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Abstract 
 The advancement of information media and the convenience of the Internet 
have fostered the growth of web-based instruction, interactive functions, and 
resources available for participants to engage, interact, learn, discuss, and 
access without time and space constraints. This paper aims to provide an 
introduction on an interactive online platform which is beneficial for 
university-enterprise cooperation. Enterprises and students have more online 
and offline opportunities to gain a better mutual understanding and actively 
collaborate. Combined with the “learning to learn” theory, this sustainable 
platform can enhance the learning of students so that they learn capabilities 
over time through guidance and practical projects exercise.  

Keywords: Design education; online platform; learning to learn; practical 
design. 
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1. Introduction  

Nurturing the ability of students to learn has been widely regarded as one of the important 
objectives of Hong Kong’s education reform. The Curriculum Development Council (2001) 
also pointed out the crucial role of “learning to learn: the direction of curriculum 
development” in a conference document. Hence, in order to equip students so that they can 
face the challenges of the 21st century, school curriculum must help students to establish 
positive values and attitudes, and encourage the spirit of lifelong learning, so as to learn how 
to learn, and cultivate a variety of general abilities to acquire and construct knowledge and 
lay the foundations for the advancement of humankind.  

To achieve this goal, it is necessary to impart knowledge on “learning to learn” and the skills 
to do so. In an era that continuously innovates knowledge, students not only need to gain 
knowledge, but also master learning skills, so that they can guide themselves through 
continuous learning and become lifelong learners after leaving school.  

Universities lack a platform to integrate and sustain  enterprise resources, while students and 
teachers lack the channels to directly access enterprise resources. Opportunities for students 
to contact enterprises are still limited, and they may lack the skills for effective 
communication and cooperation with enterprises, as well as the ability to implement practical 
work. For enterprises, the school lacks a platform through which they can actively seek 
cooperation and understand students, as the lack of trust can be problematic when they are in 
a cooperation situation. The current school-enterprise cooperation model faces numerous 
limitations in resources, coverage and globalization. Thus, a platform for schools and 
enterprises is timely and needed. Effective communication is expected to be carried out in 
real time and increase production efficiency. Moreover, students need a “learning to learn” 
type of guidance for working with enterprises, so that they can inspire to aspire and develop 
a sense of purpose in cooperating with the industry through guidance, which can improve 
their success and learning experiences. 

Therefore, we build an interactive platform for students and enterprises to solve the problems 
mentioned above. In this project, we explore the entire project management process for 
students on the platform, which provides them with “learning to learn” guidelines to engage 
in this sustained process.  

2. Aim of the Study 

This project aims to build a sustainable interactive online platform to encourage students and 
enterprises to participate in a practical project collaboration in fashion and textile design, 
which can improve the “learning to learn” capabilities of students and provide global business 
cooperation resources, so that students can receive professional “learning to learn” guidelines 
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and have the opportunity to cooperate with enterprises to design products during their study 
period. This project can enhance “learning to learn” capabilities, and communication and 
cooperation skills with the industries. The knowledge that students gain will be truly in line 
with the needs of the enterprise and the market. Students could also gain the ability to learn 
in a new environment and adapt to it,  which can encourage them to be a more autonomous, 
effective and adaptive learner.  

Figure 1 shows that at the beginning, the motivation to learn is instilled in students, and then 
they develop a sense of purpose and make plans. Then, students are guided to combine 
metacognitive strategies in practice. In the end, students will gain knowledge, and new skills 
or competencies, showcase and build pride through “learning to learn” guidelines and 
practical design exercises.  

Matching educational resources could facilitate learners to understand how to combine what 
they have learned from school and work, apply theoretical knowledge to actual practices, and 
then bring the challenges and insights encountered at work back to the learning environment. 
It can enhance teaching and learning in school, achieve the relative integration of supply of 
“subject” and demand of “subject” and improve the quality of educational products and 
market competitiveness. 

 
Figure 1. Proposed model for platform. 

3. Interactive Platform Design 

Building a sustainable interactive online platform for school-enterprise cooperation is about 
the integration and use of enterprise resources. On the other hand, students and teachers can 
also learn and practice on the platform during and beyond the project period. This platform 
consists of three components: 

• a “learning to learn” component which facilitates students to learn, think, plan and 
so on and so forth; 
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• an interactive platform that integrates enterprise resources and displays the works 
of students as a collaborative effort; and  

• measures to evaluate the progress of the students and facilitate self-reflection. 

3.1. Learning to Learn 

We established a learning workflow (Figure 2) which shows the important milestones for 
completing a project. It is a clear and useful resource for students to understand how to engage 
in a “learning to learn” process step-by-step and receive guidance. This resource for self-
learning consists of three units: Unit 1. Motivation: What is it? (Why does motivation matter? 
Why is it hard to get motivated? What are some strategies for boosting motivation?) Unit 2. 
Cultivating Metacognition. (What is the metacognitive concept and theory? Metacognition 
vs. cognition. Metacognition in design. Metacognitive strategies.) Unit 3. Gain Knowledge 
of Practical Design. (Design methods. Know more about the industry. Recommendations). 
The platform also provides learning resources for teachers to co-learn and help their students. 

 
Figure 2. Learning workflow. 

3.2. Interactive Platform 

The interactive platform provides the opportunity for students to do real life design. They can 
communicate and work with the company on the online platform. It is not just practice, but 
actual design work for the industry. Students can provide personal details, such as a profile, 
their portfolio and résumé on the platform to promote themselves (see Figure 3). By 
participating in school-enterprise cooperation activities, a company can cultivate new talent 
and receive new ideas. The collaboration is also conducive to brand marketing and 
promotion, so this platform benefits companies too. Companies can distribute their 
information and design projects on the platform for students and teachers who are interested 
and further communicate with them (see Figure 4). Students can also carry out some 
background research on the company to accommodate their corporate climate.  
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Figure 3. Student particulars on the platform. 

 

 
Figure 4. Company information. 

3.3. Evaluation 

Metacognition defines evaluation as assessing the recent knowledge status of learners, which 
involves tracking their attention span as they study, and self-testing and enquiring, which are 
ongoing (before, within and after a task). Lawanto (2010), Choi (2006) indicated that “the 
purpose of metacognition evaluation is to encourage students to think about such problems 
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(e.g. poor performance) by reflecting upon themselves through self-evaluation.” According 
to Hargrove (2007), the implementation of evaluation includes the following elements: 

• Evaluating goal achievement 
• Judging the results accurately and adequately  
• Evaluating the appropriateness of procedures used  
• Assessing how obstacles/errors are managed 
• Evaluating the efficiency of a plan and its execution 

Established data analysis strategies can be used to evaluate the progress of students, e.g. 
through surveys, interviews, observations, or reflective design portfolios. Not only do these 
confirm the effectiveness of this project, but also obtain feedback to improve the platform. 
Figure 5 shows the main evaluation scope of student learning in this stage.  

 
Figure 5. Main evaluation scope. 

4. Conclusions 

“Learning to learn” provides a much needed overview and international guide to the field of 
learning to learn from a multidisciplinary lifelong and lifewide perspective. A wealth of 
research has been flourishing on this key educational goal in recent years. Internationally, it 
is not only considered to be one of the key competencies needed to compete in the global 
economy, but also a crucial factor for individual and social well-being (Crick, Stringher & 
Ren, 2014) Encouraging learning to learn should thus be one of the primary objectives of 
today’s education systems. 
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The world is changing rapidly nowadays, with the rapid development of computer network 
technology. Also, COVID-19 has changed lifestyle, work, learning, etc. The model of school-
enterprise cooperation has also changed from offline to online. As such, an interactive 
platform would offer great convenience to enterprises and universities, and along with the 
application of the learning to learn theory, contribute to advancing practical design education. 
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