The DesignIT platform supports and promotes creativity! DesignIT helps learners and users
in general to execute and collect contextual data, analyse it and keep engagement alive
through the gamified features. The platform can be used in mobile devices to allow smooth
contextual data gathering. DesignIT platform is especially suitable for project work where
teams are solving wicked problems and need be creative. The tool has been designed and
developed in the framework of the Erasmus+ project Design thinking in higher education for
promoting human-centered innovation in business and society, 2017-1-EE01-KA203-034889.
DesignIT project aims at encouraging innovation, creativity among Higher Education
students supporting them in bringing ideas into action. Our solution is providing Higher
Education educators with methods and gamified tools for design thinking. We will apply
Design thinking through gamified ICT deployment in the context of entrepreneurship
education in formal and informal entrepreneurship education contexts as a complementary
learning tool. The project will improve the current situation in entrepreneurship education
in Higher Education courses. The impact is created in the participating Higher Education
institutions by empowering the changes towards creative interdisciplinary project based
learning with gamified design thinking approaches. This will happen by exchanging
gamifying and design thinking experiences among partners and creating new
application ways for gamified design thinking in different contextual settings in engineering
and entrepreneurship education courses.

A few words about the project
The Department of Electrical and Computer Engineering (ECE) of the University of Thessaly
(UTH) in the terms of the DesignIT project, which is funded by the Erasmus+, has designed
and developed a platform that supports and promotes creativity. The platform allows the
students to work in teams and implement design thinking in order to solve real-life
problems. More precisely, students can implement the ideas of “empathise”, “define”,
“ideate”, “prototype” and “test” in order to design a service or a product.

During the previous semester, in the terms of the course “Technology in Education”, taught
by Mrs. Tsalapatas Harikleia, students had to use the DesignIT platform for their project, in
order to familiarize with the ideas of design thinking and pervasive learning. Students would
work in groups and had to come up with a new project idea. The project had 6 steps, where
each step started in a different week. A total of 140 students participated in the evaluation
process, which spanned the 2nd half of the fall 2018-2019 semester. The students worked in
teams of 5-8 individuals. A total of 28 teams participated in the evaluation activities. The
students were asked to use the DesignIT platform in order to design a pervasive learning
service, namely a service that supports education anywhere and anytime through mobile
and other devices. The project was obligatory in the context of the course work.

1st week: Start of the project – get familiar with design thinking
During the first week, the students had to visit the website http://designit.e-ce.uth.gr/#/ and
register, by creating a new personal account. After that, they had to login their account and
enter the course’s lobby “Technology in Education Projects.”

After entering the course’s lobby, the students had to enter the challenge which had the
name of their group.

And after that they were ready to add new notes and ideas on the canvas. At each
stage/step of the project, the platform shows instructions that the students have to follow.
During the first week, students had to find information or sources about design thinking and
pervasive learning.

2nd week: Use the BEACONING platform on your desktop
During the second week, students got instructions on how to use the BEACONING platform
from their desktop and insert some comments and notes on their board. BEACONING is a
platform about pervasive learning. The students reviewed the platform as an example of a
pervasive learning environment in order to build experience on the concepts of pervasive
learning that can take place anywhere and anytime through the support of mobile and other
devices.

3rd week: Use the BEACONING platform on your mobile device
During this week, students had to use the BEACONING platform on their mobile device and
add comments on their board.

4th week: Design a platform that uses the ideas of design thinking and
pervasive learning
During the 4th week, the students had to gather information about the functionality of a
service that uses the ideas of design thinking and pervasive learning, and add that
information on their board.

After this step, the board would be full of notes. In the notes there would be designing ideas
about the functionality of a learning platform that the students suggested.
This is the ideation step of design thinking, where you think of solutions to each aspect of
the problem.

5th week: Design a prototype of the suggested platform
During the 5th week, students had to improve the ideas they have added on their board
during the 4th week (previous step), in order to improve the functionality of the learning
service they had suggested.

After this step, there will be notes full of ideas about the functionality of the platform the
students suggest.
This is the prototype step of design thinking, where you develop solution prototypes for
each aspect of the problem.

6th week: Answer the questionnaire
During the last week of the project, students had to answer a questionnaire about their
experience of using the DesignIT platform.

Questionnaire for evaluation the DesignIT platform
Students had to answer the questionnaire by groups and evaluate the DesignIT platform.
We will see the questions and the answers below.

1st question: How did the DesignIT platform helped you at being creative
and finding out possible designing solutions
What did the students answer:
The DesignIT tool promotes creativity, interactivity and communication between team
members. The post-it stickers help you stay organized through the canvas and categorize
your ideas, while the team is working together simultaneously. Moreover, the notes can be
used by all team members, meaning that everybody’s idea is taken into account. The
DesignIT interface acts like a blackboard with stickers, where it is easier to categorize your
ideas, and break the initial problem into smaller ones, so that each post-it sticker represents
a smaller problem. Additionally, you can visualize your ideas and edit them whenever you
want, which helps you be creative and process your ideas. It also helps you work step by
step and gradually improve your idea. The DesignIT tool can be also used on portable
devices and users can collect data whenever they are and analyze them. The interface is
very user-friendly and learning becomes interactive. Users can upload text, photos, audio,
videos, links etc. which makes information easier to process and brainstorming more
creative and fun. The fact that DesignIT tool is an online platform helps, because team
members can communicate with each other whenever they want, even all together at the
same time. Users can also communicate with members from the other teams, who can help
them design and implement their ideas. There is also the review and help canvas, which can
be used by team members in the case they get stuck or need help with their project.

2nd question: How did the DesignIT platform helped you at better
collaborating with the rest of the team
What did the students answer:
DesignIT helps working in an asynchronous way, while each team member follows his own
schedule and ideas. Through DesignIT it is easy to creatively organize our ideas and work all
together as a team. The notes on the board helped at working together, but also see the
progress and ideas of other teams. In that way there was no problem in collaborating -as it
happens in most team projects- because of the lack of common free time for example.
DesignIT is a tool that solves many problems and helps collaborating effectively, since all
team members can use the notes. Team members can exchange ideas, search for
information, even if they are not at the same place at the same time. The interface
promotes collaboration, for example all team members can sign up in a “challenge” and
then have a common work space. Despite location and device, everyone has his own profile
and can upload his own ideas, then comment on others’ ideas and even combine them to
make something better and bigger. The fact that the tool is online means that anyone can

use it whenever he is. Team members can work at the same time and communicate with
each other, even if they are not in the same room. The project is adjusted in team’s time
schedule, where the members choose how fast they could proceed with their ideas.

3rd question: How did the DesignIT tool helped you at participating at the
designing process
What did the students answer:
The DesignIT tool helped with the designing process and made it more efficient, since the
users had to follow certain steps and rules, which made the way of thinking and designing
more structured and functional. Team members were able to gather all of their thoughts
and ideas on a board and edit them however they want, thus the tool helped with the
designing process and really understood the consumer’s wishes in making new strategic for
problem solving. The possibilities that the DesignIT board offers, make the designing process
not only simple but also fun, because the users can add post-it stickers that contain text,
pictures and videos. This helps them understand better and easier the designing process.
Team members can upload their own ideas on a common canvas, edit them, combine them
and get feedback. This means that everyone’s ideas are taken into account for the final
project idea, with every team member working on his own rhythm and time schedule.
Moreover, the “Ask for Brainstorm”, “Ask for help” and “Review” canvases made the
feedback easier and helped at the designing process.

4th question: Which of the platform’s features were easier to use
What did the students answer:

The DesignIT platform offers many tools that are easy to use. First of all, it has a very userfriendly GUI and the user does not have to spend much time to understand how the
platform works. The project was organized in “weeks”, which made the designing process
very easy, because team members could work more effectively each week, faster and more
organized. Moreover, the way you can upload new ideas on the canvas is also easy, you only
have to click the button and select what else you want to add on your note (text, photo,
video, etc.). After creating a new note and adding it on the canvas, you can move the note
and place it wherever you want on the canvas, change its color and size, which helps at
organizing your ideas and thoughts. Notes were very useful, because any member of the
group could use them any time of the day, from their own device in order to participate in
the project. Every team member could add his own notes and comment on others’ notes.
You can also personalize the notes and organize them by color. Moreover, the “Ask for
Brainstorm” and “Ask for help” canvases made the feedback easier and helped at the
designing process.

