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The Importance of ePortfolios:

Teaching Graphic Design through an ePortfolio environment

both In and out of the classroom environment

Project Outline

Graphic design continues to be a growing area within education and mainstream industry, especially
IN emerging economies of third world countries. The trends within these third world countries, both at
education and industry levels, are somewhat lacking from a creative 'thinking and doing' prospective,
but do prosper from the use of new technology investment from an industry and government level.
Whilst here in New Zealand we have the creative teaching ablility and excellent industry knowledge,
but we su er from the investment in technologies that other countries have to o er to their students.
Working with CfLAT at AUT (Centre for Learning and Teaching, Auckland University of Technology)
and the investment made, | see this as a fantastic opportunity for our department to engage in these
technologies and o er our ndings back into the curriculum thus making the department much more

knowledgeable in this area and making our students more prepared in their future careers.

Within this project it involves graphic design sta working as a team to introduce new technologies into learning and teaching approaches,
with associated curriculum development. These technologies will focus on the use of ePortfolio/Blog sites for interacting with the students,
digitizer monitors and other hardware and software for both in-class instruction, and the preparation of reusable resources e.g'mini-lectures’
on topics relating to their course (Toppin 2011). This will enable teaching material to be available to students for independent learning in
on-line and downloadable formats and will enable teaching sta to concentrate on developing concepts, while allowing students to develop as
independent, engaged learners. This project is seen as the development of the graphic design discipline/curriculum, and the development of
teaching and learning approaches. It seeks to engage sta in the use of these technologies to build both discipline and teaching and learning
expertise. A key aspect of the project will be the adoption of new approaches involving sta in an active, team-based exploration of new
approaches. It is expected that long-term changes will be more successfully embedded than through individual development approaches.
Long-term resources will be developed that will be made available across disciplines, as appropriate.

Graphic Design is a discipline that is undergoing major changes in its associated technologies; while underlying design principles may remain

fundamentally intact, new digital technologies and publishing mediums provide new challenges (Gibson, 2008). In a recent review of the
Graphic Design degree programme at Auckland University of Technology, the reviewer forecast that print would be a minor output within ve
years. Substantive changes are also occurring in approaches to teaching and learning, with new technologies o ering new opportunities.

Digitizey Mariiors! Taniets

Ina e ol ihe 'Wacora Tiotic islets Nas Meaind izt we can research int), and evanate the
changiing tizrwds of graphoc dasigh ana fioretore oiscuss with indusiny how iha zhape of
grapnic dasign shold te magplemented in the uture, We ave faracucesd new curriculum

TS AT ST o 7! IN7- Iy | |G —rwl-:\'; RSt st B o e .r\f:v —:~\r‘ L r~ N " L5 ~ N\, NP A,I- NG ALY 0N I,
nidatves wiiniin ina llustraiion sager io maximise the asegs of fesa new drawing talets,

. AL N [ T (P SORIIY SR 1 S T Tt T PN
N2 1i1aGes Shon: below fave Daan Nidauces oy STuneEnts teing ihe Wacon Cinhig Diglial Drawing Tablets.



