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Abstract. The aim of the article is to identify key trends in innovation in the
field of design education and assess their potential for interdisciplinary
collaboration in the context of the development of the creative economy. The study
is aimed at identifying effective pedagogical models that contribute to the formation
of future designers’ ability to engage in joint creative activity in a multidisciplinary
environment. Methods. The methodological basis of the study is the systemic,
competency-based, comparative and structural-functional approaches, which
provided the possibility of a holistic analysis of the theoretical and methodological
foundations of professional training of designers. The methods of content analysis
of scientific sources, comparative analysis of international and national educational
practices, as well as generalization of the results of research by leading universities
in the world (MIT, Central Saint Martins, Parsons School of Design) on the
implementation of innovative forms of training in the training of designers were
used. Results. The main results of the study are that the leading innovative trends in

design education have been identified, including: project-team learning, design
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thinking, the use of digital and VR/AR technologies, interdisciplinary laboratories,
gamification, and an orientation towards inclusivity and sustainability in design.
Their potential for interdisciplinary collaboration has been analyzed and the
specifics of implementation in the Ukrainian educational context have been outlined.
The results prove that the most effective for the development of interdisciplinary
competencies are the integration-interdisciplinary, project-oriented, and design
thinking approaches, which contribute to the formation of specialists capable of
combining technological, creative, and social aspects of design. Conclusions. The
practical significance of the results obtained lies in the development of
recommendations for improving the content and methodology of professional
training of designers. The integration of interdisciplinary modules and cross-
disciplinary projects into curricula, the development of creative laboratories, the
introduction of digital tools, and the active involvement of industry representatives
in the educational process are proposed. The implementation of these
recommendations will contribute to increasing the level of readiness of graduates
for joint creative activity in the conditions of the creative economy and strengthening
the connection between education, business, and cultural sectors.

Keywords: design education, innovation trends, design thinking, digital

technologies, project-team learning.
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Anomauia. Memoro cmammi € 8u3HaAueHHs IHHOBAYIUHUX MeHOeHYill V cqhepi
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Konabopayii 6 KOHMeKCmi pO36UMKY KpeamusHoi eKoHOMIKU. J{ocniodcenHs
CHPAMOBAHE HA BUAGNIEHHS eQeKmMUBHUX NedazociuHux Mooenel, Wo CNpusioms
GdopmyearnHio 6 MallbymHix Ouzatinepie 30amHoCmi 00 CNiIbHOI MBOPHOI OIANIbHOCTI
8 MYTbMUOUCYUNIIHAPHOMY cepedosuwyi. Memoou. Memooonociuny o0cHO8y
O00CNIONCEHHST CMAHOBAAMb CUCMEMHUL, KOMNEeMEeHMHICHULL, NOPIBHANbHUL |
CMPYKMYPHO-DYHKYIOHATbHUL NIOXO0U, AKI 3A0e3neyyomb MONCIUBICMb YITICHO20
AHANi3y MmeopemuKo-memoool02iuHUX 3acad npogeciiinoi nio2omosku ousatinepis.
Bukopucmano memoou kowmenm-amanizy Haykosux oxcepen, NOPIGHAIbHO2O
AHANI3Y MIJHCHAPOOHUX | HAYIOHATbHUX OCBIMHIX NPAKMUK, d MAKOMNC Y3A2AIbHEeHHS
pe3yibmamis 0ocuiodicenb npogionux yHieepcumemis ceimy (MIT, Central Saint
Martins, Parsons School of Design) 3 memoio enposadorcenns innosayiiinux ¢popm
HA84aHHsl y npoyec nio2omosxku ousaiinepie. Pezynomamu. Bcmanoéneno npogioni
IHHOBAYIHI NIOXO0U Y OUBAUHEPCHKIU 0C8IMI, WO BKIIOYAIOMb NPOEKMHO-KOMAHOHE
HABYAHHA, OU3AUH-MUCTIeHHs, eukopucmauusi yugposux i VR/AR-mexwnonoeiu,
KPOCOUCYUNIIHAPHI 1abopamopii, 2eumighixayiro ma opieHmayiio Ha iHKII03UBHICMb
i cmitikicmo y Ouszauni. Ilpoananizoeano ixHill nomenyian o0is Midceany3eeoi
Koaabopayii ma okpecieHo cneyughixy 6nposadI’CceHHs ix 8 YKPAiHCbKUll 0C8IMHIl
kowmexcm. Pesynemamu 0o6odsamv, wo Hatibinbul egheKmusHUMU OJisL PO3BUMKY
MIAHCOUCYUNTIIHAPHUX KOMNEMEeHMHOCmel € IHmMe2payiuHo-MiHCOUCYUNIIHAPHULL
NPOEKMHO-OPIEHMOBAHUL I  OUBAUH-MUCIAEHHEBULL  NIOXO00U, SKI  CHPUSIOMb
Gdopmysannio axieyie, 30amHUX NOEOHYBAMU MEXHOJOCIUHI, KPeamusHi ma
coyianvHi — achekmu NpoekmyeamHsA. Buchoexku. [lpaxmuuna 3Hauumicmo
OMPUMAHUX —~ pe3yIbmamié nojsicac 68 po3pobieHHI  peKoMeHOayiu  uooo
B00CKOHANCHHSL 3MICMYy U MemoouKku npogheciiinoi nid2omosku Ou3atiHepis.
3anpononosano inmespayito MiHCOUCYUNTIHAPHUX MOOYIIG I KPOCOUCYUNTTHAPHUX
NPOEKMI8 )y HABUANbHI NPOSPAMU, PO3GUMOK KPEamuHux J1abopamopii,
VIPOBAONCEHHS YUDPOBUX ITHCMPYMEHMIE Ma AKMUBHEe 3A1Y4eHHSI NPe0CMABHUKIB
iHOycmpii 00 ocgimHbo2o npoyecy. Peanizayis yux pexomeHoayiu cnpusmume
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NIOBUWEHHIO DIBHS 20MOBHOCMI 8UNYCKHUKI8 00 CNIIbHOI MEOpUoi OiNbHOCMI 8
YMOBAX KPeamusHOi eKOHOMIKU Ma 3MIYHEHHIO 38 S3KY MIJC 0C8imoro, Oi3HecoM i
KYJIbMYPHUMU CEKMOPAMU.

Knwuosi cnoea: ouzaiinepcvka oceima, IHHOBAYIUHI MeHOeHYll, OU3auH-

MUCTIeHHS, YUDPOBI MexHO102li, NPOEKMHO-KOMAHOHE HABYAHHSI.

Problem statement. The modern era of rapid technological and cultural
transformations presents new requirements for the professional training of designers,
which can no longer be limited to the development of artistic and aesthetic, or
technical competencies. Design is increasingly viewed as an interdisciplinary field
that functions at the intersection of art, technology, business, media, architecture,
and cultural practices. In this context, collaboration between designers and
representatives of other creative industries is becoming a necessary condition for
successful professional activity and the development of innovative products that
meet market and societal needs. Despite the apparent relevance of interdisciplinary
interaction in the field of design, the system of professional education in Ukraine
and many other countries still retains fragmentation and insufficient integration of
educational programs. Traditional educational models are primarily focused on the
development of narrowly professional skills, while the formation of collective
creativity, project thinking, communication flexibility, and digital literacy skills is
often overlooked. It leads to a gap between the academic training of future designers
and the real demands of the modern creative economy.

The problem is compounded by the fact that educational institutions do not
sufficiently utilise innovative methods, such as project-based team learning, design
thinking, digital laboratories, gamification, interdisciplinary workshops, and virtual
collaborative platforms. The lack of a systematic approach to integrating these
practices into the educational process hinders the development of students’ ability
to effectively collaborate with specialists in related fields, such as IT, marketing,
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cinema, or fashion. Therefore, a scientific and practical problem arises: to determine
which innovative educational practices are most effective in developing the
collaborative potential of designers and how they can be adapted to the Ukrainian
educational space, taking into account European trends in the field of creative
education.

Analysis of recent research and publications. A review of scientific
publications devoted to innovations in design education indicates a gradual shift in
emphasis from traditional academic approaches to integrated learning models based
on creativity, interdisciplinarity and practical interaction. Thus, in the work of
J. Wang and H. Wang [1] substantiated that the development of innovative thinking
in design students is a key factor in their professional self-realisation within the
context of the creative economy. The authors established that the combination of
elements of creative autonomy with institutional support for entrepreneurial culture
contributes to the development of students’ readiness for independent decision-
making, the generation of non-standard ideas, and their implementation in real
projects. The results obtained demonstrate that an effective system of design
education should not only transfer technical skills, but also foster critical and
systemic thinking as the foundation of innovative activity.

The study by S. Obeid and H. Demirkan [2] demonstrates that the introduction
of virtual reality into basic design studios radically expands the possibilities for
creative thinking and visual experimentation. Based on empirical analysis, the
authors concluded that the use of VR technologies contributes to the development
of spatial perception, flexibility of thinking and the ability to interdisciplinary
integration — in particular, between design, architecture and digital media. At the
same time, it is noted that to achieve maximum effect, adaptation of pedagogical
methods and creation of technologically equipped learning environments are

necessary.
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A significant contribution to the understanding of collaboration mechanisms
was made by S. Leem and S. W. Lee [3], who focused on the role of design thinking
in facilitating interaction between representatives of different educational areas. The
results of their study showed that design thinking is not only a method for solving
complex problems, but also a tool for building a shared creative space, where
students learn to coordinate their actions, exchange ideas, and synthesise knowledge
from different fields. The authors emphasised that such an interactive model of
education forms the basis for sustainable interdisciplinary cooperation, particularly
in the fields of marketing, IT, urban planning, and cultural management.

The work of T. Kee et al. [4] considered the combination of design thinking
principles with project-based learning in the post-pandemic period. The authors
proved that it is such integration that makes it possible to adapt the educational
process to the «new reality», where digital communications, remote interaction and
flexible teams dominate. The results of the study show that the use of
interdisciplinary projects contributes to increasing students’ creativity levels, their
ability to think collectively, and their capacity to solve real socio-economic
problems in cooperation with business and technology companies.

In the work of S. Zha et al. [5], a conceptual model of a cross-disciplinary
design workshop is proposed, catalysing creative interaction among specialists from
different industries. The authors demonstrated that effective interdisciplinary
collaboration necessitates not only a shared space but also a clear structure of
interaction, where the roles of participants, stages of prototyping, and mechanisms
of collective decision-making are defined. This model has demonstrated its
effectiveness in international educational projects focused on developing innovative
products in the fields of sustainable design and digital art.

The experience of integrating design thinking into business education is
highlighted in the work of C. Cummings and J. Yur-Austin [6]. Based on an analysis
of MBA case studies, the authors found that combining design thinking with project-
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based learning methods enhances students’ ability to solve problems in a socially
oriented manner and strengthens the connection between education and community
needs. The researchers note that such a model contributes to the development of
skills in strategic vision, adaptability, and team creativity — precisely those
competencies that are becoming increasingly decisive in the global creative
economy.

Further development of research in this area is presented in the work of
J. E. McLaughlin et al. [7], which, based on a comparative analysis of educational
programs of four universities, shows that design thinking is becoming a central
element of the transformation of higher education. At the same time, the authors
demonstrate that the introduction of design thinking as an educational paradigm
alters the nature of educational interaction between students and teachers, creating
conditions for independent problem-solving, empathetic understanding of user
needs, and team synthesis of ideas. The study’s results confirmed that this model
fosters a deeper understanding of the social context of creative activity among
students and develops their ability to communicate effectively in multidisciplinary
teams.

Analysis of the results of the meta-research conducted by L. Zhangand Y. Ma
[8] demonstrates the systemic positive impact of project-based learning on the
quality of knowledge acquisition and the development of students’ creative
competencies. The authors, having summarised a large number of empirical studies,
concluded that educational models built around real projects provide sustainable
results in the development of critical thinking skills, an innovative approach to
problem-solving, and professional independence. At the same time, it was
emphasised that it is the multidimensional structure of projects, which combines
social, technological and aesthetic aspects, that most contributes to interdisciplinary

collaboration and the development of integrative thinking.
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The study by Z.Ying [9] complements the understanding of internal
motivational mechanisms within project-based learning. The author found that
students’ participation in projects increases their internal motivation to learn, since
the activity acquires practical significance and promotes self-identification through
the result. It enables the consideration of project methods not only as a pedagogical
technology, but also as a tool for shaping the subjectivity of students capable of
autonomous professional activity and creative interaction with representatives of
other fields. In turn, V. Bilana [10] with co-authors proved that the effectiveness of
project-based learning largely depends on the integrity of its project design and the
gradual integration of theory and practice. The results obtained confirm that the
combination of the project approach with elements of design thinking can serve as
the basis for creating interdisciplinary educational programs that train specialists
capable of interacting across various segments of the creative industries.

Highlighting previously unresolved parts of the general problem.
Generalising the results of the above studies provides grounds to assert that the
scientific discourse on innovations in design education is focused on integrating
technological solutions, interdisciplinary thinking, and practice-oriented learning
models. At the same time, the problem of systematically implementing these
approaches in the domestic educational space remains insufficiently studied, as does
the issue of developing effective mechanisms for interdisciplinary collaboration
between design schools, businesses, and cultural institutions. It is these aspects that
constitute the research focus of the proposed work.

Formulation of the article objectives (statement of the task). This article
aims to substantiate effective and innovative educational practices that foster future
designers’ competencies in collaboration with representatives of other creative
industries, as well as to develop conceptual approaches to integrating
interdisciplinary interaction into the educational processes of higher education

institutions (HEIS).
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To achieve the goal, the article sets the following tasks: to analyze modern
scientific approaches to the professional training of designers in the context of the
development of creative industries; to identify the main trends of innovation in the
field of design education and assess their potential for interdisciplinary
collaboration; to formulate recommendations for improving the content and methods
of professional training of designers to increase their level of readiness for joint
creative activity within the creative economy.

Presentation of the main material of the study. Professional training of
designers in modern conditions goes far beyond traditional artistic and technical
training. The development of creative industries, digitalisation, and the growth of
interdisciplinary ties necessitate the formation of complex competencies in future
specialists, encompassing analytical thinking, creativity, communication skills,
digital literacy, and the ability to work in teams [5]. In this context, analysing modern
scientific approaches to the professional training of designers is essential, as it
enables us to determine which pedagogical models most effectively contribute to the
development of collaborative potential and the integration of design activities with
other sectors of the creative economy.

The study of theoretical and methodological approaches reveals a significant
transformation of the training system for designers in the direction of
interdisciplinarity, innovation, and practical orientation (table 1).

Table 1
Theoretical and methodological approaches to the professional training of

designers in the context of creative industries

Distribution in

Promoting

Adaptation to

Approach Essence modern design  interdisciplinar Ukrainian
education y collaboration conditions
Competence- | Focusing on the Widely used in . Requires
. Provides a .
based formation of a complex | European and basic level of updating the
of professional, national : content of
. . readiness for .
communicative and educational . educational
. . cooperation, :
creative competencies, | standards programs in
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Distribution in

Promoting

Adaptation to

Approach Essence modern design  interdisciplinar Ukrainian
education y collaboration conditions
developing the ability especially in accordance with
to make independent team projects | the requirements
decisions and think of the creative
critically economy
Ipte_grthe- Comblnlng design with Implemented at | Creates a basis | Need to expand
nterdisciplinary| IT, marketing, . ;
. leading for partnerships
architecture, and . o .
. universities in the| collaboration between
cultural studies, . i
developing the ability world (MI'_I', with _other t_adugatl_onal
. Central Saint creative institutions and
to work in . ) ; .
R Martins) industries businesses
multidisciplinary teams
Project- One of the key Develons It is worth
oriented| Learning through the elements in the oS strengthening
. ) practical skills . .
creation of real or practice of . cooperation with
. . X . of cooperation,
simulated projects, design education | . employers to
. time and h
teamwork and mutual at leading implement
: . resource .
evaluation of results schools in the educational
management .
world projects
[_)es!gn _ Promotes joint Requires
thinking| Based on empathy, Intensively used | problem- training of
creativity, prototyping | in innovation solving and
; g teachers and
and testing, contributes | centres and product creation of
to the generation of creative creation at the Creative spaces
innovative solutions laboratories intersection of in HEISs
industries '
Digital Use of digital Rapldly_ . Opens up new NBEEESEIR)
4 developing in investments in
technologies (VR/AR, . formats of _
. global practice, | . . digital
3D modeling, UX/UI, " interaction ;
. . but limitedly . infrastructure and
Al) in the educational . . with IT and
implemented in . modern
process . media .
Ukraine equipment
Cultural . . Promotes the Requires
. Focus on forming an Presented in
and creative- . . development broader
.| understanding of design | most o X .
economic o of identity and | consideration of
as an element of humanitarian .
) . . cultural regional and
cultural policy and design education | . L .
\ integration in | national
economic development | programs . ;
joint projects | contexts
Source: compiled by the author based on [6, p. 129; 7]

Summarising the above, the most significant potential for the development of

interdisciplinary interaction lies in the integration of interdisciplinary, project-

oriented, and design-thinking approaches. They develop in students the ability to

work in dynamic teams, combining artistic, technological, and analytical knowledge.
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At the same time, domestic design education requires further adaptation of these
models, particularly through the modernisation of curricula, digitalisation of the
educational environment, and expansion of partnerships with representatives of the
creative industries. Traditional educational models, which focus mainly on the
development of artistic and technical skills, are no longer able to ensure the effective
integration of specialists into modern creative industries. In view of this, innovative
educational practices are becoming increasingly critical for the formation of
competitive designers capable of adapting to rapidly changing labour market
conditions, implementing interdisciplinary projects, and working together with
representatives of other creative fields [8]. Innovations in design education not only
improve the quality of the educational process but also create the prerequisites for
the development of interdisciplinary competencies in students, as modern projects
often require the integration of knowledge and skills from marketing, information
technology, media, fashion, architecture, and the film industry.

One of the most significant trends in modern design education is project-based
learning. This approach involves involving students in real or simulated projects,
during which they can simultaneously develop professional skills, learn to work in
a team, and effectively integrate knowledge from different disciplines. Project-based
learning contributes to the development of practical competencies necessary for
interdisciplinary interaction, as such projects often involve the participation of
business partners, cultural and technological companies, creating real conditions for
collaboration and the interdisciplinary exchange of experiences.

An equally important trend is the use of the design thinking methodology,
which is based on empathy, iterative prototyping and testing of solutions. This
approach fosters the development of creative and critical thinking in students,
enabling them to effectively address problems that arise at the intersection of various
creative industries. Design thinking not only forms the ability to generate innovative
ideas but also enhances team interaction skills, which is especially important in the

https://pedagogical-academy.com/index.php/journal/about ISSN: 2786-9458

VBech KOHTEHT JlileH30BaHo 3a ymoBamu Creative Commons BY 4.0 International license



[€l PEDAGOGICAL ACADEMY:

(4]

implementation of complex projects, where design serves as a mediator between
technology, business, and cultural practices.

Modern trends also demonstrate the widespread adoption of digital
technologies and VR/AR platforms in the design training process. The use of virtual
and augmented reality, 3D modelling, interactive learning platforms, and artificial
intelligence tools opens up new learning formats, allowing students to expand the
boundaries of their professional activities [9]. The use of digital technologies not
only contributes to the development of technical competencies, but also creates
conditions for remote and international collaboration, integrating designers with the
IT, media and gaming industries, which provides practical training for participation
in global projects.

Cross-disciplinary workshops and laboratories are another critical innovative
practice in modern design education. The creation of specialised learning spaces
where students from different disciplines work together on projects enables the
development of interdisciplinary competencies, practical communication skills, and
the ability to think creatively in collaboration. Such practices stimulate the
integration of knowledge from marketing, technology, cultural studies and other
fields, which significantly increases the readiness of future designers to interact in
multidisciplinary teams and implement complex innovative projects.

Gamification of the educational process also plays an essential role in the
development of innovative design education. The use of game mechanics,
simulations, and interactive tasks helps increase student motivation, develop soft
skills, and foster teamwork skills. Gamification helps to create an environment
where students actively interact in project groups, experiment with different
approaches to solving problems and develop interdisciplinary collaboration skills.
Finally, modern educational practices are increasingly focused on inclusiveness and
sustainability in design. Developing students’ ability to consider socio-cultural,
physical, and environmental aspects of design contributes to the development of a
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responsible and conscious approach to creative activity. Inclusive and sustainable
projects enable students to participate in global creative initiatives, create products
that consider diverse contexts and user needs, and actively engage with
representatives of other creative fields in collaborative design solutions [10]. As we
can see, the analysis of current trends in design education demonstrates that the most
effective approaches are those that combine project-based learning, design thinking,
digital technologies and cross-disciplinary practices. They ensure the comprehensive
development of students’ professional, communication, and creative competencies,
creating the prerequisites for successful interdisciplinary collaboration, which is
critically essential for the modern development of creative industries in both global
and local contexts.

Particular attention should be paid to industries that are on the border between
art and applied design, particularly hairdressing, which is increasingly integrated
into the sphere of creative industries [11]. Modern trends demonstrate that the
professional activities of hairdressers and makeup artists are no longer limited to
technical skills, but involve mastering the design elements of form, colour, style, and
visual composition, which combine this profession with fashion, graphic, and
industrial design [12]. In this context, it is essential to develop in the future
specialists’ ability to creatively interpret a person’s image as a design object, as well
as to collaborate with representatives of related industries, such as stylists,
photographers, fashion designers, and directors. The inclusion of hairdressing in the
structure of design education will contribute to the development of interdisciplinary
competencies, particularly the understanding of space, texture, colour, and material,
which are fundamental to all types of design. A hairdresser who thinks like a
designer is able not only to fulfil orders, but also to create new stylistic concepts that
shape the cultural codes of the time. Therefore, integrating hair design elements into

the curricula of design specialities, such as the courses «Visual Style and Fashiony,
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«Aesthetics of Image», or «Creative Technologies of Personal Designy, is a
promising direction for the development of modern professional education.

Thus, the modern system of design education is at the stage of active
rethinking of content and methodological principles. The introduction of innovative
approaches not only contributes to the development of professional competencies
but also opens up numerous opportunities for interdisciplinary integration. In this
context, it is advisable to analyse the potential of each of the considered trends for
collaboration with other creative sectors, taking into account the realities of the
Ukrainian educational space, the level of digital infrastructure, the presence of
partnerships with business and cultural institutions, as well as the readiness of
educational institutions to implement new learning formats (table 2).

Table 2
Analysis of the potential of innovative educational trends in training designers for

interdisciplinary collaboration

;SSS;’,{?;'X;I Ir_ldustrie_s for Implemen_taltion l\_/lainI obstacle_s to in teril?;gisp(l)rnary
methodology integration potentia implementation collaboration
Project-team | Marketing, High —in the Insufficient Allows students
learning | architecture, IT, | presence of coordination to work in teams
urbanism, partnerships with | between on real tasks
creative business, educational together with
management municipalities, institutions and specialists from
and design studio¢ industry; limited different
funding for real industries
projects
Design | Marketing, social | Medium — the Lack of trained Promotes the
thinking | communications, | methodology is | teachers, a formal | development of
and education actively application without | cross-disciplinary
implemented in | real practice thinking and co-
creative creation skills
universities and
IT schools
Digital and | IT, movie, Growing — High cost of Provides
VR/AR | media, digital equipment, conditions for
technologies | architecture, laboratories are | insufficient level of | international and
industrial design | being created in | technical training remote
of students cooperation
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leading
universities
Cross- | Business, High — possible | Lacks a sustainable | Promotes the
disciplinary | marketing, within grant system of formation of
workshops and | engineering, programs and interfaculty interdisciplinary
laboratories | fashion, partnership interaction; limited | teams and the
ecological projects resources development of
design communication
skills
Gamification | IT, media, Medium — used in Insufficient Increases
of the | education, selective courses, | digitalisation of the | motivation,
educational | psychology, mainly educational develops team
process | management experimentally | environment, interaction skills
resistance to
traditional methods
Inclusivity and | Sociology, Growing —is Lack of systemic Ensures
sustainability | ecology, being updated in | methodology and participation in
in design | urbanism, cultural the context of national standards | international
studies socially in the field of creative projects
responsible sustainable design | and socially
practices significant
initiatives

Source: compiled by the author based on [13; 14; 15; 16; 17]

Based on an analysis of theoretical and methodological approaches and
practices, as well as consideration of the identified opportunities and obstacles to
implementing innovations in domestic design education, a set of recommendations
has been proposed to enhance the content and methodology of professional designer
training. It is necessary to review and modernise curricula to integrate
interdisciplinary modules and project-oriented practices as fundamental components
of training. The content of educational disciplines should combine fundamental
artistic and technical competencies with courses in design thinking, project
management, IT technology bases and elements of creative entrepreneurship. It is
advisable to introduce modules focused on working in multidisciplinary teams (for
example, «Design in Creative Industries» and «Collaborative Projects: Design +
Business + Technology»), which should be mandatory components of both

bachelor’s and master’s programs.
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It is advisable to shift the methodological paradigm towards project-oriented
and problem-oriented learning with the active use of design thinking. It refers to the
systematic use of long-term team projects that simulate real work processes, involve
collaboration with clients/stakeholders, and include several iterations of prototyping
and testing. Such an organisation of training should ensure inter-faculty connections
and the involvement of experts from other fields, including marketing, IT, media,
culture, and management. It is necessary to introduce and systematically develop the
infrastructure of cross-disciplinary laboratories and creative hubs at HEIs. These
environments should be equipped with both technical means (VR/AR stations, 3D
printers, and studio equipment for multimedia) and organisational tools (industry
partnership mechanisms, stands for pilot projects, and platforms for remote
collaboration). Investments in such infrastructure should combine internal university
resources, grant programs, and industrial partnerships.

Conclusions. The study provided an opportunity to conduct a comprehensive
analysis of modern scientific approaches and innovative trends in the field of
professional training of designers in the context of the development of creative
industries. As a result, it was found that the modernisation of design education is a
key factor in the formation of a new generation of specialists capable of operating
effectively in the conditions of a global creative economy, where success is
determined not only by artistic or technical abilities, but also by the ability to
cooperate in an interdisciplinary cooperation, digital adaptability, and strategic
thinking.

The analysis of theoretical and methodological approaches has shown that the
most effective models of training designers are integrative-interdisciplinary, project-
oriented, competency-based, and design-thinking approaches, which provide a
combination of theoretical knowledge, practical skills, and creative skills. It is these
competencies that enable students to work in multidisciplinary teams, combine
knowledge from different disciplines, and create innovative products at the
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intersection of art, technology, and business. It was found that the key trends of
innovation in design education — project-based team learning, the use of design
thinking, the introduction of digital and VR/AR technologies, as well as the
development of cross-disciplinary laboratories, gamification and an orientation
towards inclusiveness and sustainability - have significant potential for
interdisciplinary collaboration, contribute to the formation of flexible, mobile,
socially responsible specialists capable of working in conditions of constant
technological and cultural changes. At the same time, the most significant effect is
observed in learning models that combine project activities with digital tools,
creating real conditions for students to interact with representatives of various
creative industries and focusing on solving socially significant problems. At the
same time, the analysis results revealed several limitations in the domestic system
of training designers, including insufficient digitalisation of the educational
environment, limited partnerships between universities and industry, and the lack of
a well-developed infrastructure for cross-disciplinary laboratories. It requires a
targeted educational policy that involves updating curricula, creating integrated
educational and practical platforms, and stimulating cooperation between
educational institutions, business, and cultural institutions.

Thus, the professional training of designers should shift from the paradigm of
individual creative development to a model of collaborative, innovative learning, in
which interdisciplinarity, practical orientation, digital integration, and social
responsibility will prevail. The implementation of the proposed recommendations
will not only contribute to improving the quality of design education but also
enhance the overall quality of the design process. Still, it will also help ensure the
formation of a new type of specialist — a creative integrator, capable of combining
art, technology and business in a single innovative space. It will also become a
decisive factor in the development of Ukrainian creative industries and their
integration into the global cultural and economic space.
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