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Abstract : With the rise of social media, creative people and brands everywhere are constantly generating content. The
students with Bachelor's Degrees in Fashion Design use platforms such as Instagram or TikTok to look for inspiration and
entertainment,  as  well  as  a  way  to  develop  their  own  ideas  and  share  them with  a  wide  audience.  Information  and
Communications Technologies (ICT) have become a central aspect of higher education, virtually affecting every aspect of the
student experience. Following the current trend, during the first semester of the second year, a collaborative project across
two subjects –Design Management and History of Fashion Design– was implemented. After an introductory class focused on the
relationship between fashion and cinema, as well as a brief history of 20th-century fashion, the students freely chose a work
team and an iconic look from a movie costume. They researched the selected movie and its sociocultural context, analyzed the
costume and the work of the designer, and studied the style, fashion magazines and most popular films of the time. Students
then redesigned and recreated the costume, for which they were compelled to recycle the materials they had available at home
as  an  unavoidable  requirement  of  the  activity.  Once  completed  the  garment,  students  delivered  in-class,  team-based
presentations supported by the final design, a project summary poster and a making-of video, which served as a documentation
tool  of  the costume design process.  The methodologies used include Challenge-Based Learning (CBL),  debates,  Internet
research, application of Information and Communications Technologies, and viewing clips of classic films, among others. After
finishing the projects, students were asked to complete two electronic surveys to measure the acquisition of transversal and
specific competencies of each subject. Results reveal that this activity helped the students' knowledge acquisition, a deeper
understanding of both subjects and their skills development. The classroom dynamic changed. The multidisciplinary approach
encouraged students to collaborate with their peers, while educators were better able to keep students' interest and promote
an engaging learning process. As a result, the activity discussed in this paper confirmed the research hypothesis: it is positive
to propose innovative teaching projects that combine academic research with playful learning environments.
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