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The purpose of project activity is, ultimately, to promote in such a diverse
world of modern industry the highest aesthetic and spiritual values, organically
included in the structure of a technical object. Integration in modern society explains
the need for integration in education. Therefore, graduates of higher education in
the field of fashion design should have a holistic vision of solving professional
problems in creating design objects. The paper discusses individual approaches to
the selection of pedagogical technologies for training future clothing designers. The
characteristics of the author's teaching methodology, based on the classical
technology of integrated learning in combination with the technology of creative
workshops, are presented.
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INTRODUCTION

In modern society, design activity has established itself as a synthesizing
approach that combines into a single concept the points of view of a researcher,
technician, economist, manager, sociologist and anthropologist regarding the
creation of a new product. Design thus lies at the intersection of four major fields of
study and research: technology, art, sociology of needs, and environmental
psychology. The role of the designer is to bring about a synthesis between the
industrial, scientific and technical sectors and the general field of art, so that the
new project is not reduced to a partial view of the object [1]. The above imposes
very high demands on the training of designers, and specifically, clothing designers.
In this situation, higher education is faced with the difficult task of developing
integrated knowledge and skills of graduates, in particular, in the field of textile
materials, design and manufacturing technology of clothing.

PURPOSE

Usually, education in higher education involves block study of disciplines,
and the integrated use of knowledge appears only at the stage of developing the
graduation project [2]. To ensure that students develop a holistic vision of problems
in the field of fashion design, a review of the pedagogical teaching technologies
used is necessary.
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RESULTS AND DISCUSSION

To solve the identified problem, at the Faculty of Design of the Technical
University of Moldova, a new discipline Atelier Design was introduced into the
curriculum for the specialty Industrial Fashion Design. This discipline has a practical
orientation and is studied in the first three semesters according to the curriculum.
The main objective of this discipline is to form in students generalized ideas about
the process of creating clothing in the close relationship of its main stages:
development of a model sketch, selection of materials, clothing modeling and
technological design of clothing, including the process of making a prototype. Thus,
students are given a complex task from developing a model concept to obtaining a
finished product. With a relatively small number of hours of classroom work (15
hours of lectures and 45 hours of practical classes), achieving the expected results
is possible only with the right choice of pedagogical technologies. Under these
conditions, a traditional school that implements the classical model of education is
unlikely to be productive.

In the context of modern requirements for the training of specialists, along
with the traditional model of education, the following types of pedagogical
technologies become the most relevant: information and communication
technology, technology for the development of critical thinking, project technology,
developmental learning technology, health-saving technologies, problem-based
learning technology, gaming technologies, modular technology, workshop
technology, case technology, technology of integrated learning, pedagogy of
cooperation, technology of level differentiation, etc. [2].

To organize the learning process in new conditions, a decision was made
from the entire arsenal of currently known pedagogical technologies to choose the
technology of integrative learning and the technology of creative workshops. The
decision made is based on the widespread opinion that in modern pedagogical
technologies, the functions of a teacher have begun to vary from information-
controlling to advisory-coordinating [3]. Based on the symbiosis of the above-
mentioned pedagogical technologies, the author's teaching methodology was
obtained, which is as follows:

1) taking into account the specifics of the integrated technology, purposes
were outlined and training content was selected;

2) the structuring of the stages of classes and the sequence of assignments
were carried out according to the methodology of creative workshops (Fig. 1).

The technology of integrated learning involves deep interpenetration,
merging, as far as possible, in one educational material of generalized knowledge in
a particular area. The form of integrated classes is non-standard and interesting.
Changing types of activities (research, conceptual, artistic, design, technological)
during practical classes maintains students’ attention at a high level, which allows
us to talk about the sufficient effectiveness of classes. Integrated classes develop
the potential of the students themselves, encourage them to actively search for the
necessary information, to comprehend and find cause-and-effect relationships, to
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develop logic, thinking, and communication abilities. In addition, integrated classes
reveal significant pedagogical opportunities.

| AUTHOR'S METHODOLOGY I—" MAIN STAGES OF CREATIVE WORKSHOP TECHNOLOGY ‘
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Fig. 1. Scheme of organizing the educational process based on integrated
learning technology

In its turn, the technology of creative workshops is one of the alternative and
effective ways of studying and acquiring new knowledge, which can be used not
only in the case of learning new material, but also when repeating and consolidating
what has been previously learned. It represents an alternative to the traditional
organization of the educational process and in the classical version, this technology
uses relationship pedagogy, the project method and immersion methods, and the
creative activity of students.

A workshop is a technology that involves organizing the learning process in
such a way that the teacher introduces students to the learning process through the
creation of an emotional atmosphere in which the student can express himself as a
creator. In this technology, knowledge is not given, but is built by the student
himself or in a pair/group based on his personal experience or suggested sources
of information; the teacher only provides him with the necessary material in the form
of tasks for reflection. A workshop is similar to project-based learning because there
is a problem to be solved. The teacher creates conditions and helps to understand
the essence of the problem that needs to be worked on. Students formulate this
problem and offer options for solving it. Various types of practical tasks can serve
as problems.
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This technology allows the individual to build their own knowledge,
independently formulate the objectives of the lesson, find the most effective ways to
achieve them, develop creativity and intelligence in this it is very similar to problem-
based learning. Conditions are created for the development of the student’s creative
potential. The communicative qualities of the individual are formed, as well as the
subjectivity of the student — the ability to be a subject, an active participant in
activities, independently determine purposes, plan, carry out activities and analyze.

CONCLUSIONS

As practice has shown, one of the most effective pedagogical technologies
for training clothing designers are integrated learning technologies that can be used
in symbiosis with the technology of creative workshops. The use of such
technologies, to a greater extent than conventional classes, helps to increase
learning motivation, develop students' analytical and creative thinking, develop
independence and contribute to a holistic vision of problems and the formation of
integrated knowledge in the field of fashion design. All of the above ultimately
ensures the competitiveness of graduates.
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CYTrAK O.

BUKOPUCTAHHA IHTEFPOBAHOI TEXHONOrIN HABYAHHA Y
CUCTEMI NIArOTOBKU MAMBYTHIX OU3AAHEPIB OpAry

Memoto npoekmHoi OdisinbHOCMIi € MPOCYy8aHHsA Yy PI3HOMaHImMHOMY ceimi
Cy4yacHoI npomMuciogocmi suwWux ecmemuyHUX i Oyxo08HUX UiHHocmeU, opaaHiYHO
BKITIOYEHUX Yy CMpyKmypy mexHidyHo2o ob'ekma. IHmeepauis y cycninbcmesi
rosicHE HeobXxiOHicmb HmMeepauii oceimu. ToMy 6UMYyCKHUKU 8UWOi WKOMU 8
2anysi OusaliHy o00sey Maromb cgopmysamu uinicHe 6avyeHHs1 8UPIUWEHHS
npogpeciliHux 3asdaHb 3i cmeopeHHs 0b6'ekmie dusalHy. Y cmammi po3arisiHymo
oKkpemi nioxodu w,o0o subopy nedasoeidHUX MeXHOoJOoeil Hag4yaHHs MalbymHix
OusaliHepie 00siey. HaeedeHo xapakmepucmuKky asmopcCbKoOi MemodOuKu
8UKadaHHsl, 3aCHOBaHOI Ha KacuyHil mexHonoeii iHmeaposaHO20 HagYaHHs 8
KoMbiHauji 3 mexHo102i€l0 meopyux MalicmepeHs.

Knroyoei cnoea: dusaliH o0siey, nedazoziyHa mexHOJ02is, iHmezpayis,
meopya malicmepHsi.

237



