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content design in the digital society

Project Background

The digital transformation poses new challenges for the design of university teaching, which require the
adaptation of teaching and learning methods and objectives. Furthermore, the importance of so-called
21st century skills is growing, which must also be developed in university teaching.

The teaching project applies an innovative method of scenario building on current and future relevant
topics, which was first developed by our research partners at Hong Kong Polytechnic University in the
team of Professor Eric Tsui.

The following goals are pursued:

e Further development of the method, especially with regard to the digitisation of teaching
e Strong involvement of students in the design of teaching content
e Digital literacy training for teachers and students
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Abstract. In much of the current discussions on business environments, a recurring theme both for
academics and practitioners is that it is marked by inherent uncertainty (unknown unknowns). Hence,
knowledge workers must have skills and understanding of the possible ways to navigate through and
adapt to constant change. However, the tendency of prevailing approaches to curriculum development
to focus on (static) learning outcomes, we argue, is not appropriate to train young people to adapt to
the unpredictable working environment. Instead, more dynamic approaches to curriculum are required,
which would instead focus on learning as a continuous relearning and emergent process of adaptation
and stimulate students’ inquiry and intellectual and creative skills. This paper approaches the issue by
discussing the opportunities of using scenario thinking and development together with a personal
learning environment and network (PLE&N) for designing curriculum in higher education. In short, the
methodology underpinning scenario development recognizes that uncertainty can be best dealt with and
understood from the perspective of a range of possibilities and multiple futures through a facilitated,
coherently structured process. PLE&N, on the other hand, serves as a learning space which stimulates
self-regulated and network-based learning. We contend that curriculum informed by such a learning
design methodology would extend the scope of action allowed to students with a potential to equip them
with skills to deal with the unpredictable environment and to adapt to continuously changing working
world.
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Introduction

Disruptive changes caused by massive new technological, social, political, economic, and
educational driving forces are increasing the uncertainty and ambiguity in the business
environment and reinventing the industries. These forces include technological advances
such as cyber-physical systems, advanced types of machine learning and artificial
intelligence; social factors such as changes in user values, platform business model, sharing
economy; massive open online courses in education, relative declines in government support
and others. Together with the exponential growth of digital transformation and vastness of
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digital data that has more entry points than ever before, these driving forces pose significant
challenges for students who are entering the workforce in near future. Society is increasingly
calling for knowledge workers with skills and understanding of the methods for dealing with
these changes and working in the volatile, uncertain, complex, and ambiguous (VUCA)
environment. Hence, preparing students to be not only knowledgeable in their disciplines,
but also to be able to work in fast changing digital environments should be one thing higher
education does especially well. Knowledge workers need to be equipped with skills to
constantly sense the environment for change, reflect on the data, generate informed opinions
of the trends and drivers in the environment, and to adapt.

Despite the growing demand for the above mentioned skills, higher education is still
dominated by the classical view of learning depicted as a knowledge transfer from a teacher
(or a textbook) to a rather passive student (Gherardi, Nicolini, & Odella, 1998), which
suggests that something is flawed with how higher education prepares their students to be
knowledge workers in the contemporary society. Such a reductive account of how students
should learn does not reflect the fact that in practice learners construct their knowledge
through interaction with others and that what differs an expert from a novice is know-how,
built based on the ability to reflect and act (Schén, 1984). Instead of on learning outcomes,
the focus should be put on learning as a continuous relearning and emergent process of
adaptation (Kolb, 1984). While discipline-based programs at universities provide the
foundation training for a profession, the traditional classroom teaching environment does
not offer sufficient opportunities for student active involvement in the construction of
knowledge relevant for this profession. This is further reflected by the fact that curriculum
design is predominantly regulated by national, institutional or teacher standards that specify
what students should know. As well, the curriculum is not being renewed frequently.

We attribute at least part of the problems of today’s higher education to the fact that
it often fails to give the participatory role to students in construing the knowledge relevant
to the subject field and that it lacks in mechanisms to continually renew the curriculum by
involving students in curriculum design. In this paper, we address this issue by discussing
the opportunities of using scenario development together with a personal learning
environment and network (PLE&N) for involving students in a design of a curriculum in
higher education, particularly in rapidly evolving business and technological areas. The
paper is structured as follows: First, we posit a research problem and provide a literature
review of the basic concepts used in the paper. Then, we discuss the proposed approach and
outline the multilayer, three-step model for a curriculum design.

Literature review

Some researchers already echoed the issue of curriculum redesign in their contention that
there is a necessity of moving away from a fixed and static curriculum towards more dynamic
conceptualizations of curriculum, with shortened life cycle (Albert & Beatty, 2014; Chapman
& Randall, 2012; O’Keefe, 2013; Oliver, 2013). Though several methods to facilitate
curriculum renewal exist (e.g., Oliver, 2013; Sitlington & Coetzer, 2015), the literature on the
subject area lacks unambiguous conceptual and practical guidance how to put processes in
place to continuously maintain curriculum relevancy for teachers interested in such practice.
Further on, albeit students’ inputs have been taken into consideration particularly within the
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