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DISENO E INNOVACION

“DESIGN AND INNOVATION FOR
21ST CENTURY EDUCATION"
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We face immense challenges in
education, and there is still much
room to innovate. The use of design
and its working methods contribute
to reflect and solve diverse issues
in areas such as: curriculum
design, spaces and educational
experiences; processes, tools and
resources to support teaching,
among others.

This challenge requires synergies
between governmental entities,
educational settings and the
professional world.

We invite you to submit academic
articles with research, case studies
and reflections on the question:
how might we innovate in educa-
tion from the design discipline?

bbrancoli@udd.cl
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Design for education
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