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Abstract

The objective of this paper is to present a virtual environment developed for shoe
design training in English, Romanian, Turkish and Greek. http:/fwww.
vicforshoedesign.com is a virtual training tool as a product of LdV projects under
'LLP program. The virtual training centre is a good example of the development of
innovative practices in the field of vocational education and training, which is One
of Leonardo da Vinci General Objectives. The virtual training tool aims to improve
the Quality of VET systems and practices by contributing to “Learning to learn”,
which is one of Lisbon Key Competences. The paper displays how the developed
content has been transferred to the virtual environment with visual aids. The paper
Jocuses on the multilingual aspect of the modules within the virtual environment.
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1. Introduction
Virtual reality can be defined as a technology allowing a user to interact with a computer-
based environment which may consist of a simulation of the real world or an imaginary

world. Many of such virtual environments are based on sudio and visual experiences
T

refiected on computer screens. These environments can have additional properties with
simulations. These simulated environments can be very similar to the real world. Myron
Krueger used "artificial reality" as term in the 1970s, but the origin of the term "virtual
reality” can be traced back to the French playwright, poet, actor and director Antonin
Artaud. Artaud described theatre as "la réalite virtuelle”, a virtual reality "in which
characters, objects, and images take on the phantasmagorical force of alchemy's visionary
mternal dramas” [1]. The earliest use cited by the Oxford English Dictionary is in a 1987
article entitled "Virtual reality” [2]. Michael Heim [3] identifies seven different concepts
of Virtual Reality: simulation, Interaction, artificiality, immersion, tele-presence, full-
body immersion, and network communication. To Heim, virtual reality already exists and
he deigns to communicate to us via the dead tree medium of books. So strap on your
virtual eye phones and open the covers and prepare yourself for a roller coaster ride
through the labyrinths of hypertext and cyberspace. Heim also identifies the main points
that distinguish our external reality from virtual reality? His answer is 1) natality (we are
born), 2) mortality (we die), and 3) temporality (we remember past happenings). These
limits, he says, "impose existential parameters on reality, providing us with a sense of
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ootedness in the earth (a finite planet with fragile ecosystems)." I would agree with him,
xcept I consider the earth to have a robust ecosystem, to be a robust planet, not a fragile

ne.

. The Aim of the Paper

This paper aims to introduce VTC-SHOE, Virtual Training Centre for Shoe Design, as a
odel of multilingual virtual training environment used in vocational education and
aining. The Virtual Training Centre for Shoe Design is a virtual environment for
aining for all those with an interest in shoe design field of vocational education and
‘training. Experts in the field can share and exchange knowledge and experience with
‘associates within and outside the European Union through this centre. The project’s
scientific and pedagogic objectives are in tune with the main priority in Lifelong
Learning Programme. Through the various research and development projects, partners
have developed training materials for shoe design. These materials have been transformed
into the native languages of the partners. This indicates that the innovative e-content,
developed within the VTC-Shoe project can easily be translated to various languages too.
This virtual training centre formed in this field and 1ts application constitutes the first and
good example for virtual learning in national vocational training systems. It helps to
improve and upgrade competences and skills of staff and exchange experiences over the
virtual training centre. It also increases the work opportunity by helping young generation
to use Information Technologies. Virtual Reality is an efficient tool in education and
training as education people tend to comprehend images faster than the text lines.
Learners can actively participate in the learning process and are attracted by the visual
~information rather than boring texts. Simulations help them to have the training that
_would otherwise be too costly. This kind of training 1s preferred mostly in aviation to
~train pilots that would be too expensive and dangerous. When we use this training tool in
the class rooms, it is certain that it will increase student participation and Classroom
activities will use VR tools for hands-on learning, group projects and discussions, field
trips, and concept visualization [4].

3. Importance of Virtual Training in Vocational Education and Training
During the 60's and 70's, teaching and learning tools were nothing but a piece of chalk
and a blackboard eraser, teachers and students who met each other face to face inside the
classroom during class. In the 80's, videotape programs were used as teaching aids. In the
90's, one-way teaching by computer arrived. And finally today's advanced computer and
information network technology has revolutionized our teaching and leaming methods. In
accord with the development, learning environment has also changed. Students can listen
to their teacher or trainers in distant classrooms through PCs and get a simultaneous view
~ of their teachers and texts as well. They can ask questions and record the "class" for
repeated viewng. Training organizations can conduct professional training directly via
the computer network. These learning environments are not so different from a teacher-
guided class with discussions and tests as well [5, 6].
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In the report “Studies in the Context of the E-learning Initiative: Virtual Models of
European Universities”, a key concern was how virtual mobility 1s being supperted in
European-universities through ICT integration and e-learning [7]. The study found that
the majority of universities face major challenges in promoting ICT integration. ICT

strategy is very important and those universities that have an ICT strategy are
significantly ahead in integration of ICT in administration and organisation and
networking. Integration of ICT and e-learning is politically important in the EU in terms
of internationalisation and globalisation of education, student demand and interest in
increasing the quality of education through ICT. At the national level, integration of ICT
should become a key priority with national and regional institutions making a
commitment to ITC and the development of networks. There must be increased national
flexibility with a commitment to support common standards of quality and assessment
and to develop national and international metadata standards.

4. VTC-Shoe as a Training Tool

" The virtual training centre (http://www.vtcforshoedesign.com) is a portal which has the

following sections:

Produai Tite  Funding and PO Largssdaveerd

aneat unmlies

Fromec Outests

=~ Coment Bunoas

VTC-Shoe is the title of the product, which is the main training tool developed. The
product is financed by the Executive Agency (EACEA) in Brussels under LdV
Development of Innovation program. The product has been produced in English and then
transformed into the native language of each partner. Each flag in this part represents the
language version of the tool. The tool is accessible only through membership by getting a
user name and password. The buttons of the content are for Address Database, which is
the list of the addresses of the footwear related companies in each country. Lessons have
been formed according to the common curriculum developed before the start of lessons.
This section consists of four parts as well as the Introduction to VTC, Approach and
Methodology used in the development of the content.



'he 4th International Conference on Virtual Learning ICVL 2009 217

Laucation 1nd (it

(etong Leasaing Programmme
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Welcone pustaers Update Hy Profile - Lagout

A - WTRODUCTION TO Ve ¥
8- APPROACH AND METHOOOLOGY ¥

Part I covers the lessons related with foot focusing on the knowledge on foot anatomy
and biomechanics applied to footwear design and pattern making. Part II is about
footwear. It covers the lessons about materials used for footwear products, footwear
- structure, functions and classification criteria, lasts -for footwear industry, footwear
technology and technological allowances for pattern making. Part III consists of the
lessons related with measurements and tools used in footwear design. The main topics are
foot anthropometrics, measurement systems and tools for pattern making. Part TV covers
the lessons related with design and pattern making:

, = m

¥ tomsnon and Cukea
riony Losrming Proguarmme

[==] & [ Jr—]

Updzte 1y Profike - Logout

Larssan 32 Pattern making for Womien's Cout Shos

Lason 6: Pattern Making for men's Casual Shoe [Oxfocd, Derbyy
Lessan 7: Pactern staking for Childr en's Shoa

Les10n 3: Pattern Making for Loafers

Lesian 92 Patturn Making for Trelner/Sport Shoe

¥ L#s5500 10: Pattevn Making for Women's Sandais
5500 11: Pattern making for Cildrien's Boots
#SWN 12: Pattern Making for Women High Boata
¥:. Lesion 1): Producing Lining Pacterns

¥ Lesson 14: Elenents for Desigulng Bottom Comipuneats

The button Tests includes the tests developed for the assessment of each lesson based
On an interactive approach. Animations and Videos are the section that includes movies
and animations classified according to the lessons:
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Design Collection includes the designs made by the trainers and trainees. Press New:
is the section to serve the dissemination activities of the product through printed or visua
media. The trainee can be in contact with the trainer or the product developer by using the
contact form and can have access to useful links.

5. Pattern Making Loafers: Sample Lesson

The sample lesson chosen from Part TV of the training centre is lesson 8: Pattern Making
for Loafers. The following slides are presented just to demonstrate the multilingual aspect
of the product rather than the content details.

Update My Profite - Logoul

irere partnees

{ PART IY - LESSON 8: PATTERN MAKING FOR LOAFERS i

UNIT DESCRIPTOR: .@ H

A low step.in hoe is called Loafer and iz Is Charactertzed by the fact that no [aced or other syttems for setting up an
fool arw used. Destgning this type of shoe requires special attention ta the topline of the uppers: that has to be
according to the wability of the foobwear, Elastic tape could be used and the patterns far uppers have to be
designad taking the presnnce of thé functloaal element fata consideration,

TOPICS

«presenting principles and concepts of pattern making for loafers

-drawing the outiine of sectional patterns

«abtaining design stardard for loafers

-making and modtfying the working patterns

smaintalning accurata records, documents, sketches, samples, drawings sheets, working progress flles

CONTENT:

.}E 1.Preparatory stage for pattern making

1.1. Selecting the last to meet the design specification

1.2. identifytng the design requirements regarding to shape of ta pedific outllnes of the patrerns
»: 2 3D modeiting of the Loafers :

;3. Producing the design standard (master pattern) and secriona! patterns

Figure 1: English version of Unit Descriptor, Topics and Content
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da absanga g 300 2 aktor sistame de Inchiaora. Proinctares acostul
S INte Necwsil o ZWONLE 170MMA Acordatd nied Iupericare a CrImbulul. care. trebute s (e

Cu ullitates procntul. S posie [oksi nchideren Cu wlaatic, far tiparele pemris ckputh g cortsms,
Uvbula projectate tindnd cunt de presrmia scestul clemment funcitonai. -

: subiEcTE:
H - da tior de Ppentru pantoful tp Yagabond
H - rakarea finitlor de cONCUr aie tiparator
M - cOfMierea desonulul de Daxh pentry pantaful tp vagabond
H - ohifineres § madificares Hpweior
« PRrsiea schltrdor, documentilor, nostrwlar, Ciwrnadar, fyelor e Lacrs progr esiv

CONTINGT

3; Flape pregliftosre pantns obgineres tparmior
13 n (uncpie e s
WontiNcarea certnieior de prodectare privind forms # conturul repareior

i} 2. Modelerua 1D 4 pancofulul 14 Vagabond
3. Obginieree CumtruCTivl Up (desen de baxk) § 2 Uparalor

Mednte My Pt - Logeour

Pa—.

¥ Usa 1~ DERS 82 MODEL VAPIMI: AMERIKAN MAKOSEN AYAKKARI, . i

UNITE TANI:

Olsuke koncrplyels bir: ayakhabn Loaser (Amerikan sskasen) olarak adlandmire ve ayax Uzerinde befCk veya Dagha
stwmior olumanmss (ke Karaktme treds. Bu i P 4ma phew yapiinas
werekan svyolann Ust clagisine soh dikkat perakeirir, :

HOuE HASLIKLARE
SAmertian Makouen (Losfer) syskkabilac Ko model yapum Jlke ve kavramiannn surmima
~Pargall madelterin ana hatlarmm glrim(

-amertian

<
Caliyma’ modeiler inm yapirr ve moditye aditna
TOTb Ky, belge. tastah, aumune, gheim kafxiart ve cahyma [zlemne dosyaiaamn tutdmaar

icenin:
S 1. Model yagim 1gte haziriok sy
1.9, Tasarim partiarsn karydayan hanp sacimi

T2 Febi o UTet proMitert Tic il Gagarim Koyuttars

T T_finodian Makos

AReTIkIn Makuen yAkiall win arIm TTANGAr (it madel) v fiargay modelierin i wchivmet

Figure 3. Turkish version of Unit Descriptor, Topics and Content

Vipciarm my Brabaa - bopoue

IART WV SADVGAA 8. 6HMIOYPTIA NATPOMN MA MOKATINIA (LOAPERS)

Neorypami vrannrug:

e ORI TS YOGLAKS o Dvus WAWAITOL T mudmed v i o Siarvs e on Quraréom = e
T aureauh s 1 eAGTainli funin 80 imopeiior o Koot won v oot oo V0a Tu Uy Tdoato mpdna e
TSI AGLN TG e ST MOlrerem AUTd 0 Aer ey o) o
Aduare:
Tinemanlanm Apade nm Bame s fYveins Ton ousdlow mou kv yra moxmonen
TLAAABION TOU MY PUARITOY T LY Tk
SABM PO 1M i yact omttts it

nas v enrpaning

TOTTTRENIT Tare Bntasiy Gomale, dYVERwa, ONrren, SeiaTa, YuAe aacoluy, <ovastag ax citratn

[T UPR
n avesee ansiou
11 EmAdraas 10 2 kom0 it Mt arvamoan8el ctne moodiayoued
72 Motwdnolfaveos ne aumiboms anadion ox wdon e re 8 ey eav
ren e
B L TD10Ghava i Grapiinmncn 090 poweoive
P73 Meovuitad e v (n 09 Bnedio) mon TunIIRG Unddes vou oxeiny
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Frhucativs and CiaHus
Uilrines Leaming Programame:

kome partners

Update Hy Profile - Logout

i PART JY - LESSON 8z PATTERN MAKING FOR-LOAFERS

3D MODELLING OF THE LOAFERS

Step 1: Mark the ball points

Using a ruler, mark the ball points as in figure. A
flexible. strip Is placed in such a way as to get
dircular, by uniting the two ball points: potnt A
foc outside and point B for inside.

Its crossing line with the crease line of the last is
marked ‘with point C, and it represents the
opening-vamp paind.

i

- Figure 5: English version for Step 1. Mark the ball points
(3D Modeling of the Loafers)

Leucaiion Jad Cuftire
Hetung Leasning Programme

ers Update Hy Profile - Logout

PARTEA IV - Lecila 8: Projectarea pami:fului ﬁp “vagabond” o o ) !

MODELAREA 3D APANTOFULU! TIP YAGABOND ) 05 1y
Pasul 2: Tragaraa lniel degetelor

Corgspondentul acestui punct (punctul de de el _din apy i i

3-punctl
p

- HEEEa I A4-); Tespectiy ITteTye a TiaT 0% bats 1V G inis 06 contur 3 copiel medil,

Se traseazd infa degetelor unind pundiele A, B3 C..

Figure 6: Romanian version for Step 2: Draw the girth's reference line
(3D Modeling of the Loafers)
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ST BBLUR v DERS B MOGEL YAPiiAl AMERTAN MAKOSEN AVAKKAR!

H MAKOSEN AYANIABILARIN UC ROYIITY 11 MODE) 1 EaEs]

I Adun 3: Gambama yikaekifiini ijarotleyin

mm; 1 poly nokis kalban n ¥k oturafim

Kahow arka’ kiirvalurs Uzerinds 4 noks noktayr haretieyhn ......  aha o
eiaterin. 3 i uygun tatiin mm olarak varili (manopoine slstemiy.. Digar formut
de . Bu defa geroken nokta b i Un direkt olarak Fransiz sis

veriimoaidin, Ayrca, mesafe 1 nolu noktadan yukart dogru konvatur Usertne bw dodru oixgt o Biguir, |

Bu Ijtamil v hezapluma yinteminl yizden gecirmek igin ders 4.4, @ bakwux (slayc 9 ve 10).

i
i
1

Figure 7 Turkish version for Step 3: Mark the height of the quarter
(3D Modeling of the Loafers)

Education and Cultine
iletang Lewning Frogramme

TANGS
clocsive partaers Update My profile - togout

]

,’ PARYIY - MAOHMA 8. AHMIOYPTLx [TATPON A MOKATINIA (LOAFERS)

MONTEAD 14 A T4 LOAFERS 07 &k
Bia 4: Ixediacn mg Sondrmmi YPaimag yia To nicw uipos Tou TETdpTO.

AUTY To Ggog nanoUTADY ival CURIETPIXG]  mopévu, © Seacuds povo uats (efwtrpwd pipes) sivar
apred. To cowtLomd axiden 8a Anpbei pe xaromtpiapsd. H 8éom Tou onpeiou M kaBrepaveTat ot - 2EwTepiks

Gwn, enojivioy, AM=AC/2+5 xiA. To onptio M avtiatoxel ora anpeio 2 ané wmy wapayayn 'ruv_:wpon‘mav
oxedioy - GUvedos Kupiwy Ixediwy (Geitz o 8ipa 7, padnga 4.4). " .

H 4™ ypquar avimmpostowsiic: Tv Gve ypapi. AuTri n Bonentixe YPogui. 4M, 1€acpaiilst v ToroB8éman Tou

Gves TEPrYPaILITTOS TV avieTépav KGTe ané malleotus, wou aROpEYE: ™Y Fitan GuTTig ™ neetaxils Xai emiong
e£QopaNifes pia aAr SiguSpguun Ty dvar xavd ty Gud ™¢ hiad ! Siai.
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Tou

Figure 8: Greek version for Step 4: Draw the auxiliary line for back part of the quarter
(3D Modeling of the Loafers)

6. Conclusion
VTC-SHOE is a multi-lingual virtual environment in which the shoe design training is

served in English, Romanian, Turkish and Greek according to the curriculum developed
for this purpose up to intermediate level. As a training tool, the curriculum is in accord
with the approach, methodology and techniques required for virtual training. As 1t 1s
accessible by anyone who has membership or permission, anyone who is interested in
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Abstract
In this paper some aspects regarding the implementation of the control algorithms
for virtual processes are presented. Virtual reality represents an easy approach to
study the behaviour of the process. Using virtual reality one can achieve knowledge
about the influence of the input and the output signals on the dynamical systems.
Along the implementation of the virtual system it is necessary to do a solid
modelling of all essential aspects of the real process. However, the virtual system is
included into a control loop. Also, the actuator of the control loop is a virtual system
and it can be servomotor, DC motor or step by step motor. The behaviour of the
virtual actuator is based on the mathematical models or the static characterisiic. To
achieve compatibility between virtual systems and real systems it is required a card
acquisition for the signal’s adaptation. This educational software has two
advantages. Firstly, when using the card acquisition, the virtual approach is very
similar to the real one. In the virtual approach the control of the virtual system is
made with electrical signals. Secondly, it is possible to analyze the system when

e reaching its limits. -

Keywords: Educational software, virtual process, virtual reality, modelling

1. Introduction

Hre=ESeT 1T SuCIT @ way that the Usel SUspeIds beliel and accepts it as a real environment,
The simplest form of virtual reality is a 3D image that can be explored interactively at a
personal computer, usually by manipulating hardware interfaces (Kovach, 1997;

Peterson, 2001).
A VR application is made of different components (Burdea and Coiffet, 2003; Vince,

2004) which can be described as:

a) The scene and the objects. The scene corresponds to the world in which the
objects are located. VR contains lights, viewpoints and cameras. The objects have a
visual representation with colour and material properties.

b) Behaviours. The objects may have behaviours (Willans, 2001). For instance, they

can move, rotate, change size and so on.
¢) Interaction. The user must be able to interact with the virtual world and its objects.

For nstance, a user can pick up some objects or he can drag an object. This may be
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