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Introduction
As it has happened to other sectors, education has evolved rapidly in recent years thanks to
digitalisation and innovative technologies that have transformed past static and two-dimensional
textbooks into animated versions, which engage students to a different extent. Traditional
pedagogical techniques, based on a teacher explaining a topic and students taking notes, may still be
useful in certain fields, but education nowadays revolves more around encouraging the student to
awaken their curiosity, desire to learn and to apply the information.
In the age of digital technology and knowledge sharing, significant changes are occurring related to
new informatisation, communication tools, augmented reality, robotics, artificial intelligence, and so
on. Thanks to these technologies, students can use various learning resource to access and build up
knowledge and to successfully apply it. In order to maximise learning time and efficiency, students
should be exposed to independent learning, creativity, innovation, self-learning, self-management,
collaboration, and coordination. Nowadays, this is indirectly possible from an early age due to the
exposure to screen and e-contents, i.e. from cartoons, sharing knowledge platforms such as YouTube,
social media, learning platforms, etc.
To this end, this report and the previous research that has been accomplished, intend to present the
profile of the new learner, generations Y, Z, and Alpha (born after 2010), as well as an analysis of
innovative learning tools and methods that can attract the new generations of students and effectively
teach them footwear related high education contents, in particular with regards to footwear design
and product management.
The present report represents one of the milestones of the Erasmus+ Knowledge Alliance SciLED
project and has the intention to set the necessary basis for identifying the requirements for developing
the new educational material in Footwear Design and Product Management, two key occupations in
an industry driven by consumers’ demands, but also for the implementation of innovative learning
and teaching methods in the footwear industry.

Methodology
The research was conducted from two main perspectives: the new learner and the learning/ teaching
methods and tools. The new learner section analyses the psychological profile of a 21st century student
by comparing him to the traditional learner, and identifies the main points of interest and
communication channels of the new generations.
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The e-report is documented by sources varying from official universities’ websites, academic papers
from different fields, magazines and newspapers’ articles, MOOC (Massive Open Online Course)
providers’ websites, e-learning websites, technology providers’ websites and smartphone
applications.

The New Learner
The report identifies three characteristics that not only make the latest generations of students
different, but also make it necessary for educational institutions to re-evaluate their teaching models
if they want to continue being appealing to young and talented students:
A different student body – Students today are more heterogeneous and demanding thanks to the
available knowledge and their disposition to sharing experiences. New industries are constantly being
created, and the existing ones are transformed by disruptive innovations requiring new skills and
competences. In order to stay competitive in the job market and considering their increasing will to
switch careers several times before retirement, more and more people will pass through several levels
of formal education during their lifetime.
A different attitude towards education - 21st century students do not want to be regarded as generic
students, but rather as individuals with their own personalities. They expect education institutions to
offer programmes that are more fitted to their personal aspirations. Coupled with a more consumerist
attitude towards education, they have clear ideas of what they want to learn, how they want to learn
it, and they do not hesitate to voice their dissatisfaction if they feel they are not getting enough from
their study course.
A different learning context – One of the biggest disrupters in the world of education is of course
technology. Technology does not only provide more possibilities to design study curricula, it also
changes the context in which students learn. Rather than being fed with information, today’s students
are keen to discuss this information, look at it critically and try to find new ways to make use of it and
apply it.

Innovative teaching methods
The analysis and review of the existing teaching methods started by listing those training providers in
Europe who deliver relevant courses (annexed to the e-report) for the training of footwear designers
and production managers, and continues with the examination of their methods in order to obtain an
overview of the state of the art in the field.
This chapter analyses and compares pedagogical practices such as blended learning, problem-based
learning, gamified learning, and distance and e-learning. A separate section is dedicated to Artificial
Intelligence (AI) as an emerging tool for education and its ways of implementation. AI’s contribution
to education could be controversial considering the fear of many education institutions that
computers will replace real tutors. The continuous research in the field will have to find the best
compromise for the integration of virtual and the real learning environments.
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The chapter ends with a section exemplifying several courses using innovative teaching methods from
four international universities: Design Studio based on a key-word from Parsons New School of Design
(USA), Sport-specific design from Fashion Institute of Technology (USA), Academic Spine three-course
sequence from School of the Art Institute of Chicago (USA), and Design for non-human kinds from the
same American institution.

Learning tools
The report includes an analysis of the learning tools such as on short-courses, e-learning platforms,
MOOCs, real and virtual fab-labs, the latest available software for both design and fashion
management. With regards to MOOCs and e-learning in general, the effectiveness of the results lies
in the course designers, and they should not hesitate to try creative and out-the-box ideas if they want
to shake up the learning process.
A separate section studies the Augmented Reality (AR) as a learning tool. Research shows that AR in
education has the potential to engage and motivate students to explore class materials from different
angles, to help teach subjects where students could not easily gain first-hand experience, to enhance
collaboration between students and instructors as well as among students, to foster student creativity
and imagination, to help students take control of their learning at their own pace and to create
authentic learning environment suitable to various learning styles.

Key recommendations
Based on the findings of the research, and in accordance with the scope of this project, several
recommendations are formulated:
Distance and e-learning tools as extra components of presential education: Because the present
project does not aim to create new curricula from the ground, e-learning tools such as MOOCs are a
worthwhile option. MOOCs are a particularly effective tool when it comes to supplementing and
complementing training curricula that have already been developed and that have been proved of
excellent quality.
Distance and e-learning tools as vehicles for innovation in teaching: MOOCs are fertile grounds for
innovative and attractive teaching and learning methods to blossom because of their flexibility, their
online availability and because they allow training modules designers to easily incorporate new tools
and methods. This report does recommend to take into consideration aspects such as the relevance
of creating commitment from the students to complete their assignments. MOOCs should be
challenging enough to retain students’ attention, they should also provide them with some degree of
control over their learning environment, and they should stay contemporaneous by being regularly
kept-up-to-date and adapted to new developments.
Distance and e-learning tools as means to reach more students: Because of their dematerialised
aspect, MOOCs can be accessed by students anytime and, above all, anywhere. Distance and elearning tools are undoubtedly the best possible way to increase the range of beneficiaries by reaching
students from all across the world.
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Virtual fab-labs in order to include “learning-by-doing” elements: The present project is first and
foremost about design. Both Product Designer and Product Manager can learn a lot from theoretical
courses, but hands-on knowledge is fundamental. Virtual fab-labs are an excellent way to combine
the need for practical training with the demand for a more flexible education. For a virtual fab-lab to
be a meaningful experience for students, it should include real experiments based on real world
phenomena. The lab should incorporate scientific methodologies in which students replicate the steps
of the design process as they would do in a real lab, and that the virtual fab-lab experiments be directly
linked to the content and the methodology of the MOOCs.
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