GEN Z AND NEW
METHODS OF
LEARNING

Prepared By Imen Mhalla

Presidential Flight, Abu Dhabi. UAE


mailto:imen.Mhalla@pf.gov.ae




HOW WELL WE KNOW GENERATION L




UNDERSTANDING GENERATION Z

CHARACTERISTICS LEARNING PREFERENCES

INTERACTIVE AND HANDS-ON
LEARNING

DIGITAL NATIVES, TECH-SAVVY

USE OF MULTIMEDIA AND
GAMIFIED CONTENT

PREFERENCE FOR VISUAL AND
INTERACTIVE CONTENT

SHORTER ATTENTION SPANS,
NEED FOR QUICK AND
ENGAGING INFORMATION

IMMEDIATE FEEDBACK AND
REWARD




TRADITIONAL
METHOD OF
LEARNING
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N Q'Classroom Based Training
‘J | ‘ g ' Manual Simulation
.—t 1" ' = |Lecture based instructions
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EXTENDED REALITY (XR)
IN TRAINING

Applications:
» Real-time guidance with AR overlay

= Combining physical drills with virtual feedback

Benefits:
= Contextual learning with real-world elements

» |nteractive and engaging experiences

= Flexibility in training scenarios









Embry-Riddle Aeronautical University:

Overview: a leading aviation and aerospace
university, launched a VR-based flight training

program.

Results: Students who participated in the VR
training needed 30% less time to complete their
first solo flight compared to traditional training

methods




Coordination with the Regulator is crucial

Explanation of the intention

Replacement of a requirement or additional

enhancement



HOW TO IMPLEMENT

Analysis of
the current
training

programs

TRAINING

ANALYSIS

Realistic
Simulations:
Use VR and
XR to create

realistic,

Immersive

scenarios

DEVELOP
SCENARIOS

Incorporate
badges,
points, and
leaderboards
to motivate
and engage

trainees

INTEGRATE
GAMES
ELEMENTS

Tracking

trainee

performance

and identify

areas of

improvement

LEVERAGE

DATA &
ANALYSIS

Team based
scenarios
that require
teamwork
and
communicati

on

INTERACTIV
E TRAINING

Test the
program
And gather
feedback
from the

participants

PILOT
PROGRAMS

Ensure
trainees,
regardless
of their
tech-
savviness,
can benefit
from
training

USER
FRIENDLY
INTERFACE

Combine
VR, XR, and
gamification

with
traditional
training

methods

BLENDED

LEARNING
APPROACH

Collaborate
with VR and
XR technology
providers for a
customized
training
solutions.

Engage with
other airlines

TECHN
PARTNERS




SURVEY RESULT ON NEW LEARNING METHODS

1. What is your age group?

4. How interested are you in incorporating VR and XR into your tra
ining for cabin safety and emergency procedures?

17% i |
@® Very Interested
—an l @ Interested

® Neutral

@® Uninterested
@ Very Uninserted
26%




SURVEY RESULT ON NEW LEARNING METHODS

5. What benefits do you believe VR and XR could bring to cabin cr
ew training? (Select all that apply)
Increased Engagement I

Realistic Simulations
Improved Retention of |... I

Flexibility in Training
Safe Environment for Pr_. S

6. What concerns do you have about integrating VR and XR into ¢
abin crew training? (Select all that apply)
Cost R
Technical Difficulties  IEEEEEEEEG_—_——————
Learning Curve N

Lack of Personal Interact... 8

Health and Safety Issues...
Other R

0




SURVEY RESULT ON NEW LEARNING METHODS

10. Please share any additional thoughts of suggestions you bave r
egarding the integration of VR, XR, ana gamification nto cabin
crew traning:

42 responses submitted

garmification waningsCHM and crew
Crews trainng

waing tme
CCirsining ronlistic XR i e

Vi
wsacen CFAINING ., oot ot vinie

T recurrent  New
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SURVEY RESULT ON NEW LEARNING METHODS




THE IMPORTANCE OF HUMAN INTERACTION AND ONBOARD LEADERSHIP

= Balancing Technology with
Human Guidance

= Role of Onboard Leaders

= Effective Communication

* Enhancing Engagement
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The portable
APPLE MACINTOSH!
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