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I. Introduction 

Throughout many years of education students are expected to expand their knowledge, follow 

certain methods and practices to do so and based on their experience improve the areas and 

fields where there is place for improvement. Many of them develop some sort of system suitable 

for the way they study, that maximizes their effectivity, feels comfortable and safe. It is all good 

until they hear the feared: “Please form the groups…” when they realize that their private little 

space is about to get invaded by someone they don’t know anything about. 

The scenario described above is an exaggeration, but the point is that project-driven work might 

be a challenging and difficult process for some students out there. The practice of teamwork is 

highly spread across numerous schools and universities, and being able to co-operate with others 

is a useful skill for both educational and professional purposes. Although many students manage 

to create a group without a major struggle, there are still some out there finding that task difficult 

or uncomfortable. The goal for our project is to try to improve the group-creating process by 

increasing translucence between the course/class members and provide an alternative to 

existing methods. 

1.1. Problem statement 

One of the many benefits behind studying in university is the opportunity to learn and practice 

methods and technologies that most likely will get handy in real world. Whether its philosophical 

advice or technical solution the university is trying to direct us into the right decision, so when it 

comes to the moment when we have to take the same decisions in real life, we would already 

have a clue of what has to be done. Having that in mind, one of the many tools used to improve 

the process of studying are the projects. 

“Benefits [of project-based learning] can be substantial, including 

increased participation by students in all components of the course, better 

understanding and retention of material, mastery of skills essential to 

success in the course or in a career, and increased enthusiasm for self-

directed learning” (Gross Davis, 1999, p.1). 

But forming project-driven groups is not an easy task to follow, especially if you are not familiar 

with the environment, other people backgrounds, given-for-granted knowledge and etc. In order 

to prevent future breakdowns while working on projects our first idea is to form group with 

people we know, but in many cases this is not valid, especially if you simply don't know the people 

who might get involved. There are many ways to collect relevant to the project information about 

members, but not all of them are effective. 

Intentionally collecting information face-to-face is hard to achieve because people does not 

always feel comfortable when it comes to initializing first contact. Face-to-face communication 

is very effective when it comes to individuals, but there will always be someone that we haven't 

talked to, but might come along best with the project, the idea or simply, with our personalities. 

In other hand sorting out people's skills and characteristics based on information presented in 
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social networks and Internet in general is very time consuming and not always effective. Choosing 

to work with someone before getting familiar with his interests, skills and background might lead 

to unproductive workshops and in many cases, to breakdowns. Of course, the future work can 

be negotiated, but it is “difficult to negotiate collaboration because differences are unarticulated 

and invisible as long as the collaboration works smoothly” (Bjørn & Ngwenyama, 2008, p 229). 

The problem can be prevented or taken down to minimum if “lifeworlds” (Bjørn & Ngwenyama, 

2008, p 229)  are aligned accordingly, which can be done through negotiations. Furthermore, we 

need some sort of method or basis to sort out and analyze the information, which is already a 

hard task to achieve.  

Another problem when it comes to projects in class is the inability for the teachers to have a close 

look on the processes that occur while handling the projects. Through our studies we found that 

feedbacks are essential part from the successful project and it is hard to get an opinion when 

people don't have close look on their work. Being encapsulated can be not beneficial in most 

situations because it is hard to get third hand opinion for an improvement or resolving 

breakdowns. 

1.2. Motive 

Motivation is hard to attain and even harder to keep, especially when the process in which you 

have to stay motivated is long time framed. Our real life experience with the problems stated 

above made us highly motivated to proceed with the project. Finding better solutions was highly 

motivating and interesting. We would like to be able to upgrade the existing solutions and 

possibly get towards (hopefully) some important findings. We also believe that by solving those 

problems we can improve the quality of education along with given projects. 

Another motivation we find in the opportunity to dig deep into the virtual team collaboration 

and understand why and when breakdowns occur when collaborating through media. Managing 

a team from distance is always a challenge and we are interested on how to face those challenges 

and in the meantime improve the outcome of the processes involved in a project. 

Moreover, we find it interesting to collaborate and interact with different people while gathering 

and analyzing the information required for the project. The workshops we handle are intense 

and we find reasons in each idea we discuss, thus keeping our motivation towards the project. 

Last, but not the least, we are both very competitive and we believe that with this project we can 

actually influence the way projects are handled in schools nowadays. 

II. Theoretical framework 

We chose to group our theoretical background in order to large specter of phenomena emerging 

at different stages of project - driven activities. In the first part we look closer at the concept of 

mobility, and different approaches connected to the subject. How does it affect the way we 

collaborate with each other. Substantial tendencies will be presented and discussed. In the 

second section we would like to look at the context and its role in organizing the teams. What is 
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crucial, and how appropriate information can influence team forming process and its efficiency 

Further based on the former sections, definition of virtual team collaboration will be presented, 

with focus on three concepts relevant to improvement of cooperative work and activities it 

consist of. Last section will discuss the existing ways of forming the student groups, the 

opportunities and constraints they entail. 

2.1. Research question 

By exploring the team collaboration and the theory around it we would like to get closer to 

answering the question: How to improve the team collaboration process starting from team 

building and ending on project delivery? By supporting our conclusions on existing concepts and 

researching alternative ways we will attempt to implement possible improvements into our 

product. 

2.2. Mobility 

In following section we would like to discuss the concept of mobility, and impact of emerging 

mobile technology on our daily life. What does “mobile” really mean? Why has mobility 

increased? How does it affect us? Hopefully this section will touch upon some of that issues, and 

explain the role mobility plays in different spheres of our life. 

There is no doubt in saying that transformation of information technology has been dramatically 

expanding its scope more than ever. Our lives has never been more “mobile”, and modern 

technologies and level of their sophistication have made us more geographically independent 

than ever before. Being able to stay “on the move” and send a mail to your co-worker, or talk to 

your family is only a matter of reaching to your pocket for a mobile phone. There are several 

tendencies and concepts that have been useful in describing the reasons and goals connected to 

that transformation. We would like to look closer at some of them and possibly discuss what 

makes them relevant for our project. 

Based on the concept of Spatial Mobility, introduced by Kakihara & Sørensen in their article, post-

industrial era has been dominated by ”geographically independent “nomads” supported by 

various technologies [e.g. 8,28].”(Kakihara & Sørensen, 2001, p.33). Mobility of objects has made 

it easy to travel with. Our devices are often small sized, yet practical and functional. Mobility of 

symbols and internet access made it possible to send and reach information across the borders 

pretty much immediately. Further, as Dahlbom and Ljungberg point out “with increasing 

communicative interaction, the pace of work increases”. Role of internet in facilitating “our social 

and economic activities today requiring rapid exchange of symbols” (Kakihara & Sørensen, 2001, 

p.34) has been indubitable. The definition of virtual space has been brought up where “In such 

computer-mediated communication among people, geographical distance no longer remains a 

fundamental aspect of the interaction - the boundary between ‘here’ and ‘there’ dissolves. 

(Kakihara & Sørensen, 2001, p.34). 

Better flow of information based on the transformations named above, reflects in “improving the 

temporal efficiency of production of goods”. (Kakihara & Sørensen, 2001, p.34) It leads to new 
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ways of facilitating the communication between team members that result in elimination or 

reduction of unnecessary breakdowns. (Bjørn & Nwenyama, 2008, p.232). Better infrastructure, 

reduced response time, and “instantaneity” of information provided, creates new ways of 

approaching what we can call “social actions”. What we mean by that is the emerging ways of 

approaching others as an addition/substitution for traditional face-to-face communication. That 

would be subject of next section, where we would like to focus on the context of mobile 

technology users and their mobility. 

2.3. Context 

“People have tremendous capabilities for utilizing mobile devices in various innovative ways for 

social and cognitive activities.” (Tamminen, Oulasvirta, Toiskallio, Kankainen, 2004, p.135) A new 

ways of performing social or business activities facilitated by mobile phone need new ways of 

designing based on “clear understanding of the conditions of such work.” (Dahlbom & Ljungberg, 

1998, p.3) Different ideas and concepts has been introduced in attempt to understand and 

reduce complexity of social and business based actions. The trends in “mobile HCI research has 

evolved over the last decade in terms of approaches and focus” (Kjeldskov & Paay, 2012, p.69) - 

products of empirical, user-centered approach reflects in variety of mobile services existing 

today. Context awareness and broader understanding of contextual mobility are significant for 

the researchers in order to find out how, where, or why the user acts as he does. 

Contextual mobility is a dimension of mobility proposed by Kakihara & Sørensen. We choose to 

discuss it in this section since it is close to the concept of context awareness and it touches upon 

similar issues. One of the main benefits connected to a mobility is that “people can organize and 

manage their work activities with fewer constraints, making the work environment flexible and 

independent from geographical and temporal constraints [3,9,24]” (Kakihara & Sørensen, 2001, 

p.35). There is especially one aspect of contextual mobility that makes the article especially 

relevant to our project - Computer mediated communication that “not only enables people to 

asynchronously connect with others in distant areas, it also transforms the contextual constraints 

amongst those interacting.”(Kakihara & Sørensen, 2001, p.35). We believe that giving the 

students opportunity to explore new environment and people around them can provide some 

form of “cyberspace predicated on knowledge and information, on the common beliefs and 

practices of a society abstracted from physical space”. (Kakihara & Sørensen, 2001, p.34). 

Based on “how the changing information about an individual’s location, environment, and social 

situation can be used to initiate and facilitate people’s interactions with one another, individually 

and in groups” (Schilit, Hilbert, Trevor, 2002, p.46) we attend to mediate the information a 

student would like to obtain. 

2.4. Virtual Team collaboration 

To be able to discuss the subject of virtual team collaboration it is surely recommended to 

become familiar with the definition of such teams and relevant concepts connected to this kind 

of collaboration. 
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“Virtual teams are groups of geographically and/or organizationally 

distributed participants who collaborate towards a shared goal using a 

combination of information and communication technologies (ICT) to 

accomplish a task (Townsend et al., 1998; Lipnack & Stamps, 2000; 

Majchrzak et al., 2000; Kirkman et al., 2004).” (Bjørn & Ngwenyama 2008 

p.228); 

This definition proposed has been used in numbers of publications and it can be seen as a general 

description of what a virtual team is. Bjørn & Ngwenyama in their article try to explain not only 

what a virtual team is, but what crucial elements has to be included so that the team that is 

formed would be able to cooperate properly. Conducting some of the elements of collaborative 

work like “(...) assembling, scheduling, monitoring and coordinating individual yet 

interdependent activities between the geographical distributed participants” (Bjørn & 

Ngwenyama 2008 p.228) is an art of difficult kind. It is worth mentioning that mobility plays a 

significant role in that case since “individuals rely upon their own mobility, and the mobility of 

particular artefacts, to support collaboration, and consider resources which might enhance their 

current tasks and responsibilities.”(Luff & Heath p.305). Mobility (as we know from the previous 

sections) makes work more efficient, based on increased availability and accessibility. Following 

certain guidelines proposed by authors of the article could be helpful in improving the quality of 

final product of collaboration. 

It is often underlined in many different contexts that good communication is a key to success. 

This argument cannot be opposed, but there are many other things that has to be considered 

to make cooperation a successful one. Building a shared meaning context is probably the first 

step in establishing a virtual team work. By shared meaning context authors mean a combination 

of establishing common ground and knowledge sharing. There simply cannot be a collaboration 

if the parts involved has no common goals, and even if they do, a common platform and various 

ways of achieving that goals have to be determined. 

Concept of translucence is introduced as a tool that enables “distributed collaborators to monitor 

and interpret each other’s actions during collaboration” (Bjørn & Ngwenyama 2008 p.232). It 

consists of three important concepts: visibility, accountability and awareness that are helpful in 

improving the communication between virtual team members and “avoid or recover from 

communication breakdowns.”(Bjørn & Ngwenyama 2008 p.232). Example of such breakdown is 

being assigned to a new group working on a project. The members have to establish routines and 

strategies they will use in their project, but it is a process that takes time and concepts named 

above cannot be forgotten. 

One of the main goals connected to creating a common information space is to increase visibility. 

Visibility in this context is more about being able to follow the progress of the collaboration the 

parts are involved in and remaining aware of that collaboration. Creating and sharing objects-of-

work amongst the participants is crucial and the groupware technology taken in use has to 

generate and maintain a social link between the parts. Achieving and maintaining visibility is 

important especially when it comes to working from distance, because “important aspects of 
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collaborative practice become invisible at a distance and the boundaries shadowing the work 

increases” (Bjørn & Ngwenyama, 2008, p.232). With this product we tend to increase the visibility 

towards the projects thus providing the opportunity to all involved parties to stay updated. By 

giving users opportunity to write and share documents related to their project, possibility of 

monitoring and interpreting each other’s actions grow essentially. 

By creating visibility we aim to grow the awareness towards the project because “lack of 

awareness means lack of context and familiarity necessary for the essential, lightweight 

interactions and communication which are key to collaboration.” (Bellotti & Bly p.214). 

Awareness is the key point to which we refer to by giving team members access to mutually 

updated project site. The information provided in the system should be straightforward in order 

to reduce the risks of people loosing the main subject and at the same time give them opportunity 

to stay up to date with present activities. In contrast to email or other collaborative technologies 

supporting communication that fail to increase the awareness where “the configuration is visible 

only by individuals and not by the collective” (Bjørn & Ngwenyama p.248), our product would 

give the easy overview over projects that users are part of. We would like to make it relatively 

simple to retrieve the relevant information by labelling types of updated documents in different 

categories based on character (meetings, tasks, documents etc.). Another outcome of increasing 

awareness could be giving instant feedback or offering help with a task “Seeing something that 

someone is working on offers an occasion for unplanned interaction.” (Figure 4. Bellotti & Bly 

p.213) It could be applied by a teacher commenting or guiding the students (dependent on the 

information shared), comparable to role of foreman at the building site - “monitoring the work 

of gangs based in different locations around the construction site.”(Luff & Heath p.307). 

The third step is to keep people accountable for their actions or lack of actions. Accountability is 

dependent on whether the information is visible, thus making you aware of it. “Accountability is 

accomplished through activities that make each collaborator’s action visible to monitoring of 

others” (Bjørn & Ngwenyama, 2008, p.232). While being accountable members receive the 

opportunity to get or write feedbacks and take responsibilities for their actions. There might be 

some concerns when speaking of conditions in which accountability would be exposed for 

different users of our product. Dependent on character of information we decided that only the 

progress of the project and basic description would be available for “outsiders” or members of 

other groups taking a course. Still, the internal accountability will be maintained so that the 

people assigned for the project will know how the tasks are shared between them. 

2.5. Team forming process 

Another set of articles we would like to discuss in this part of our project are articles specifically 

focused on existing guidelines that might be helpful when it comes to grouping the students. One 

of the authors touches upon a very important subject, emphasizing that “ideally the groups 

should be diverse enough to include students with a range of intellectual abilities, academic 

interests, and cognitive styles.” (Gross Davis, 1999 p.3). The question though is how to achieve 

that? What should be taken under consideration? As we learn, leaving the job to students 

themselves can be a solution, but is it always suitable? Some of those questions will be hopefully 
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answered by our analysis of the text presented below. How existing approaches can affect the 

efficiency of groups based on a way they are created will be brought up. 

Dividing a class into groups can be done by using different techniques. Teachers “must decide 

whether to allow students to form their own groups or whether to place students in groups 

through either a random or systematic allocation process.”(Hilton & Philips, 2010, p.15). It is 

worth mentioning though, that only the latter give student opportunity to form a group based 

on prior knowledge. There are few other issues connected to subject of group forming worth 

consideration. 

As named above, allowing a student to create their group on their own, or choosing a team based 

on random selection are techniques broadly cultivated in context of cooperative learning. 

Assigning a group of students to achieve a common goal can be beneficial, “increased 

participation (...), better understanding and retention of material, mastery of skills essential to 

success in the course or in a career (...)” (Gross Davis, 1999, p.1) etc. are just some benefits named 

by Gross Davis. She simply propose assigning self-selected groups in case of smaller classes, and 

teacher-selected in case of larger groups. But the case is not as simple as that. Being new in class, 

shyness, cultural differences, or different language skills might leave some students on their own, 

make them feel uncomfortable and unmotivated. But to be able to avoid that and at the same 

time maintain the benefits of teamwork alternative ways of increasing awareness between class 

members should be possible. It is especially applicable for higher education, where knowledge 

of each other skills, interests is not available (or very limited). 

Even though Hilton & Philips based on their research “resist the temptation to conclude that 

student-selection is the superior method for forming groups” (Hilton & Philips, 2010, p.31), it 

would be challenging to apply their research to every class that has been assigned to work in a 

team. Theory they come up with that discuss importance of teachers, or “instructors” role to 

“develop trust, promote participation, and create task interdependencies” (Hilton & Philips, 

2010, p.31) is interesting, but it also depends on teachers’ motivation that may also variate from 

person to person. 

III. Existing technologies 

There are plenty of different software that is supposed to simplify project task management and 

improve communication between team members. Each of them claim to be outstanding and 

unique, but there are some similarities that tend to occur. In our survey we asked our participants 

about the software they prefer when working in team. Below, we would like to present some of 

the apps or programs that are currently used by the students, and some potential substitutes 

that we find worth mentioning. Even though physical workshops were the method that has been 

chosen by the most participants, character of our project makes it more relevant to discuss the 

virtual ways of performing the group work oriented tasks. 
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Google Drive (Google Docs) 

The majority of the survey respondents has specifically named Google Drive (or Google Docs that 

is a part of a Drive service) as the software they use in order to collaborate with team members. 

The features that make Google Docs so attractive to the user are many. The service is free, it 

allows the users to edit the documents they create in real time, many users can work 

simultaneously and last but not least it can be accessed from multiple platforms.  

“The three apps are available as web applications, as Chrome apps that work offline, and as 
mobile apps for Android and iOS. The apps are compatible with Microsoft Office file formats.” 
(https://en.wikipedia.org/wiki/Google_Docs,_Sheets,_and_Slides). Simplicity and accessibility 
are named by students as the reasons why they tend to use Docs in most of their projects.  
It might be some of the reasons in growing popularity of Google Docs among students and 

educational institutions. 

Facebook 

Surprisingly, the social media Facebook has been chosen by quite many of the surveyed. 

Unfortunately we didn’t have opportunity to ask for the reasons of their choice but we can 

hopefully touch upon some features that we find useful ourselves and justify it by referring to 

the articles from syllabus. Bjørn & Ngwenyama argues on the importance of common platform 

in order to increase the visibility of each other's contribution “virtual team need a platform on 

which they can represent their collective work (...)Without this platform the opportunity to make 

individual work visible for others to monitor decreases.(Bjørn & Ngwenyama, 2008, p.247). What 

we are trying to say here is that since majority of the students has a Facebook account, it makes 

it easier for them to find each other, initiate the group, and stay in touch. Even though the 

platform (Facebook) was probably not meant to be connected to the virtual team collaboration, 

students simply adjust their user patterns to fit their needs (linked to project tasks). Also, often 

they get access to the information team members share about themselves and it can positively 

affect their social bonding. 

Trello 

The last product we would like to discuss here is the product that got our attention, even though 

only 3 surveyed pointed it out as a software they used in their online collaboration. Trello is the 

software that is tailored strictly for group oriented work. By giving the user huge number of 

features and ways to adjust and personalize their “boards” (we can compare it to the feed site 

on Facebook) where all the project based activities would appear. We see both simplicity, clarity 

and wide range of adjustment features some of the main advantages of using Trello. 

Strong advantages of all of the products named above is definitely better translucence, visibility 

and accountability and accessibility. The factors that are rather critical for the virtual team 

collaboration in order to maximize their utilization. Ease of communication, instant access to the 

documents and being able to see each other actions are substantial tendencies and similarities 

between the software we chose to describe. 

https://en.wikipedia.org/wiki/Web_application
https://en.wikipedia.org/wiki/Chrome_app
https://en.wikipedia.org/wiki/Mobile_app
https://en.wikipedia.org/wiki/Android_(operating_system)
https://en.wikipedia.org/wiki/IOS
https://en.wikipedia.org/wiki/Microsoft_Office
https://en.wikipedia.org/wiki/Google_Docs,_Sheets,_and_Slides
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IV. Research methods 

Choosing right research methods is an important tool in order to find and hopefully understand 

existing user-patterns. It can “clearly influence the results subsequently produced” (Kjeldskov & 

Pay, 2012, p.70) and the development the mobile technology has experienced in past decade has 

triggered substantial changes in the approaches in the field. Choosing several approaches to data 

collection provided us with different type of data, as it turned out quite relevant for our case. By 

defining present patterns of use, we can further focus on places for improvement, and try to 

examine what could be done differently. This part of the report will present the methods we 

chose, followed by short argumentation of our choice. We plotted in the results in sections that 

matched our findings: prototyping and group forming parts especially, but we refer to them 

throughout report where we find them relevant. The research methods we decided to use in our 

project can be referred to survey research and applied research (Kjeldskov & Paay, 2012, p.70). 

Understanding the phenomena around group-forming and virtual team collaboration followed 

by engineering the application based on the data collected were the purposes of our work. 

The “real world” users in our case are students and teachers involved in project driven activities. 

Although their way of using the app will slightly differ, it is important to mention that both groups 

will be active users. By reviewing existing literature and articles on social interaction, 

collaborative project management and fields related to the subject matter, we created a deeper 

understanding of processes that take place in phenomena named above. Combination of the 

knowledge we gained and the data we collected and analyzed were useful tools in further 

prototyping of our product. 

Survey 

We decided to run a survey in our project in order to get feedback from larger amount of 

potential users. “Survey research is often used to collect large amounts of data from, for example, 

a large segment of actual end-users of a system, enabling much wider reaching power of 

generalization.” (Kjeldskov & Paay, 2012, p.71). 

In the first part of our survey we asked some questions about present collaboration methods. 

We asked students to name the software they choose, and level of their satisfaction. It was 

helpful in order to look a bit closer at the platforms students are using at the moment. Second 

part of our survey was based on a short presentation of our prototype, including some mock-ups 

and a prototype of our app installed on a mobile phone. Students had an opportunity to browse 

the app, share their experience of it, and some of them shared with us the improvement 

opportunities. Their comments were very useful in next stage of prototyping process and it has 

been definitely technique that “open our eyes” a bit. More comments on what particular 

feedback influenced the final product can be found in prototyping section. 

Interview 

Focusing on users, their feedback and thoughts can often influence the development process. 

From early stage of creating a tool, through designing the interface, and testing the usability of 
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final product, users can often inspire, challenge and guide developers. Purpose with interview is 

to go deep, and by conversation with a potential user reach the useful data that other methods 

might miss. 

We decided to reach out for opinions from the experts in the field, namely teachers that find 

dividing their class in small groups useful when trying to improve the outcome of the course 

(gaining certain knowledge and skills) and they use it frequently. By sending an email containing 

nine questions related to subject of team work, we tried to get some more insight from teacher’s 

perspective and possibly their motivation for choosing the particular method. Unfortunately out 

of six recipients, we received answers from only three of them. “Findings” section will look closer 

at the data we collected, and analyzed. 

V. Prototyping 

Prototyping is inevitable part of the design process in which designers create prototypes of 

different kind to advocate the ideas of features or capabilities of the future system. Although not 

at its full capacity, the purpose of prototypes is to test, evaluate and analyze basic functionalities 

of the system developed, thus emphasizing on improvement goals for future releases. Different 

sets of tools and techniques are available, from simple paper based prototypes to high-tech 

interactive applications. Prototypes take place when we don't know all the requirements and the 

constraints. It is an iterative process with trial-and-error that takes place between the project 

developers and the potential users. The advantages of the prototyping can be summarized as 

follows: 

 Reduced resources – prototyping will improve the requirements provided for the 

development process. The less modifications are applied to the real product, the more 

cost and time effective the development and maintenance are. 

 Early error detection. 

 Improved user involvement – the user interaction with the product is great asset when it 

comes to evaluating the product. The feedbacks we get are used as basis for 

improvements. This way the final product is more likely to satisfy the user expectations 

towards the product. 

 Missing functionalities can be detected on early stage. 

The preliminary requirements are collected and analyzed from our first impressions when faced 

the stated issue. Further discussion showed that the problem is very common in this context, 

thus giving a sense of “knowledge” of the ground requirements which would define such a 

system. The opportunity to be part of the problem allowed us to move forward in designing the 

first preliminary prototype, shaping the basic screens and features. The process of prototyping 

takes few steps: 

 Gather requirements and analyze available data. 

 Create preliminary design. 

 A prototype is created according to the first design. 
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 The prototype is being evaluated by potential users. 

 The data gained from the feedbacks are thoroughly collected and  analyzed. The system 

is then modified according to the required changes. 

 The second prototype is evaluated. 

 Final system is being developed while the prototype is used as starting point. 

We will walk through the main activities that took place during the prototyping and we will accent 

on user’s feedbacks after use case tests and the suggested improvement areas. 

5.1. Initial prototype 

The first prototype is meant to form the core of the system and its functionalities on which 

further improvements and requirements will be built. Although this first prototype may not have 

all the features demanded by the users, it gives a robust overview over the future system 

capabilities. Few main considerations are taken into account at this stage: 

 user experience between the shifting views; 

 completeness and value of the information presented; 

 project organizing tools overview; 

Nowadays users are very demanding when it comes to user experience. First impression over the 

product is of highest value and people decide whether they feel comfortable with it in a matter 

of seconds. The prototype provides several layers of views (Figure 1), each of which present 

different type of information and tools to conduct the processes. In regards of consistency and 

intuitiveness the system is designed on three levels, which represent the dashboard, the projects 

in different courses and the currently browsed project. Hence, the navigation in the system is 

simple and intertwined by links placed strategically in the main and secondary menu, as well as 

on pages. The design of the interface is simple due to the initial prototyping stage but it will be 

refined during further development. 

 

Figure 1 Project layout levels 
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The product is considered as a decision making tool at the early stages of the projects. Regarding 
to that, the most important part of the system is the information presented and the value that it 
carries. The system provides two types of information – relevant skills and interests of the users, 
and feedbacks and comments on the projects. User’s relevant information are presented on their 
profile pages and are divided in three main categories, which are education, skills and interests. 
Each section is individually manageable and as an extra feature users can sync up their profiles 
with the professional social network LinkedIn. Comments and feedbacks are also considered as 
valuable sources of information because through them users can give voice to their thoughts and 
express opinions and places for improvements on subjects they find interesting. The information 
is visible to each participant in the course thus bringing transparency over the processes. 

In terms of organizing the project activities, the system provides diversified tools starting from 

project and tasks planning, through workshops and arrangements, and ending with discussion 

sessions. Additional collaboration tool is the document sharing functionality, which allows 

members to share relevant document of different formats to other members of the project. Each 

document is privately stored in the system and is accessible “on the go”. 

The initial prototype provides main screens (Figure 2) with related to the projects information. 

The whole process of organizing and conducting the projects is monitored by the teachers. The 

teachers have relatively the same experience with the application, when it comes to screens and 

functionality, but additional changes will be applied after analysis of their requirements.  

Figure 2 Initial Prototype 

5.2. Use case tests and analysis 

After the initial prototype development an actual testing took place in the University of Oslo, 

where students were asked to navigate through the application and fill out a basic survey 

expressing their experiences towards the system. This way we could get more insights of their 
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expectations and monitor their behavior, whether they feel comfortable or frustrated with the 

application. Most of the students had really short time browsing the application, but as 

mentioned before users need only few seconds to decide whether they like the product and will 

continue to rely on it, or they prefer not to change their methods of collaboration. 

The feedback from the users was presented in the form of survey, which comprised of two parts 

– basic questions about the tools they currently use to collaborate and overall satisfaction 

towards the system presented. First part showed that users mean to collaborate with each other 

mainly through workshops or tools like Google Docs and Instant Messaging applications. Also we 

realized that people use a vast diversity of solutions, which differ mainly in the context they are 

used. Although most people are satisfied with the available tools they use for collaboration, we 

think that they can be present in one solution and our goal is to provide that solution. 

The following part of the survey showed actual results towards testing the prototype. Most of 

the people found that the information stored in the system is sufficient in order to conduct 

successful projects. Although, there are some debates towards the simplicity and clearness of 

the system, which indicates for navigation problems and poor user experience in general. From 

one side the prototype is minimalistic, meaning that the functionalities are at their very basic 

stage which might bring to confusion towards the users. But from another, people felt uneasy 

with the navigation: 

“Little bit hard to navigate to the front page (had to use the back button 

on the Android which is not obvious for me as an iOS user).” 

This feedback addresses one main issue – the diversity of the devices and the different 

experience users have with them. The application was preliminary designed for Android users, 

but most people felt uneasy navigating through it because they felt uncomfortable using the 

Android phones interfaces. Despite the fact that the application follows simple structure, few 

changes are necessary in order to standardize it to the most common devices. Although the 

system provided back functionality in order to get back and forth through the layers, users 

demanded more comprehensive way to get to the front page. 

Users also expressed concerns towards privacy issues. Who owns the data and what might be 

the restrictions towards sharing sensitive information with other users? Preliminary the data is 

stored on the server and only members of the project groups who owns the data are able to edit 

or delete the information. Additional options for information visibility will be implemented as the 

system gets into actual development process. Of course part of the information, which briefly 

describes the project, is considered to be “always” visible in order to provide recognizable 

information for the project and provide some consistency towards all the projects. 

Another suggestions comprised of color schema improvements. Users shared opinion that the 

colors used are too simple and the graphical interface has to be improved regardless the stage of 

the project. Expected outcome is better user experience and more intuitive navigation. Some 

opinions concerned the inability to share media while messaging or having a closed discussions. 
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This issue will be addressed in future releases of the product, but is not prioritized for the next 

prototype. 

5.3. Next version prototype 

The conducted survey showed that generally the product met the expectations of the users, but 

they clearly stated some improvement goals that had to be applied before the next release of 

the prototype. The second prototype is of high value for the development process, because it 

shows the applied improvements and decides whether the project is moving towards the right 

direction. Rather than implementing all the suggestions from the survey, we decided to accent 

on the general ideas for improvements. We will walk through the modifications applied for the 

next release in the following sections. 

Navigation has huge impact on user experience. The navigation had two major flaws in the first 
release – the lack of back button and clearness between the functionality behind it. A back button 
has been applied in the header, which led to layout changes. Furthermore, its function has been 
improved by following the three level concept of the system, so regardless of the previous actions 
the user will be always brought back to the screen before the current (Figure 1). Lastly, a link to 
the dashboard has been added in the menu, so users can easily navigate to the dashboard. These 
changes are also in favor to the layout consistency and functionality between the different 
devices and operating system – Android and iOS. Figure 3 shows the changes applied in the 
navigation menu and the back button. 
 
Other improvements were made towards the interface of the application. Users complained of 

the simple interface and the unattractiveness of the application. Color schema has been changed 

and blue has been chosen as the main color. Different nuances of the color have been applied to 

the main elements for better user experience and intuitive navigation (Figure 4). Sections of 

information have been outlined and separated to emphasize the importance of the information 

Figure 4 Project interface Figure 3 Dashboard 
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presented in them. Links are made more visible and additional contrast between the elements 

are added. Additional options in settings are considered as future improvement, through which 

the user will be able to control the color schemas used in the application. The design presented 

in this version of the application is not final and more changes will be applied in later stages of 

the development. 

This prototype is considered as final and from here on the actual development will be based on 
the results analyzed from the feedbacks. The testing of the prototype will take place in the same 
environment and if possible, with the same students which will allow them to recognize and 
assess the modifications applied and will give a broader and more valuable information for 
analysis. 

5.4. Asessment and analysis 

Both versions of the prototype give valuable information and set improvement goals for the next 

versions. Feedbacks from the testing sessions showed that the application will be valued among 

the project groups and will be in great effort while arranging and conducting projects. From other 

side, teachers recognized the importance of aligning students with similar interests and different 

skills. Prototype version two narrowed down and resolved some of the issues accumulated from 

the first session of the testing. Main flaws in the system were made visible and clear thus giving 

place for improvements for future releases. 

Next steps include finalizing prototype two data analysis and kick-off start of the actual 
development process. Most of the functionalities in the prototypes are flat, meaning that there 
is no logic behind them and they don't function with their full capacity. Those functionalities will 
be developed with the latest available technologies to ensure fast, adaptive and flexible 
application environment. The development process includes many design decisions which will be 
based on the data collected and future researches. The product will be released and tested again 
in a user acceptance testing period before its final release, where users, preferable from the first 
two testing sessions, will be able to navigate, explore and assess the application. That user 
acceptance period might lead to more modifications, which are expected to be more concrete 
and hence, cleared fast. User acceptance testing ends with the final release of the product. 

VI. Findings 

6.1. Based on survey 

Based on survey, we discovered that the range of different software platforms used by the 

students we surveyed was quite wide (Figure 5). It could be effect of the internal agreements 

regarding the software they were willing to use. 

Even though diversity of software used was high, it didn’t affect the satisfaction of the surveyed. 

70 % of them are satisfied and 30% very satisfied when asked about “media” they use in order to 

collaborate with each other. We could probably ask if they had some experience in using the 

platform chosen, or if they had to learn how to use it. Giving them choice also reduces the 

possible frustration and dissatisfaction that using the mandatory software could cause. Other 
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part of the survey delivered some interesting data concerning beVy and the short interaction 

performed by potential users. 50 %found the information provided by beVy sufficient, 10 % - very 

sufficient and the rest - 40 % had no opinion (the results could have been biased by short time of 

interaction). Ease of use has also been an object of inaccuracy, since 55 % of surveyed answered 

“Yes” asked if the app was easy to use, 35 % answered “No” and “Maybe” was an answer in case 

of remaining 20%. The difference between positive and negative answers wasn’t significant 

enough to assume that app was easy to use. Larger sample size could help in creating a correct 

statement. As we named in prototyping section, feedback given by potential users was very 

useful in implementing additional functions and adjusting the prototype to increase usability. 

Over 50% of the participants rated our prototype with 5 in scale from 1-6, which we could assume 

is pretty decent score. Ideally we could try to ask the same group some questions after 

implementing the changes in functionality and design. Unfortunately we didn’t manage to 

conduct another survey, we will include further comments on that in the conclusion. 

 

 
Figure 5 Present ways of team collaboration. 

6.2. Based on interview. 

First interviewee - Yngve Lindsjørn is lecturer in course INF5181 - Process improvement and agile 

methods in systems development. Second interviewee is Jo Herstad, lecturer in INF5261 - 

Development of mobile information systems and services. Last but not least, Alma Culèn - 

lecturer in courses related to Interaction Design (including INF4060), all of them has given us 

good feedback concerning her experiences around group forming process. 
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To start with, all of them are adherent of collaborative work practices. Some outcomes of using 

this way of learning named by the interviewees is noticeable boost of activity around subject 

involved in a course, more discussions and what follows - better learning as a result of solving 

the tasks together and sharing knowledge between the peers. Visibility is named as a main factor 

that defines sizes of the groups formed. Smaller group means more visibility and less constraints 

in initiation of the project but also in further task administration. According to answers given it is 

rather preferable to let the students establish and organize their own groups. Being flexible 

though seems to be a key in successful division of the class. What is interesting to notice is that 

all teachers agree that students should be given a chance to introduce themselves, their skills 

and interest. We find it interesting because despite them seeing the importance of such, they 

either tend to forget it, use it only when the course classes is relatively small, or not use it at all. 

The practical issues connected to letting students present themselves like: time limit, large 

classes, people that are not present or drop out, tend to negatively influence the awareness of 

each other skills and interests. That is why introducing new opportunities to get that knowledge 

could improve the existing ways of group forming significantly. They could also eliminate the 

uncertainty around the further collaboration and ensure the teachers that groups formed are 

based on diverse skills and knowledge, willing to cooperate and that could lead to larger learning 

potential and better outcome. At the same time giving students possibility to form groups on 

their own result in less trouble in “breaking the ice”, faster trust building, better social life and 

last but not least higher results (based on research by Hilton & Philips). 

VII. Universal Design 

Even in this high-tech world, where everything is automated as much as possible, people with 

disabilities continue to face challenges when it comes to access the full range of available 

opportunities to people without disabilities. Universal design tries to address that issue by 

implying standards to product development regardless of the type. The same issue is addressed 

in many applications in ICT and despite the fact that there is a visible progress in that area in the 

late few years, no concrete standards or solutions are unified and applied in regards to usability. 

Hence, universal design applied in each product differs from one another thus bringing to 

confusion and uncertainty. To ensure sustainable and intuitive usage, interfaces, services and the 

interaction should be easy accessible and follow unified standards. 

Developing mobile application that provides features in regards of universal design is a matter of 

design solutions and technical advancements. Designers are already familiar with several 

guidelines when designing interactive interfaces for people with disabilities, such as: 

 High contrast between elements. 

 Readable text, which is achieved by bigger font size and unified and easy-to-read font. 

 Less media, including images and videos, though this is not so relevant with late 

technologies but is still in favor to the universal design. 

 Intuitive elements like buttons, search fields, text paragraphs, links and etc. 
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The downside of designing following those guidelines is that people cannot feel the full user 

experience which is supposed to be provided otherwise. “The design of products for people with 

disabilities or impairments should care not only about usability dimensions but also about the 

image and values conveyed by the products, in order to make them acceptable in our social 

environment.“ (Plos, A., Buisine, S, 2006) Achieving such an interaction between human and 

computers where people have relatively the same experience is a matter of deep design 

researches and solutions, and technical improvements and advancements. 

With this project we aim to persuade a main universal design issue by providing access for people 

with disabilities to the opportunity to be in touch, follow progress and participate in projects, 

which otherwise would be challenging to achieve. People with motor dysfunctions might not be 

able to participate in everyday activities towards the projects but with this product the overall 

sense of being part of and contributing to the project will be preserved. Furthermore, by 

organizing all the activities and materials that follow the projects in one application we aim to 

give fast, easy and intuitive access to the information. The application is designed as simple as 

possible, with visible outlines of different sections and elements, intuitive menu and buttons and 

rather simple structure. This tends to improve and support the experience of people with 

disabilities with the application by reducing the errors which might occur with rather more 

complex structure or interface. The color scheme is mutual and there is visible contrast between 

the elements. 

Universal design is open discussion theme and it tends to improve rapidly. In this product we 

consider the universal design as one of the main challenges and we tend to improve the product 

regularly in order to improve the user experiences of people with disabilities. 

VIII. Discussion 

When it comes to team work, either it is in academic or work environment, collaboration is a key 

factor. Successful projects are held within self-manageable teams with established common 

grounds and aligned lifeworlds. Within teams, whether its virtual or co-located team, having a 

say and expression opinion, good or bad, is essential. Team forming is a process which takes two 

parts, before the team is formed and after. We believe that teams can be formed in a better 

manner, taking in account relevant information about the members and forming highly effective 

teams. Moreover, better aligned teams will take less effort to engage into projects, create 

atmosphere for collaboration and information sharing. There are three factors that play role 

when forming a team – life experience, skills and interests. Gathering people with similar 

interests and different skills is a premise for smooth delivery teams. 

With this application we tend to increase the awareness between potential team members and 

their individual professional profile. In order to achieve that, we aim to increase the visibility by 

providing a tool to represent their personal capabilities and desires. Picking team to work with 

acknowledgement of their background and future goals is the meaning of being accountable for 

his or her action. Accountability may occur in different forms and places, and this application 

tends to improve those aspects in order to achieve better results while developing and delivering 
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a project. Visibility, accountability and awareness are the three pillars of the good communication 

between members in project-driven activities. 

Researchers are debating over the ability to form groups by themselves or entrusting that 

responsibility to other involved person, in this situation the teacher. Teachers forming groups has 

many advantages, starting from the improving ability to collaborate with people to whom you 

have been assigned to, through collaborating and aligning different visions over a given issue and 

ending with the chance of forming strong and highly effective team that would last long. Of 

course, time efficiency is common advantage in such situations. These are some of the reasons 

that drive teachers to form project groups based on their intuition, vision over things and future 

outcomes. Despite that, researches show that team formed and self-organized are more 

productive and effective. Hence, people who know their habits, interests and skills tend to form 

strong and long lasting teams, thus giving better results as project delivery. As a downside, such 

teams are unlikely to experiment, improve significantly and produce something unexpected. The 

overall creativity is reduced. 

Currently, there are many platforms and tools in favor to student's collaboration. They are 

flexible, comprehensive and well-known. A study we held showed that students use different 

system to collaborate, starting from the ordinary phone calls and face-to-face co-located 

workshops and ending with instant messaging and the infamous Google Docs. Google Docs is a 

powerful tool for team collaboration when it comes to project writing and formatting the reports. 

A great disadvantages is the fact that there is no complete consistency of what students use 

during the project period – some of them tend to use different tools and approaches than others. 

Also, the first idea behind those tools is not always project management which leads to missing 

necessary features and features which are not in use, but take great amount of resources. 

Therefore, we believe our application will be in great favor for student’s project-driven activities, 

which brings another debate – mandatory versus voluntary use. A tool can be outlined as a great 

solution and can be suggested from teachers as a method for collaboration, but we don't think 

that it should be mandatory. After all people are different, some prefer to stay with the old, but 

well known ways of communication and project collaboration, others might find useful to try and 

appreciate a powerful tool designed exclusively for their project needs. 

Another important, yet unresolved issue is the privacy policy. The purpose of the academic 

environment is to share information, hence we believe that the viable information about each 

project should be shared throughout course members. In that manner, students might find 

interested in sharing thoughts with other groups, find inspiration to improve their own project 

or just share knowledge and impressions. Furthermore, the information should be kept visible 

for future references, thus improving the overall impact on next generation of students.   

IX. Conclusion 

The project group forming process offers many challenges, some of which were addressed in the 

current report. We started by introducing the project and our personal motivation behind the 

selected topic by stating the problem we encountered during our first contact with different 
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courses and involved people. We then continued with exploring different literature and theories 

behind our task. A theoretical framework were chosen, based on the principle of visibility, 

accountability and awareness pointed out in the articles we introduced and analyzed. In addition, 

deeper researches on universal design, why it is important topic and how it is applied in the 

offered solution. After, we described different approaches we used to collect and analyze data in 

order to meet the user’s expectations. Hence, we came up with a solution based on our 

researches and observations. 

The proposed solution derived from two logically intertwined parts – factors affecting decisions 

towards group forming processes and the actual performance of the formed groups towards the 

projects and involved processes. We explained the influence different factors may have on 

decision making process and the advantages of the two types of forming groups – self-forming 

groups and groups formed in regards to teacher's decision. Afterwards, we put forth and 

explained why and which tools are essential and take part in successful projects. We created a 

prototype which we tested in environment similar to its purpose use and with members involved 

in projects in their studies. The data from the first prototype were collected and analyzed, which 

led to next version with improved interface and functionality based on the feedbacks received 

from users. Unfortunately, time constraints did not allow us to further test the prototype, but 

additional testing and development will take place in future commitments to the project. The 

product is expected to have visible impact on group forming processes and project-driven 

activities towards students and teachers. 
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Appendix 

Interview questions 

My name is Oskar Galewicz and I am a master student at IFI (my study program is Informatics: 

design, use, interaction). As a part of a "bevy" project in INF5261 that touches the subject of 

forming groups, i would like to ask you some questions, in order to get better insight into existing 

ways of solving group forming task. Getting information from the domain expert would be a great 

opportunity to deepen our knowledge in that field. It would be very helpful in further 

development of our project and your answers would be highly appreciated. 

1. Do you prefer dividing your class in smaller groups? Are there any outcomes that makes 

that    way of working more attractive? 

2. What is the preferable group size (how many members per group)? Is there any reason 

for that? 

3. What techniques do you use to divide the class? Do you find any technique exceptional 

in order to achieve better results? 

4. Are students given a chance to introduce themselves, their skills and interests? Could that 

kind of knowledge of each other be helpful in creating groups with higher efficiency? 

5. Are there any specific challenges connected to the group forming process? 

6. How can the group forming process be improved? 

7. Are there any noticeable differences between the efficiency of self-formed and randomly 

assigned groups throughout the project? (Are there any tendencies you might have 

noticed?) 

8. How would the perfect team look like? 

9. Are there any tips you give your students when you let them form groups themselves? 

Thank you for your time. 

Yours sincerely, 

Oskar Galewicz 
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Interview Answers 

Yngve Lindsjørn 

1. Do you prefer dividing your class in smaller groups? Are there any outcomes that 

makes that way of working more attractive? 

It depends. We prefer not to divide the "class" in smaller groups when we have lectures in 

plenum. If we have a workshop we often want to divide the "class" in groups of 4-8 people, 

depending on the workshop. For the compulsory assignments ("obligatoriske oppgaver") in the 

course, we want groups of 2-4 students solving the assignments together. 

2. What is the preferable group size (how many members per group)? Is there any 

reason for that? 

It depends - for solving the compulsory assignments in "our" courses, the preferable group size 

is 3-4 students, but we have to be flexible. For the workshops in our courses (1-2 hour 

workshops), the preferable size is 5-6 persons. 

3. What techniques do you use to divide the class? Do you find any technique 

exceptional in order to achieve better results? 

We need to be flexible. For the workshops we divide (random) the groups in the class, for the 

compulsory assignments, we do both: Some of the groups we divide (random), the students 

themselves divide some of the groups. Very often there will be changes in the groups, because 

some are leaving the course or other reasons. Some students strongly want to work alone, and 

they are allowed if they have good reasons for it. 

4. Are students given a chance to introduce themselves, their skills and interests? Could 

that kind of knowledge of each other be helpful in creating groups with higher 

efficiency? 

We are not doing that, but maybe that could be useful in some courses. 

5. Are there any specific challenges connected to the group forming process 

For the compulsory assignments ("obligatoriske oppgaver"): The challenge is whether the 

students or we are forming the groups - and we need to be flexible. Generally we want to form 

the groups (random) - but we have experienced that some of the students very much want to 

form the groups themselves. 

6. How can the group forming process be improved. 

Difficult to answer. 

7. Are there any noticeable differences between the efficiency of self-formed and 

randomly assigned groups throughout the project? (Are there any tendencies you 

might have noticed?) 
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Our experience (from last year) is that the self-formed groups and randomly assigned groups 

were similar in results, but there were few groups and we need to have more groups to say 

something significant about this. 

8. How would the perfect team look like? 

A good question:-) But I have no good answers. 

9. Are there any tips you give your students when you let them form groups themselves? 

Not specific tips - we say that as a general rule it is a good idea to collaborate. 

Jo Herstad 

1. Do you prefer dividing your class in smaller groups? Are there any outcomes that 

makes that way of working more attractive? 

Yes, to divide a class into smaller groups for projects - or just in a lecture spontaneously 
is beneficial for: 

- more discussions 

- more activity among the students 

2. What is the preferable group size (how many members per group)? Is there any 
reason for that? 

3-5 people in a group is by experience seen as an ideal size; little overhead and 
coordination cost in the group - and easy to “get going”. 

3. What techniques do you use to divide the class? Do you find any technique 

exceptional in order to achieve better results? 

Most often, I like to let students organize and establish their own group. in order to 
achieve better results? 

4. Are students given a chance to introduce themselves, their skills and interests? 
Could that kind of knowledge of each other be helpful in creating groups with 
higher efficiency? 

Yes, definitely - this I sometimes forget - so it is good to be reminded!!!   

5. Are there any specific challenges connected to the group forming process? 

Uncertainty: Will it work this time???  I guess this is the main challenge, to be able to live 
with the uncertainty for a while. 

6. How can the group forming process be improved? 

By spending more time in the formation phase on the process. 

7. Are there any noticeable differences between the efficiency of self-formed and 
randomly assigned groups throughout the project? (Are there any tendencies 
you might have noticed?) 

I tend to notice that self-formed groups are performing better; perhaps because they 
have selected topic - and partners themselves. 
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8. How would the perfect team look like? 

Engaged.  Curious.  Willing to listen to each other.  Interested in learning. 

9. Are there any tips you give your students when you let them form groups 
themselves? 

Do not hesitate to present what “you are interested in”; Present yourself. 

Alma Culèn 

1. Do you prefer dividing your class in smaller groups? Are there any outcomes 
that makes that    way of working more attractive? 

For some tasks, it certainly makes sense to work in smaller groups. For all project work, 
homework etc., it makes sense to work in smaller groups. Those should be conductive to 
better learning, as one learns from trying to solve the task, but also from peers. 

2. What is the preferable group size (how many members per group)? Is there any 
reason for that? 

For project work, groups of 3-4 are ideal. They are easy to administrate (make work 
schedules, keep track of tasks). All work is easily visible, for all members. Thus, also 
learning happens more directly. A larger amount of people can make processes more 
hidden, some may think that their contribution is not directly visible (thus allowing for 
procrastination or uneven distribution of work easier). Learning may also suffer from 
this. If people have different knowledge and experience that matters for the project, 
groups can be bigger, in particular in professional settings where learning is less 
important, and goal achieving more important.  

3. What techniques do you use to divide the class? Do you find any technique 
exceptional in order to achieve better results? 

I believe that people who know that they work well together from before should be 
allowed to do so. The results are usually better. Another motivator is the task itself - if it 
engages people in the right way, it does not matter whether they know each other or 
not. Thus, I prefer to present tasks first and then let people respond to tasks. The 
experiential evidence shows that when people chose tasks that are right for them, the 
results are better. When the above two methods fail to divide the class into groups, I use 
other forms of assignments such as simply distributing people at random. 

4. Are students given a chance to introduce themselves, their skills and interests? 
Could that kind of knowledge of each other be helpful in creating groups with 
higher efficiency? 

In smaller classes, this is how I start. Yes, that kind of knowledge helps. Also the process 
of discussing skills in the class, allows people to get acquainted better and learn what 
each participant considers as his/her strong or weak sides. It also helps people to start 
reflecting over their skills and knowledge. 

5. Are there any specific challenges connected to the group forming process? 

Yes. There are many challenges. In educational settings in particular, ensuring that the 
group has a chance to work well together (by for example talking to all group members 
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about expectations in relation to group work) is difficult (usually scheduling and time 
issues). 

6. How can the group forming process be improved? 

Discussing skills, knowledge, abilities that people have. Again, great for smaller classes, 
but not so great for large ones. Setting a clear set of expectations is also important. 

7. Are there any noticeable differences between the efficiency of self-formed and 
randomly assigned groups throughout the project? (Are there any tendencies 
you might have noticed) 

Groups that are made through forced assignment suffer more in the start. People get 
easier irritated by other people and complaints are more frequent. But if these issues 
get adequately resolved in time, the group may grow and learned from the experience. 
Their results at the end, may surpass others, even groups where people worked for a 
long time together. If the issues do not get resolved, resentment takes over and groups 
turns in weaker results (the case here is often that one person does not do anything, or 
does not do enough to support the work of the group) 

8. How would the perfect team look like? 

Diverse skills and knowledge=large learning potential and more opportunities open to 
the group 

9. Are there any tips you give your students when you let them form groups 
themselves? 

Usually not. 
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Survey 
Part 1. Present situation. 

1. Are you a part of any virtual team? 

YES ___  NO ___ 

2. How do you collaborate with your team? (Choose one or more) 

O Facebook 

O Skype 

O Workshops (physical meetings) 

O E-mail 

O Phonecalls 

O Use of other medium (what?)  

……………………………………………………………………………………………………………………………………………………

……………………………………………………………………………………………………………………………………………………

…………………………………………………………………………………………………………………………………….. 

 

3. How satisfied are you with the media providing collaboration with your group members? 

Very unsatisfied Unsatisfied No opinion Satisfied Very staisfied 

     

 

Part 2. beVy 

1. Is the information provided by app sufficient? 

Very insufficient Insufficient No opinion Sufficient Very Sufficient 

     

 

2. Is the app clear and easy to use? 

YES ___  NO___ 

3. Place for improvement? 

…………………........................................................................................................................................

...........................................................................................................................................................

...........................................................................................................................................................

.......................................................................................................................................................... 

4. Overall score (1 lowest – 6 highest) 

1 2 3 4 5 6 

      

 

 


