SIFOKAY3 YSUiK2Ra G2 YSSG GKS € SIFNYSNRa ARSYGATA
for learning have been identified as being: (a) part of effective planning, (b) focused on how learners

learn, (c) central to classroom practice, (d) a key professional skill, (e) sensitive and constructive, (f)

capable of fostering motivation, (g) a promoter of understanding the goals and criteria, (h) an

assistant for learners to know how to improve, (i) a developer of capacities for self-assessment (and

peer assessment), and (j) a recogniser of all educational achievement (DfES 2002). It is about the

teacher and the learner working together to assess progress and contribute to effective learning.

In practice, teachers tend to use a variety of methods of assessment including:
1 Assessment as a learning tool ¢ assessment for learning

1 Self-assessment and teacher evaluation/feedback with assignments written on Moodle or
OPIGNO, avoiding too much paperwork and automatically generating an achievement grid
for learner/teacher assessment of progress, and hence feedback

Self-assessment of understanding through the traffic-lights method
Checklists to self-assess

Peer feedback to provide assessment

Workbooks

Mock tests

= =4 4 -4 -a -2

Quizzes, crosswords and games as sources of fun

9 Learners being empowered to choose their own assessment format.
Different modes of testing keep the learners interested, as does the use of incentives.
Teacher reflection

Teacher reflection is a three-fold process comprising direct experience, analysis of beliefs, values or
knowledge about that experience, and consideration of the options that should lead to action as a
result of the analysis.

As work progressed against the framework, it became clear that there was one additional, distinctive
feature that in part defined vocational learning and that was the context within which it takes place.
Effective teachers are reflective; they constantly review their practice, discuss it with their
collSI 3dzSasx O2yaARSNI GKSANI £ SINYSNAQ NBalLkRyaSa | yR
The concept of reflective practice was introduced by Donald Schon (1983) and given currency by Kolb
(1984) in his experiential learning theory. It involvesthoua K i Tdzf t & O2y  AARSNAyYy3a 2y S
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as one makes the connection between knowledge and practice, under the guidance of an
experienced professional within a discipline (Schon, 1996). Moon (1999) defined reflective practice
&4 Wl aSia il tdirisate xhé takihgiof a citiBal stince, an orientation to problem
a2t @Ay3 2N aidlaGsS 2F YAYR®Q Ly SaasSyoSz Al A
in the light of new learning (which may arise from within the context of professional practice). After
its introduction, many VET organisations started to incorporate reflective practice into their
educational and professional development programmes. It was evident from practitioners in this

study that reflection was an important and well-established part of their professional practice.

ax
—

Examples are provided of reflective practice in terms of responding to learner feedback, improving
practice through personal reflection and sharing with colleagues to improve practice. Teachers used
a number of different ways of developing their repertoire of skills. These included: learning from
experience, observation of teaching, as well as learning from the support of colleagues.

Reflective practice

There was considerable evidence from observations and interviews that good teachers are always
learning, building their own skills and teaching themselves. They undertake lots of research to inform
their planning and delivery. They are self-critical, recognising when things do not go well, trying to
understand why, and formulating ideas about how to improve.

Teachers evaluate their practice and reflect on how they might improve aspects of their sessions.
They reflect on the way that they teach something so that they do not necessarily just teach it the
way they were taught but think about how it might be improved.

Responding to learner feedback

The importance of learner feedback is evident from the literature with examples of teachers sharing
practice with colleagues and collecting and using learner feedback:

It is experience really and assistance from my colleagues. You need to exchange practices so you do
not stagnate to the same routine. | also give feedback sheets to students. | want to see through their

eyes because sometimes as teachershirk of how we want to learn or what we would like but that
R2SayQd YSty GKFd GKA&A Aad oKIFIG GKS addRSyda A7
mean that they suit them.

Feedback from students

It is reaction from students that is important.2 dz OFy gl 1 2dzi 2F I Ofl aa |
gl & ONRETEAlFIYG odzi GKS a0dzRSyda RARYQUO GKAY1 Ad

2dzR3ISa a2 AF aiddzRSydGa | INB Syza22eéeiy3d AlG ihgyR GKS
jdz8aiA2yasr GKSy &2dz Oy &al& AGQAa NBFazylofeé &dzO¢
LT GKSEBQNB y20Gr (GKSy GKSNBQ& Iy A&aadsS FyR 2y$ Kb
0KS aSaairzy FNRY I {1jSdzNGy/(BANZYAE LISAHBKISIOEW GEIZTF | 1A 1 4 Iy 2
K2g ¢2ddZ R L KIS FraasSaaSR A0K 22dZ R L KIF@S Syz2eé

Teaching context
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Teaching context covers a mixture of elements and includes the nature of the vocational subject, the
setting where teaching and learning takes place, the objectives and desired outcomes for a session,
plus specifications of the qualification, the nature of the learners, their level, and how they learn best
¢ including their learning styles. Context is such an important factor in vocational learning that it
warrants separate consideration. Vocational context is largely responsible for defining the nature of
the learning that will take place. Consequently this new (fifth) component emerged to add to the
Framework.

The literature in this area refers to context and its importance in vocational learning. In a recent
publication, the Institute for Learning stated that brilliant teaching and training comes from the
combination of a deep understanding2 ¥ € SI NYyAy3 FyR G(GKS dAaS 2F WwWtSIN
within the context of a vocational subject and workplace setting (IfL, 2010). Kerka also commented
2y GKS AYLRNIIYyOS 2F O2yiSElG 2y G(KS ST@eEOIADSY:"
construction are: (a) functional context, (b) social context, and (c) usefulness. The process works
Yy2aild STFSOGA@Ste 6KSy AlG Aad SYOSRRSR Ay I 02y GSE
1997). Other research findings support the value of contextualised learning that provides
2LIR NI dzyAGASE F2N) 1{y26fSRAS I O0ljdzAaArdAizy FyR 02y
aSliAy3aQr adzOK Fa GKS g2NJ LI I OS o0.AftftSGd0T mddoo

The concept of situated learning, developed by Lave and Wenger M dpcpm 0 X G KI G W{ly2e6f SR
YR YIRS YSIyAy3I¥FfdzZd o0& GKS O2yi0SEG Ay 6KAOK Al
embedded in work-based vocational learning and in teaching models derived from constructivism.

Two basic principles underlie situated learning. First, knowledge needs to be presented in an

authentic context: i.e., in the setting where knowledge would usually be applied. Second, learning

requires social interaction and collaboration: context is a broader concept.

In addition to the setting or location where the learning takes place, we include within this context:
-Learning objectives and desired outcomes for a session or part of a session;

-Nature of the learning such as the vocational subject area, and whether is it theoretical or practical,
-Level of the learning;

-Specification and requirements of the qualification or course;

-Nature of the learners: how they learn best, including their learning styles or any particular
difficulties they might have in learning;

-Composition and size of the group of learners and the learning environment, including the resources
and facilities available.
lylrfteara 2F GNIAYSNERQ ySSRa

VET aims at preparing learners effectively for real workplaces, which means that the acquisition of
competences should take into account the requirements of companies and industry. It is now widely
accepted at a European level that VET should be competence-based. Competence-Based Education
and Training should enable employees not only to increase their knowledge and skills at the
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workplace, but also to gain nationally accredited certificates for workplace-based learning. The self-

paced and flexible structure of CBET programmes should encourage learners to become responsible

for their individual learning process. The modular structure allows for individual combinations of
O2YLISGiSyOSa fAYAGSR 2yfé o6& OSNIIFIAY WLI Ol 3IAy3a |
qualifications.

The purpose of nationally endorsed competence standards being at the core of CBET is on the one
hand to transform the requirements of industry and enterprises into the world of learning. On the
other hand, standards provide transparency of competences underlying vocational qualifications.

Competence-Based Education and Training (CBET) is an approach to VET, in which skills, knowledge

and attitudes are specified in order to define, steer and help to achieve competence standards,

vy2atifte gAGKAY | ylIGA2YLFE ljdZd €t ATAOFGA2ya FNIYSg2
approaching (vocational) training that places primary emphasis on what a person can do as a result

of training (the outcome), and as such represents a shift away from an emphasis on the process

involved in training (the inputs). It is concerned with training to industry specific standards rather

GKFYy +y AYRAGARIZ ft Qa | OKAS@SYSyid NBftIFIGAGS G2 20
describe the typical structure of CBET programmes. These criteria specify both the micro-structure of

CBET (i.e., its learning and assessment dimension), and the macro-structure (i.e., its institutional

framework).

Outcome criterion

Persons demonstrating all prescribed competences in an accredited course or training programme

should obtain a credential or statement of attainment that is recognised within the national

framework. Reports of competences gained should be provided to learners. Reporting may be in

terms of completed modules provided that the relationship between competences and modules is

understood. The course is recognised to meet national competence standards that have been

endorsed by a national authority. In the absence of national standards, course outcomes should be

0FaSR 2y GKS | dziK2NARGE&Qa RSTFAYAGAZ2Y 2F 0O2YLISGSY
relevant industry parties where industry training board coverage is not appropriate.

Curricular criterion

The curriculum gives learners a clear indication of what is expected of them in terms of performance,
conditions and standards. Also, if appropriate, subsequent workplace and off-the-job training and
assessment responsibilities should be identified.

Delivery criterion

Delivery is flexible and learners can exercise initiative in the learning process. Learning materials used
by providers indicate the degree to which programme delivery is learner-centred.

Assessment criterion
Assessment should:

1 Measure performance demonstrated against a specified competence standard;
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9 Beavailable for competences gained outside the course;
T Include workplace or off-the-job components if appropriate.
Reporting / recording criterion

Reports of competences gained should be provided to learners. Reporting may be in terms of
completed modules provided that the relationship between competences and modules is
understood.

Certification crierion

Persons demonstrating all prescribed competences in an accredited course or training programme
should obtain a credential or statement of attainment that is recognised within the national
framework.
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7.3 Methods and tools for the delivery of the contethirough MOOC
A literature review conducted informs the delivery of the VET content, revealing the following:

1. Teaching and learning is a highly complex process and effective practice results from a
complex interaction of factors.

2. There is little evidence that vocational teaching and learning is fundamentally different from
any other type of teaching and learning except in one respect ¢ that of context. Given the
importance of context, a new Framework was developed from that of Hopkins (2007), to
AyOt ogRISEWA@2 &4 || &aSLI NI GST ALISOATAO O02YLRYSY
components in the Framework must work in synergy to provide effective teaching and
learning that meets the required learning objectives and learning outcomes.

3. There are many examples of effective practice in vocational teaching and learning.

4. Teachers believe that in many cases, practice is directly transferable from one vocational
area to another.

5. Teachers indicate that they also vary their practice, for example, in response to the different
levels of the programmes and abilities of learners.

6. Vocational teaching and learning is underpinned by some learning theories ¢ experiential
learning and learning styles theories being the most prevalent.

7. Teachers draw extensively on their own experiences and those shared with colleagues.
8. Teaching relationships were identified as crucially important.

9. Teaching models did not appear to be used intentionally in a planned and systematic way by
teachers when deciding how to teach.

10. Teachers use their skills to choose from a very wide range of strategies. These include
strategies for: differentiation, presentation and demonstration, using technology, group and
individual learning, reinforcing learning and assessing learning as well as the use of multiple
strategies within a session.

11. In the very best sessions, teachers tend to have high aspirations and seek to stretch their
f SFNYSNE® ¢KS& LIy G2 RS@OSt2LI F NIry3asS 27F f S
skill or acquiring information to meet a course or qualification specification. These skills
include higher-2 NRSNJ t SIFNYyAy3 yR GKAYlAy3 aijAatfta oadz
learn), social and interpersonal skills to communicate effectively and employability skills.
These are consistent with the skills for the 21st century.

12. Effective teachers are reflective; they constantly review their practice, discuss it with their
colleagues and seek to develop new and better ways of teaching.

In the context of training-material provision for a Massive Online Open Course (MOOC) framework,
the following pages supply an outline for a core philosophy in the delivery of content. A MOOC could
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and should be much more than a traditional course delivered online. Packing face-to-face classes to
an online system does not make sense from a pedagogical perspective.

A long tradition and successful experience coming both from the educational technology and
distance-learning fields should be taken seriously and as a source of inspiration. Considering the
diverse learning modes, ranging from face-to-face to fully online, (Guardia, 2012; Bach, Haynes, &
Smith, 2007; Bates & Poole, 2003), it is possible to conclude that there is a considerable number of
identifiable online delivery models in education, and that MOOCs are just one more possibility in the
application of ICT. It is also possible to situate MOOCs at the far right end of the online learning
continuum.

Aligned with the continuum classification, Hill (2012, p. 86) contextualizes MOOCs within a
Gf FyRaOILIS 2F SRdOFGA2ylf RSftABSNE Y2RSft &¢
instructional design. Researchers and experts in this field are discussing the best pedagogical
approach to MOOCs. The text below tries to address some key questions regarding the value of
ahh/ Qa 0Se@2yR | Yl aaAa@dS IyR 2Ly RSt AGSNEO®
The previous MOOC distinction is somewhat forced to trigger the inherent differences. In fact, as
Lane (2012) remarks, a MOOC usually manifests tendencies that put an accent on the network, the
content, or the tasks. In all cases, massiveness and low-teaching involvement during delivery stages is
one the biggest challenges for a MOOC.

Here are ten key elements that should be taken into account by those involved in teaching a MOOC.

1. Competence-Based Design Approach. CBDA focuses on outcomes of learning and
addresses what the learners are expected to do rather than what they are expected to
learn about (Richards & Rodgers, 2001). Learners need to learn in ways that can develop
their capacity to solve situations that are commonly encountered in everyday life. This is
best achieved by including contextual variation, situating learning as part of the learning
experience, through Simulations, Problem-based learning, Case-based learning, and
Project-based learning. Through this kind of activities, learners should develop the
competences better than by passively reading a large amount of text-based documents
or watching and listening to traditional video lectures and testing comprehension.

2. Learner Empowermentd hyf Ay S  SINYSNARQ |GGSyiGAz2y

works for campus teaching does not (usually) replicate in networked spaces. Regressive
pedagogy (Siemens, 2013) is abundant in MOQOCs that emphasises a teacher-centred
approach difficult to transpose into online learning environments. Recorded long-lasting
master classes underestimate the potential of technologies and inhibit interaction. The
video technology could be used for broadening communication opportunities and for

SyO02dzN} 3Ay3 fSIENYSNAEQ SELINB&AAZY Eenteedh h /

Approach, providing strategies that change the perception of learners as active
participants in the establishment of individual goals and a personal trajectory. Self-
regulation, self-pacing, and self-assessment together with peer support and the
formation of interest groups promote student empowerment and engagement.
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3. Learning plan and clear orientations. Planning is crucial in a MOOC. As the heterogeneity
of students is high, their level of maturity and experience is also varied. At the beginning,
it is good practice to give the learners a study plan accompanied with detailed templates
for the developing of activities. Clarify milestones and compulsory activities, providing a
well-developed schedule with tasks, assignments and deadlines. Use a friendly tool easy
to integrate with the student digital agenda that provides a suggested pace for learning,
with a detailed description of tasks and subtasks and their estimated time. Suggest clues
on how to cope with incidentals and plan for contingency (peer assistance, revision of
personal goals and expectations, revision of personal planning and agenda). Do not
forget to add criteria for assessment and avoid relying exclusively on multiple-choice
tests.

4. Collaborative learning. Design for collaborative learning including teamwork activities
and discussion forums. Allow the addition of exchange spaces for and by students.
t NEGARS Of SI NJ Wy fatioA ljndzfiscussich aferumsT @ Ndy btheNIi A O A
collaborative activity. Establish rules and parameters about quality and extension of
course production and interventions. Foster this collaborative approach by designing and
promoting activities and tasks in which collaboration is a must or an added value.

5. Social networking. Social aspects should not be neglected. They are at the source of
group formation and the establishment of durable peer cooperation. Set up a space to
foster social interaction and frequentcontr OG 06 S 6SSy GKS f SI NYSNA®
F2NBIFNRQ FdGAGdzZRS 2F akKIFINAYy3I (GKS g2N] 6A0GK
a course hashtag for social applications like Twitter, and social bookmarking like Diigo.
Provide guidance on social and open tools and strategies that help learners to create
their own personal learning environment (PLE), with content aggregators, mashups,
personal blogs, and learning communities to keep a permanent connection with the
network.

6. Peer assistance. The notion 2 F  WLJ NI} 3238 Q NBfFGSa G2 LISSN
(Corneli & Danoff, 2011), including the co-creation of ad-hoc spaces for dialogue and
support. The MOOC design should make explicitly mention the value of peer assistance
through commenting and social aLJLINI A & f @ L &aK2dz R LINP@PARS 3
student should read contributions by others and explain a strategy for filtering course-
generated information both individually and automatically. Even hints on how to present
better the generated information to others by using ¢ for example ¢ descriptive titles
that help the other participants to decide if they want to read it. These can be
exemplified by learners as useful tips.

7. Quality criteria for knowledge creation and generation. The notion of Learner Generated
Content (Perez-Mateo, Maina, Guitert, & Romero, 2011) is associated with learner
outputs in Web 2.0 and networked environments. Establish in a MOOC the value of
informed but personal views on topics and how they contribute to knowledge
construction. Show how original content is appreciated, providing quality criteria for
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O2yGSyid RS@St2LIVSyd IFyR 0O2yidSyd aStSOoairz
WSELX 2N} 02NBEQ GF&ala FTNRY FAYILE FTOGAOGAGASAD
creation of good questions and not only to finding answers.

8. Interest groups. Provide opportunities for small-group discussion and exchange.
Recommend small-group focused discussions. Give hints on how better to organise
groups and subgroups according to theirinteNB & i @ ¢ KS WONRGRQ LI NI A C
enables the formation of sub-networks based on interests, culture, geography, language,
or some other attribute that draws individuals together (Siemens, 2013). Once a group or
subgroup is formed, each member should be assigned a role. To assist group creation

YR O2KSairz2yx SadlroftAaK | a20AL f f SFENYAY:
presentations. This could keep motivation alive and avoid learners losing interest before
dropping out.

9. Assessment and peer feedback. Building trust in self- and peer-assessment can be
addressed by elaborating objective and precise criteria and explanation. The design of
rubrics, scales, and explanatory automatic answers are supportive tools for the learner.
Furthermore, give clues on how to collect learning evidence and organize them to
provide accountability of learning trajectories. Suggest the use of a blog or e-Portfolio
applications for collecting, reflecting, annotating and sharing the learning outcomes and
further reflections.

10. Media-technology-enhanced learning. Making appropriate use of media is the result of
informed decisions on technology (Laurillard, 2002). Offer learners a variety of rich-
media for capturing their attention and retention. On the other hand, in order to
improve the quality of production by learners and to support engagement, provide
guidance on how to determine best media choices according to each intention. Confront
them to the abundance of applications and encourage the exploration of new available
tools that support rich interactive and highly audio-visual content.

At present, most MOOC discourse reflects strategic, institutional, economic, social and technological
concerns. A deep pedagogical debate is still missing. These ten points introduce a set of design
principles drawn from the perspective of the learner.

According to existing literature, MOOC participants put forward in their reflections and comments
thoughtful accounts of their learning experience and useful recommendations for improvement that
comprise strong pedagogical considerations, such as:

Empower learners with networked learning strategies that foster critical thinking and collaboration.
This requires putting the learner at the centre of the process while providing adequate learning
contexts, methods and tools that enable the development of targeted and self-traced competences.
It includes scaffolding regulatory evidence on outcomes by well- developed assessment strategies
combined with criteria-based rubrics for self- and peer-evaluation.

Ensure teacher presence (Anderson, 2008) not only as a referent or expert in the field, but through
the course design. Teacher-mediated presence should be tangible through a detailed study guide, a
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set of meaningful learning activities, a collection of interactive resources, and supplementary
recommendations on how to organise the social interaction. The learning scenario should be
deployed to include descriptive learning tactics on how to navigate, organise, and participate in a
new global learning scenario.

8 Strategies for defining training paths in design and manufacturing

This Guide aims to suggest training paths for Aesthetic and Functional Furniture Designer but also
intends to suggest a methodology that could be used by other occupations within design and
manufacturing areas in developing own training paths. Creating a curriculum is one of the essential
functions within an education or training system, as it constitutes the guideline for planning,
conducting and assessing learning processes. Existing literature reveals that curriculum development
can be approached from three different perspectives (Smith and Keating, 2003, p. 121):

The first perspeci A @S A a (2 NBII NR i itis & légicalPpivdess tha? pfdceed®
from objectives to the selection of learning experiences to the organisation of learning material to
evaluation.

The second perspective seS & O dzNNA Odzf dzY RS Bdddr wiers tyfelivhole &earning
process is a cycle that continually renews itself so that evaluation leads to the reformulation of
objectives.

2 NJ Wt

ThS GKANR LISNELISOUA @ Bodel ha? assumed ofirrictiuin yéveopide@ (tah & S Q

commence at any stage and that feedback leads to constant change at any stage.

The two most commonly used methods for curriculum development ¢ DACUM and functional
analysis ¢ can be rated and described as linear models. DACUM (an acronym to represent developing
a curriculum) is a method to define systematically the tasks, jobs, competences and tools associated
with a certain type of workplace. DACUM is an inductive approach that defines small units so that it
is possible to gradually extend those units and apply them in a broad context.

Three assumptions are underlying DACUM: First, people who regularly perform certain activities can
describe them in a realistic and precise manner. Second, an efficient means to analyse a job is to
describe the tasks of a specialist precisely and completely. Third, every successfully completed task
requires special knowledge, skills, equipment and behaviour, which can be identified implicitly
through work and job analysis.

The job analysis that is required by DACUM includes several elements, such as the analysis of
occupations, jobs, duties, tasks and single work steps. Additional issues such as workersCbehaviour,
their general knowledge and skills, tools, equipment, supplies and materials, as well as future
concerns, should be considered. Gonczi et al. (1990, p. 38) defined steps to be undertaken to set up
and conduct a DACUM procedure:

1. First, it is necessary to choose an expert facilitator and select participants from various levels
of the relevant occupation. Participants must have a profound knowledge of the occupation
and it is important that different interests (e.g., educators, practitioners, unionists) are
involved.
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2. Second, a pre-DACUM session must be organised in order to explain the process of
curriculum development. At the beginning of the session, the facilitator has to give a general
introduction to and review of the occupational area. Then the main duties within the
occupation must be outlined; associated tasks, sub tasks and required competences must be
identified.

Additionally, the importance of each task, sub task and competence must be rated according to the
frequency of its performance and its importance for a holistic work performance. The results must be
structured and recorded for a final report, which is then disseminated to the relevant authorities.

The steps of a typical DACUM session are outlined below:
1. General introduction and orientation

2. Review of occupational area

3. ldentification of the duties

4. Identification of tasks, sub-tasks and competences associated with each duty

5. Reviewing and refining the outcomes so far

6. Establishing importance of each task and /or competence by rating the frequency of
performance, its degree of importance, etc.

7. Final structuring

8. Recording final results

9. Preparing final report.

Problems articulated regarding DACUM include the status quo of a job description being taken into
account, and so methodical aspects, as well as assessment designs, are disregarded. To address this
problem, a holistic approach to curriculum development is necessary. This determines not only
learning targets in terms of competence standards, but also respective and appropriate assessment
guidelines, as well as methodical support for teachers or instructors. However, it seems unrealistic to
set-up appropriate procedures that generate elaborated curricula within a short period of time.
Functional analysis is another method for curriculum development that is widely used in the UK in a
variety of industries. Functional analysis is a deductive and target-oriented approach (Gonczi et al.,
1990, p. 43).

In the analysis, the central task of an occupation is defined and complex functions are derived.
Furthermore, basic sub-functions and simple tasks are derived from complex functions of the
occupation. Therefore, functional analysis may be characterised as a process of disaggregating
complex functions into smaller components, where functions are the defined outcome of a realised
activity without describing the specific context of the activity. Functional analysis leads to small units
and elements of competence that compose the design of a competence standard. One arising
problem is that functions should be generally defined, although they are not necessarily suitable for
all the different contexts. Another difficulty is that the complexity of work processes and occupations
cannot be easily addressed simply by disaggregating complex functions into smaller units.

Although both functional analysis and DACUM are complex procedures that require sufficient
expertise from practitioners, they depict the most commonly used methods for curriculum
development in Competence-Based Education and Training. Other methods ¢ such as expert

Qrture

Erasmus+

62



Report : Joint Curriculum

interviews, questionnaires, and Delphi ¢ could not be established as appropriate tools for curriculum
development within Competence-Based Education and Training on a large scale.

9 Ensure open licenses OER for training materials

The results of the ARTURE project will be uploaded onto the project website where the different
teaching and learning materials will be available to download. This section of the website will be
open-accessed and teachers and learners will have free access to download tutorials, good practices
manuals, video-clips, audios, etc. The consortium has decided that the full access to the materials will
need a previous login. CETEM will manage the user administration to give future permissions.

Each of these digital materials will be open licensed and so will avoid the automatically applied
copyright restrictions. The aim to open-licence the work and results of the project is also to spread
the reach and recognition of the authors. From the organisations perspective, the resources are
potentially exploitable for obtaining commercial benefits and thus the partners will have all-rights
reserved as copyright. The organisations and the authors will be able to market these resources in
the future, ensuring that it remains attributed to the original author after the content has been
shared. This does not mean that the partnership will actively market the resources, it will mean that
the intellectual property rights (IPR) of the partners and authors are protected.

By sharing of the digitalised materials between students and the institutions under this licence, the
content will remain attributed to the original author. The intention of others to plagiarise the source
materials will be reduced because they will have permission to use them under open source licence.
ICTs will be essential for sharing the educational materials. Within the e-learning platform (103) a
separate section for uploading the contents will be defined. In this open-access section teachers and
learners will be able to download resources such as:

w C¢CSEGY ¢SIOKAY3I (dzi2NAFE &S 06Sad LINIstRtA OSa
©w LYF3ISEY [2324F LK2G23INFLKAZ RAFINIYas Si
w +ARS2Y +ARS2 ¢dzi2aNAIf&as FyAYIGAZ2Yas S$G0O

w | dzR A Zoforidls,dnisic, 2tc

All of these contents will have the most used multimedia formats like: DOC, TXT, PDF, HTML (for
text); PNG, JPG, PDF (for images); WAV and MP3 (for audio); AVI, MP4, MPG (for video). Using these
formats will make access simpler for users. This will include consideration of accessibility issues to
ensure no users are discriminated against. In order to achieve the best practice for accessibility we

0

G dzi 2 N

will follow European legislation. The selected alternative licensing has been Creative Commons

(CCj3 . These licenses have the aim of sharing and reusing the created work under some special
conditions. The author authorises the use of their work, but it is protected and authorship is
recognised. For every material this type of the CC license will be chosen. The options for the CC are:

1-Allow adaptations of your work to be shared:
A-Yes
B-No
C-Yes, as long as others share alike

2 https://creativecommons.org
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2-Allow commercial uses of your work:
A-Yes
B-No

Choose _Get
Features License

Taking into account all these possibilities, the author will be able to choose between 6 types of
licences, depending on the needs of the organisation, the kind of material, etc. The best way of
ensuring that the author will be remunerated is excluding commercial uses and adaptatiarihis is
"Attribution Non-Commercial No Derivatives”. The author has the right of the exploitation of their
work whenever they are considered. Also, the authors will be able to exploit it with a different kind
of license (CC or other) or even to retract it (but the original CC license will still be valid).

@OSO

Attribution-NonCommercial-ShareAlike
4.0 International (CC BY-NC-SA 4.0)

Figure. Icon for the select CC selected license
The training materials were protected under Creative Commns Attribution-NonCommercial-
ShareAlike 4.0 International. The user is free to:

1 Sharet copy and redistribute the material in any medium or format
1 Adaptt remix, transform, and build upon the material
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The licensor cannot revoke these freedoms as long as you follow the license terms. The materials are
protected under the following terms:

1 Attribution T You must give appropriate credit, provide a link to the license, and indicate if
changes were made. You may do so in any reasonable manner, but not in any way that
suggests the licensor endorses you or your use.

1 NonCommerciat You may not use the material for commercial purposes.

1 ShareAliket If you remix, transform, or build upon the material, you must distribute your
contributions under the same license as the original.

The consortium has used their know-how and expertise in the field of furniture design and applied
arts to develop the training materials. Nevertheless, reference to other sources (text, images, etc)
have been used to develop ARTURE course. The consortium has agreed to use Harvard Referencing
Bibliographys3 to reference those sources.

Qriure
Licences

« This training material is subject to
Creative Commons licenses.
For training material, such as images,
subject to another type of license, the
license is explicitly stated

» This material is licensed under
Creative Commons Attribution-
NonCommercial-ShareAlike 4.0

International License
(CC BY-NC-SA 4.0). ‘@@@@\

To see a copy of this license, please visit

Funded by the
Erasmus+ Programme
of the European Union

Figure Slide of ARTURE protected under CC.

Strategic Partnership for VET

KA2 - Cooperation for Innovation
and the Exchange of Good Practices

3 http://www.citethisforme.com/harvard-referencing
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