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TeamUp
forming interest driven teams, and recording team reflections

Navigate to TeamUp: http://teamup.aalto.fi/

Go to classroom “September”

Find your team from the Teams view

Record a reflection

a) Click on your team’s microphone icon to get to the recording space.

b) Click ... to initiate the recording

c) “Allow” flash to access your camera and microphone

d) Start recording by clicking the record button

Every team can either record one reflection together or individual reflections. 

The maximum recording time is 1 minute.
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Observe and Design

Design Brief

Contextual Inquiry: Observation

Product Design

Participatory Design Workshop

Final Product Design

Reflection

Story 1: Redesigning school

Story 2: Visualizing the planet surface

Benchmark and Design

Design Brief

Contextual Inquiry: Benchmarking

Product Design

Participatory Design Workshop

Final Product Design

Reflection

Story 1: Designing a physical simulation

Story 2: Designing a math learning game

Two Learning Activity Packages
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Design Brief
present initial design brief

students form teams

team discuss, question and familiarize themselves with design brief

refine their design briefs

record reflections

set up blogs and start documentation

Two Learning Activity Packages
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Design Brief: Redesigning school
Design a concept for the future school. Consider authentic and practical 
experiences. Keywords that may spark ideas: regular meetings, library, 
newspaper and a video news channel, student enterprises, cross-curricular 
projects, shops, services. Consider all people who will potentially use your 
design. As you go along narrow your context, objectives and challenges 
addressed with the design. You could create a spatial design, a concept 
and test of an activity or process, etc. You could consider the views of 
teachers, students, parents, principals, city employers, grandparents, 
alumni etc.

Two Learning Activity Packages
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Design Brief

Two Learning Activity Packages

Design Brief  add version number 

Description:  Describe your refined design brief in 3 – 4 sentence. Include all most important aspects. 

 

 

 

Context:   What aspect of the school do the students want to redesign? 

Future users:  Whom is the design created for? This may be more than one kind of people, as well as people who are not 
obviously involved at the moment. Try to choose people who you can contact and ask feedback from 

Objectives:  What value/change do the students want to introduce to school? 

Challenges:  What challenge do the students want to address? 

Design results: What do the students want to create? What medium do they want to use to represent their concept? 

Team roles:   What does each student want to do and is responsible for? 

!
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Contextual Inquiry: Observation 
Teams identify who and what to observe

perform observation using digital cameras/notebooks/microphones 

share their media files and analyze them

refine their design brief 

record a reflection and update their blog

Two Learning Activity Packages
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Contextual Inquiry: Benchmark 
Teams identify what kind of examples of existing works to collect

collect 10 examples of related artifacts

share their media files and analyze them

refine their design brief and record a reflection

Two Learning Activity Packages
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Product Design
Teams create their first prototype design

discuss their prototype 

refine their design brief and record a reflection

Two Learning Activity Packages
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Participatory Design Workshop
teams meet with 3 - 4 people (their future users)

perform a Participatory Design Workshop. 

use their prototype to communicate their design ideas 

participants modify prints of their prototype, drawings or models 

teams analyze the comments and consider them for their design 

refine their design brief

record a reflection and update their blog

Two Learning Activity Packages

Anna Keune, Designer/Researcher . Aalto University School of Arts, Design and Architecture . anna.keune@aalto.fi

Thursday, September 6, 2012



Cycle 3 Learning Activities and Stories

Anna Keune, Designer/Researcher . Aalto University School of Arts, Design and Architecture . anna.keune@aalto.fi

Thursday, September 6, 2012



Final Product Design 
teams create their final design prototype 

listen to all reflection recordings and reflect on the 

  strategies they used to overcome their challenges 

finalize their documentation blog

present their final works to the entire class or a person outside

Two Learning Activity Packages
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Reflection
teams record audio updates about progression, challenges and future plans

audio recordings can be used as a media to prompt reflection

Two Learning Activity Packages
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Four Learning Stories

Learning story: Observe and Design
Redesigning school: ... 
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Four Learning Stories

Learning story: Observe and Design
Visualizing the planet surface: Design a guided walk that highlights aspect 
of the local environment. The guide should focus on [local animal species / 
historical monuments / geographical features]. It should be designed to 
serve [community members / tourists]. The final design should be [a 
geocache or a series of geocaches / a location-aware smartphone game / a 
Google map with points of interest and suggested routes / a printed guide 
map / QR-codes placed in the environment / something else].

Anna Keune, Designer/Researcher . Aalto University School of Arts, Design and Architecture . anna.keune@aalto.fi

Thursday, September 6, 2012



Two learning activity packages

Learning story: Benchmark and Design
Designing a physics simulation: Design a dynamic simulation that explores 
[friction / gravity / relativity / other topic in physics] and can be used to 
teach that principle to other students. The simulation can be virtual or built 
using a construction kit. Your simulation needs to reflect reality as closely 
as possible, while demonstrating the phenomena in an understandable 
way. Be bold, try out daring and unlikely ideas! Test your design with your 
classmates and assess your design critically.
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Two learning activity packages

Learning story: Benchmark and Design
Design a math learning game for one concept of simple geometry for 
younger students using Scratch. Try to make the game fun and educational 
at the same time. In this, consider what the younger students find most 
challenging and what they find most engaging. Your game can be a 
concept or half functioning prototype.
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