Learning: From Speculation to Science
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1. Analyze and describe how you have learnt a complex systems (e.g.: MS-Word, Photoshop, Java, Sketchup, using the Web effectively, …)? – choose one and describe your experience in some detail!
One interesting learning experience was with Macromedia Fireworks. I had tried to do the task of image editing with Photoshop and realized that it was a little “technical” and “non-user friendly” for me. I then downloaded the trial version of Fireworks and it was completely different. The brighter and warmer colors provided a nice contrast to the greyer, duller colors of Acrobat. I then noticed a lot of the same basic functionality from MS Paint – a familiar application – were there, things like the brush, pen, text, etc. With this loose connection in mind, I discovered that the idea of Canvas was different than the idea of Image. They were grouped next to each other in the menu and it was easy to experiment with each. I played around with the various settings. Next, I noticed that everything – images, text, previous edits – were stored as an object. This meant that I could as easily move an image around as a previous eraser task. I did not need to understand how each tool was different than the other since they behaved similarly: very intuitive! 
This gave me enough freedom to begin doing some fairly advanced things in Fireworks that I had no chance of doing in Photoshop. Eventually I felt a need for layering, and behold!, there was that functionality right there in the main display. It was also very intuitive to experiment with shadows, bezels, sharpness, etc. since I discovered that all the elements of the image were objects with attributes and methods. Overall, I did not need a single tutorial to complete all my image editing needs. I did not even have to consult the Help menu … Fireworks is an example of a very user friendly, intuitive application.
2. Describe the most interesting / exciting learning episode of your life!
It is, of course, hard to compare because there have been a variety of learning episodes in the social, technical, physical, mental, and spiritual domains. From a schooling standpoint, I remember back in 3rd year of college when a few classmates and I spent an entire school-year developing a 3D first-person multiplayer computer game. We chose to modify an existing code base (from the game Unreal Tournament 2003) for our exploits. Since the gaming project was part of a college course, we were enforced by a number of deliverables and learning experiences. Some of the most challenging aspects of this year-long project were learning the workings of the gaming industry, understanding and programming in a whole new language (UnrealScript, an OO-based language like Java), finding out that graphics and art design is HAAARRDD using tools like Maya and 3DS MAX, doing a passable job for Level Design, and writing system requirements and design documents on the order of 200 pages. 
In the second semester, I was more or less handed the job of Project Coordinator. This quickly became the biggest challenge – I had to “manage” two other classmates and nine or ten outside contributors ranging from recreational graphics artists to level designers. I learned that to coordinate a project like this, a lot of work has to be placed on managing the deadlines and being patient with teammates who are not delivering or have not yet done their share of the work. I learned a lot from this experience because I had failures of impatience and, frankly, unreasonable expectations. Management is time-consuming and can be stressful!
3. Write in one short paragraph (a) what the following concepts mean and (b) which role they have played in your personal learning (e.g., where you have encountered them)

3.1. learning by being told.
Learning by being told is the method of learning when there is one speaker and one listener. The listener pays attention to the speaker and ideally gains some amount of knowledge through the speech or lecture. I learned this when I used to help my Mom cook, and she would say to me, “Son, to cut vegetables you have to do A, B, and C …”
3.2. self-directed learning 
Self-directed learning is the method where the learner has some element of control what they want to learn, when they want to learn it, how deeply they want to investigate into an issue, and whether they want to skip some steps. I did this when learning to use Macromedia Fireworks.

3.3. learning on demand
Learning on demand is a “need” based learning method. The learner tries to perform a task but finds a roadblock; he or she attempts to get past the roadblock by gaining some knowledge about the roadblock itself and how to defeat it. I did this a lot when I used to play video games, especially games where puzzles were involved (like RPGs).
3.4. discovery learning 
Discovery learning has to do with the unexpected. During learning experiences, the learner may “stumble upon” something new that was not the previous goal of the learning experience. For example, I engaged in discovery learning when developing our multiplayer computer game in college, I found out that graphics art and design can be extremely challenging!

3.5. experiential learning 
Learning by experience. Most learning new programming languages I have found to be this way: find out a few tricks about the language and the Development Environment, understand what particular compiler errors and warnings mean, and grow in experience.

3.6. informal learning 
Informal learning takes place when there is no structure or planning for the learning to occur. For example, I learn a lot just by watching how my friends prepare for exams, etc.

3.7. collaborative learning
Collaborative learning can be learning from your teammates and learning together as a team. This is happening right now in the semester as I understand more the domain knowledge of my teammates.
