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The context I chose to explore the role of asynchronous and synchronous tools in online learning is a proposed online learning course that teaches the 'what, why and how-to' of comics and sequential art to Creative Writing, Fine Arts and Visual Studies students. 

The learners are: 

· High School graduates

· Able to read at a decent level of complexity

· Able to draw at a ‘beginner’ level

· Interested in comics 

· Computer-literate and Web-savvy

· Able to build a simple one page website with text and images

Technology requirements:

	56 K dialup access or better 

Windows 
	Macintosh 

	Intel® Pentium® processor , Win 98 or higher

  32MB of RAM (64MB recommended)  

 60MB of available hard-disk space  

 Internet Explorer 5 or higher 

Scanner 
	  PowerPC® G3 processor  

  Mac OS 9.2 or higher  

  32MB of RAM (64MB recommended)  

  70MB of available hard-disk space

  Scanner


1. The course is delivered over a semester. The course is divided into four units. The first unit teaches the students “How to create their first comic”. This unit adopts a procedural approach to creating a comic outlining key steps and introduces the students to the essential elements of a comic. The students are provided an opportunity to practice their learning by undertaking both individual and small-group collaborative exercises. The students learning of this unit is primarily gauged through an assessment of the work they have produced by the end of the unit.  Participation in the synchronous and asynchronous activities also forms a part of the grade the student receives in the course.

Both Asynchronous and Synchronous tools are employed to deliver the instruction. 

2. An interactive course website provides the students the opportunity to study the lessons within a unit at their own pace within a given week of instruction. This allows the student to access the material anytime anyplace. However since collaborative exercises are planned throughout the semester, it is vital that the student completes a lesson within the week allocated. 

3. A Blackboard type of learning content management system (LCMS) is used (Only this one has a better interface and added functionality). The LCMS fulfills the following purposes:

a) The instructor posts announcements, syllabus and assignments using the LCMS. The instructor also uses the grade book feature of the LCMS. Printable handouts and templates are posted in the course document/resources section that the students can download 

b) The discussion boards are a starting point of the community building exercise vital to the goals of the course. It is used at the beginning of the semester for introductions and posting student bios. Later students post links to the personal websites and other online resources they locate on specific topics. The students also post one short paper assignment each unit and fellow students are asked to post their constructive criticism to these assignments.

c) A virtual bulletin board is used for students to post doodles, drawings, comments, cries for help etc. This too helps create an informal atmosphere and helps in community building.

d) An asynchronous collaborative activity is planned after the student has created his/her first comic. This involves two students who work together creating a comic. The roles are pre-defined (one is a writer the other the illustrator). Each group is allocated a group space within the LCMS. The group may or may not choose to use a synchronous tool to coordinate and carry out work.

e) A synchronous collaborative activity moderated by the instructor is conducted close to the end of the unit. 5-6 students participate in an online review of a project produced individually by the students using the enhanced white board function in the LCMS. This mimics a typical studio critique in an art school.

f) An asynchronous game* is used in the middle of the semester. This involves 10 students, each student drawing one panel of a comic. Each student has to create a panel that ties into the panel preceding his/her. The completed comic is posted in the virtual bulletin board. Students vote to select the best comic created. 
4. Students are encouraged to build a portfolio of work as they work on assignments. They are required to post their works on their personal websites. They are given an option to use a pre-designed template incase they are not proficient in building websites. The portfolio is a major part of the assessment of learning in the unit. 

I believe the asynchronous and synchronous tools used to deliver of this course will allow learners to achieve the learning objectives of the course. Technology is used to support and enhance learning in the online environment. Current developments in online learning environments provide excellent opportunities for premier institutions like the Savannah College of art and design and Rhode Island school of design to extend their reach to students who cannot geographically relocate to access the faculty of their schools. I am eager to explore this field further as part of my class project and later in my final creative work project.

(*This game could be synchronously delivered but unfortunately most people do not own light pens and tablets that make drawing on the computer easy. In the real world comic artists often meet in cafes and conduct an impromptu comic slam.)

