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Dear Reader

The first Lahti UAS summer school 2015 gave us good feedback and great experiences and
these encourage us to continue this unique approach. The second edition of Co-designing
Better Urban Living and Wellbeing was held in Lahti 30.5.-10.6.2016. The good practices
learned from the first summer school were used and developed further.

We have gathered 10 fresh articles for this publication. The articles describe the benefits
of the summer school and the project-based student projects, which were carried out dur-

ing the two intensive weeks.

We would like to thank all working life partners, students, teachers and other staff mem-
bers for the successful cooperation, and for their contributions to this publication.

We sincerely hope this story will continue.

Lahti, 1 December 2016
Sari Horn
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3D SCANNING: THE FUTURE?

Juha Hyytidinen, Laura O’Connor, Joanna Duncan,
Eamon Nolan, Niko Koho and Jane Lie

3D Scanning: the Future?

Introduction

Living a sustainable lifestyle is now at the forefront of society, and the need for efficient
modes and routes of transport is an issue that affects the majority of lives.

3D scanning creates the opportunity to produce maps that allow users to visualize places
easily. It will then in turn make planning new trips and improving old ones more efficient.

With the benefit of creating a more systematic society that enables a variety of users such
as students, doctors and emergency services to streamline their everyday tasks and op-
erations, this technology has the potential of becoming an integral part of human lives.

By collaborating with Symetri, a 3D scanning company, this project focuses on making 3D
scanning accessible for the general public to use on a frequent basis. This should in turn
help to increase the efficiency and sustainability of daily life. The company was founded
in Borlange, Sweden in 1989. Since then it has grown to be an international entity with of-
fices throughout Europe. (Shape the future, 2016)

“Symetri allows innovative companies within the construction, property and industrial
sectors to optimize workflow, facilitate data management and improve quality throughout
the design life cycle.” (Shape the future, 2016)

Our group approach

A University campus is a prime example of where this technology can be beneficial to a va-
riety of users. Niemi Campus (Figure 1) in Lahti, Finland is one of the central hubs for both
local and international students to study. Not only is this campus accessible to students
but is also widely used by visitors and local residents of Lahti.

Figure 1. The Niemi campus.

1"



3D SCANNING: THE FUTURE?

It can be proposed that a sustainable use for this technology would be to use 3D scanning
to create a 3D map. This will in turn aid those using the campus to navigate themselves
around quickly and efficiently. This provided the opportunity to show the benefits using
this technology.

Furthermore, not only would this technology be useful for university students, it would
also be beneficial for many other sectors such as those working within the Built Environ-
ment and business.

3D scanning

3D laser scanning is a process where a three-dimensional representation of an object or
space is generated by a computer.

This is made possible through the use of a laser that is emitted upon a rotating mirror (Fig-
ures 2 and 3) which is controlled via specialized software, in conjunction with a set of two
sensor cameras.

Figures 2 and 3. The set-up. Figure 4. A reference point, used in the scanning process.

As the laser shines on the object/room, both of the cameras continuously record how the
laser line changes shape and distance across the three dimensions.

The generated results are known as “point clouds”. These are constructed of millions of
individual dots that take upon the shape of the captured objects, and as such these point
clouds are significantly large in file size.

These files can then be used in a multitude of post processing software packages for use
in 3D modelling.

Software and applications

3D Scans can be developed and used in a variety of software and development packages
to create 3D images. An example of this would be to use the Autodesk programmer Reali-
ty Capture 360 otherwise known as Recap 360.

Recap 360 allows users to input large and complex point files easily. The software is used
due to its simplicity and ease of use. Users can open any point cloud file directly and break
it down to manageable sections, thus creating a more efficient and sustainable program
for daily use.

Unity

3D objects and environments can be used for gaming and mapping creation using software
framework packages. A notable example is a program known as Unity, which is known for
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its ease of use, sharing of user created assets, and wide ranging support across various
platforms and software partners.

Objects created by 3D scanning can be imported into Unity and then utilized in any game
software, e.g. you could scan yourself and become a video game character.

Models created with Unity can be used in combination with Virtual Reality headsets, to
create immersive visual demonstrations that users can freely walk around and explore. As
such prospective students could explore a 3D model of the new Niemi campus from the
comfort of their home.

This is a revolutionary field of technology that is already accessible to the general public at
affordable prices, such as with the Samsung Gear VR, and could revolutionize 3D scanning.

3D printing

Contrasting the creation of virtual objects, it is even possible to physically recreate an ob-
ject from a 3D scan. This is known as 3D printing. It is made possible by laying down the
necessary material layer by layer. You can increase or decrease the scale of the original
3D file when creating an object, thus proving beneficial to industries such as construction
and planning.

Mobile

Having this type of software on mobile devices will be very beneficial and sustainable for
daily life. In conjunction with the concept of creating a 3D map of Niemi campus, this tech-
nology will lead to more efficient use of the 3D scanned map.

However, given the nature of 3D files, data storage on mobile devices will be a concern
given the high number of photos necessary.

Research methods

From the onset of this project it was noted that travel habits of the public would need to be
analyzed in order to highlight issues and identify areas for improvement. It was also noted
that the public had a lack of knowledge surrounding the area of 3D scanning. For this con-
ceptto be successfulitis key that consumers are aware of 3D scanning and its possible ap-
plications e.g. a 3D map of Niemi campus. Improving the public’s knowledge of this tech-
nology allows consumers to appreciate the efficiency and sustainability of this concept.

On June 1st, 2016, 27 people completed a survey based on the project’s concept.

Case study

To demonstrate the practical uses of 3D scanning, two case studies were chosen. These
case studies highlight the advantages and disadvantages of 3D scanning. From these, rec-
ommendations were made on how to make this technology an integral part of this project.

Example 1 - Deutsche Lufthansa used FARO 3D laser scanners to model the inside of air-
planes for the purpose of increasing passenger comfort on flights. As there were no CAD
models for the airplanes and stoppages for airplanes are expensive, 3D laser scanners
were used as they are a relatively quick solution.

Example 2 - dm-drogerie markt used 3D laser scanners to measure the inside 1350 of
their stores. They chose 3D laser scanning to capture data efficiently, quickly and accu-
rately. They did this in order to more effectively manage their store space (shelf planning,
modification measurements etc.).



3D SCANNING: THE FUTURE?

By using 3D laser scanners the store was able to order new counters in advance both pre-
cisely and in less time (FARO, n.d. (b)).

Through researching this topic, a number of advantages were revealed. The operation is
a relatively quick process, which proves beneficial when using this technology with the
Niemi campus. Furthermore, due to the simplicity when using the technology it requires
few staff thus saving time and money for various industries.

The highly maneuverable and lightweight equipment results in scanning both small and
large areas efficiently, resulting in very little disruption in daily operations. The technol-
ogy has been noted for its extremely high level of accuracy and detail it can provide its
scans. This would result in a positive impact for the creation of the 3D map of the campus
as every detail will be clear to the users.

However it has been noted that significant errors can occur when directly using data from 3D
laser scanners due to depths and boundaries. This can lead to losses in the measured width

of structures. This could prove problematic during the scanning of the new Niemi campus.

Also, laser scanners have difficulty scanning many types of surface and materials, such as
low reflectance (anything black), shiny, transparent and reflective surfaces.

Economically the 3D scanners are extremely expensive to use, meaning thatitis more fea-
sible to scan larger areas than smaller ones. In addition to this, higher levels of accuracy
and detail will come at a higher cost.

It can be recommended that all data from the onset up to the final stages of the task is kept
and stored. This will ensure that any significant errors caused by problems with measure-

ments can be resolved in a progressive time frame.

Further technical advancements will be required in order to tackle scanning issues such
as scanning dark, transparent and uneven surfaces.

For the technology to be used day-to-day by consumers there would need to be a reduc-
tion in the pricing of the product.

Results

Shown below are the results of this survey.

Question 1: Do you know what 3D scanning is?

W
e

Figure 1. Knowledge about 3D scanning.

This question was asked to indicate the level of knowledge that local people had on 3D
scanning (Figure 1). It can be deduced that the majority of those asked were unaware of
what 3D scanning was and what it entails. This highlights the need to improve the public
knowledge of the technology.
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Question 2: Do you find it easy to navigate around Lahti?

48 % 52 %

. Yes
B no

Figure 2. Navigating around Lahti.

During the survey, a variety of people were asked if they found navigating around Lahti
easy (Figure 2). It should be noted that those asked were a mixture of local residents, in-
ternational students and other visitors, thus providing a clear insight. Over half of those
asked stated that they navigated around Lahti easily. However it should be noted that 15 of
those who answered “yes” were local residents, highlighting that those who had difficulty
were either international students or visitors to Lahti.

Question 3: Would you use a 3D map?

Figure 3. Use of 3D map.

The final question asked was, would you use a 3D map (Figure 3)? This provided clear ev-
idence that this type of technology would be used and benefited from by the public. This
proves that the concept of creating a 3D map of Niemi would be used.

Conclusion

A sustainable lifestyle is now at the forefront of society and the need for efficient modes
and routes of transport is an issue that affects the majority of lives.

This technology has many wider benefits relating to those working within varying fields.
Environmental Managers can use 3D Scanning as an added tool when using Geographical
Information Systems (GIS) as it enables them to visualize sites that may be used for waste
and water management purposes. Furthermore it will prove beneficial when locating and
remediating areas of contaminated land.

It can be concluded that 3D scanning is beneficial and will improve sustainability of daily
life. 3D scanning creates the opportunity to produce a 3D map for Niemi campus. Result-
ing from this is an efficient tool that will enable users to navigate around the campus easily.

This technology has the potential to become an integral part of many lives, especially
those within Lahti, with the benefit of creating a more systematic society that enables a
variety of users to have a sustainable lifestyle.
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LET'S GO TO THE FOREST: INFRASTRUCTURE AND SERVICES

Hsu Ya Ting, Marcus Cox, Samat Ramazanov,
Arina Zelenkova and Katri KAmarainen

Let’s Go to the Forest:
Infrastructure and Services

Abstract

This article is the product of our summer school project work. Our objective is to make the
infrastructure and service of the hiking routes of Tiilijarvi forest better. Gathering students
problems and suggestions. The most crucial suggestions were the need for a better map
of the forest as well as clearer and more frequent route indications. After these develop-
ments the next step could be an English website and apps that will noticeably influence
the attraction of tourists from foreign countries.

Keywords: service design, hiking route, ecotourism

Introduction

Students from several study fields and countries are divided in groups, and carrying out
projects related to nature and technology. In our group we have three first year Internation-
al Business and Business IT students (studying at Lahti University of Applied Sciences),
from Russia, Kazakhstan and England. We also have one Earth Sciences Major (National
Central University) from Taiwan participating in the two-week summer school hosted by
LahtiUAS (Lahti University of Applied Sciences). We have different points of view, and
share our ideas in order to provide the best possible suggestions from an international
perspective.

As a healthy lifestyle and ecotourism become trends, we hope to introduce the beautiful
Finnish nature to the public. This project, based on the hiking route in the Tiilijarvi forest
which covers Hollola, aims to improve the infrastructure of the hiking route. We want to
figure out the potential problem of the hiking routes, and find solutions of technology and
design. Through marketing, we want to tell more people about the scenes and stories of

ence of hiking in the forest.

Due to the aim of our project being developing hiking routes and attracting tourists to
Finnish forests and other nature destinations of the Paijat-Hame region as well, one of our
group’s goals is to pay attention to the marketing. It is also reported by the Finnish gov-
ernment in the Finland’s Tourism Strategy 2020 that: “Compared to the previous strategy,
major differences lie in the new strategy’s more intense focus on developing industrial and
commercial activity, and its concentration on measures that can be influenced using tools
available to the Government” (Finland’s Tourism Strategy to 2020, 5).

Background

Our group was assigned the “Let’s Go to the Forest” project with work life partner Niina
lhalainen. Our main objectives in this project were to provide suggestions that will improve
the infrastructure of the existing hiking routes as well as provide suggestions on which ar-
eas can be more attractive to ecotourists in the Paijat-Hadme region. In order to achieve
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our objectives we needed to identify the key attractions of the hiking route, discover what
needs to be added to make the area more appealing/accessible, for example services to be
offered. We also looked at how accessible the information about the route was.

Tiilijarvi area, Hollola

The Tiilijarvi area is situated in Hollola, approximately 9 kilometers from the centre of Lah-
ti, in Southern Finland. The Tiilijarvi area has several attractions, such as the Tiirismaa pro-
tected nature park, a swamp called Soisalmensuo, Pirunpesa (Devil’s Nest) as well as Tiiris-
maa, which is the highest hill in southern Finland. In this area there are several different
hiking routes, each with varying lengths and terrain difficulties. There is an annual Nor-
dic skiing event during the winter, in which participants race along some of the routes. The
routes on which they race are marked, although sparsely, by difficulty according to skiing
guidelines. These unfortunately are the only markings along any of the routes that give a
slight idea of the difficulty of the walks themselves. This leads into the main issue of the hik-
ing routes, which is a distinct lack of signposting, or provision of suitable maps of the area.

Ecotourism

We suppose that our group’s topic is directly related to the concept of ecotourism, which,
according to The International Ecotourism Society, can be defined as “responsible trav-
el to natural areas that conserves the environment, sustains the well-being of the local
people, and involves interpretation and education”. As stated in The Encyclopedia of Eco-
tourism, in the recent years, ecotourism is one of the most rapidly increasing tourism seg-
ments. Nowadays, Finland is not the most popular destination for tourists from abroad
(for instance, other countries such as Sweden, Denmark and Norway attract more tour-
ists, due to government regulations in those countries that pay more attention to invest-
ing money in promoting tourism there, than the Finnish government does) (Finland’s Tour-
ism Strategy 2020).

It was stated by The Rural Policy Committee and its Theme Group on Rural Tourism that
in the last ten years it can be seen that countryside tourism became a significant part of
the tourism industry in Finland, due to the numerous managed forests, national parks, and
hiking areas, which attract tourists. Out of those nature destinations the Tiilijarvi area in
Hollola, which our group visited last week, is worth mentioning. This particular area is
known for its lakes (e.g. Iso-Tiilijarvi, Keski-Tiilijarvi, and Vaha-Tiilijarvi), golf area, amuse-
ment hiking routes with a number of sightseeing (for instance, the famous Pirunpesa,
vi area is not far from the city of Lahti, and it is easy to get to this destination for tourists
from outside Finland as well, due to its beneficial location. This destination is popular with
Russian tourists (as they can get to it in only three hours) and from other foreign tourists
as well due to its closeness to Helsinki-Vantaa Airport and the possibility to get to Finland
by ferry from countries such as Sweden, Estonia, Denmark and others.

However, in this project we will manage to discover new solutions for attracting more tour-
ists to the nature destinations of Paijat-Hame, based on our own experience from the trip

Service design

When it comes to ecotourism, it is important to design services that are not harmful to na-
ture. When designing the infrastructure, materials, appearance, cost and location are all
taken into consideration. As a result, the infrastructure can be in harmony with the envi-
ronment and last longer. The basic principle is not to ruin the original appearance of the
environment. Because the Tiilijarvi area covers a protected nature park and features its
natural scenes, the hiking routes’ sustainability would be lower. We need to find a balance
between developing and preservation so the area will not become over-developed (Recre-
ational forest - 2003 NTW Conference).
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Method

The following Figure 1 shows the structure with which we have progressed from our initial
visit to the forest to producing our service design.

L
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Figure 1. The flow chart.

We began our project work from a walk in Tiilijarvi forest on the 31st of May. We experi-
enced and enjoyed the nature, observing what the route lacks at the same time, and took
notes and pictures (Figure 3). We came up with many questions and had a small interview
with Niina lhalainen, our work life partner, and gained a lot of useful information about this
area for the following thinking and writing. During our visit we looked at and identified sev-
eral of the key issues of the routes. Other than the lack of signposting for directions, there
was also a very big deficit of sightseeing information.
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Figure 2. Images from our visit to Tiilijarvi. Figure 3. A rough sketch of our walking route.

During our brief interview with Niina Ihalainen we gathered quite a lot of useful informa-
tion regarding our topic. The most important information we obtained was about the key
attractions of the area, which is the core to why people would want to visit this area. We
discovered that the main attractions included the Devil’'s Nest which had a very interest-
ing story behind it, the gorgeous view over and around the lake. Furthermore, the area in
general is very attractive and peaceful, which is what most people visiting come to enjoy.
We also discussed with Niina how the routes were rated, we discovered however that they

20
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were not rated well at all with only a few indications along popular winter skiing routes.
This is something that certainly needs to be addressed. In addition, we asked how easi-
ly accessible the information of the area was both on the routes and from external sourc-
es, such as info points and online. Niina informed us that the information currently avail-
able was very scarce and that the majority of it was in Finnish only, there was however a
brochure developed which gave more details about the area. Possibly the most important
thing that we found out from Niina was that there were in fact guided tours available, how-
ever it was not common knowledge where to go to get these tours.

The next day (1st of June) we started brainstorming and made a mind map on a large pa-
per. We raised several suggestions against the problems we had found. We then organ-
ized those ideas into an online mind map (Figure 4) with a website called MindMup, so it
was easy to edit.

Marketing

POS / POA English Flyers

Translation

Advertisement Facebook
Mainly intgrna—
and teenagers website
s ti Infrastructure Route ratings
Develop the uggestions
Questions (AT e Methods Roadsign
Attractions Better map
Well-known to
Finns or people :
B Toilets
"
HOIEAREE Route ratings
Frn Brainstormi Picnic area
Any existing ads? FereiEiE
: Info station
Key attraction? Searching Better map
for materials Bins
Story behind it / Toilets
IO Picnic area for cars/bikes
Leaflets
C.-

Figure 4. Mind map of the brainstorming. Recreation of the online mind map.

Results

Once we returned from our trip we collected the information we had gathered from both
the walk and the interview with Niina, and from this we gathered the following results
which will help greatly in our service plan:

1. A better map: The existing map (Figure 5) should be updated and easier to understand
at first sight. To attract more international tourists, translating the information into Eng-
lish is necessary.

2. The walkway: The walkway in Soisalmensuo is two or three wooden boards; the width
is not enough, since it allows only one person pass through at one time (Figure 6). We think
it should be fixed to become stable and safe enough.

3. More road signs: We found that there may be not enough road signs along the route, or
the information was sometimes incomplete (Figure 7). The road signs should indicate the
direction and distance from the attractions. The road signs indicating the recommended
routes on the map could be placed at forks (Figure 9).

21
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Figure 5. Example of existing information boards. Figure 6. The walkway made of wooden boards.

B Sosinesus |

Figure 7. The existing road signs. There are a few
signs in the forest and some information. How-
ever they are very sparse and do not give much
direction according to the routes. Figure 8. Idea for information boards.

4. Information boards: Setting boards at certain spots to show stories or trivia about
special events, creatures, the climate and the terrain in Tiilijarvi, so people can also gain
some knowledge about the environment of Tiilijarvi, e.g. what animals and plants can be
seen in different seasons? Which plant is edible? When and how did Soisalmensuo form?
(Figure 8) An English version should be provided as well.

5. Leaflets: The leaflets provided at the entrances of the hiking routes. They should con-
tain as much important information as they can, such as mini maps, attractions, emergen-
cy numbers, etc. (Figure 10).

6. Toilets: A public toilet can be set at the entrance, or in the picnic area. However, wheth-
er it is necessary to set toilets along the long hiking route is worth considering.

7. Bins: When garbage collecting is taken into consideration, we think putting bins at the
entrance and using signs to warn people not to throw garbage in the forest is better than
putting several bins along the road. Visitors should bring the trash with them.

8. Wi-Fi: If a mobile app was developed in the future, a Wi-Fi service would be necessary.

9. Parking space: A parking lot should be provided outside the entrance of the hiking
route, so people can drive cars or ride bicycles to get to the route. It could be profitable
and the income could be used for the hiking route.

10. Picnic area [/ benches: The location of picnic areas should be marked on the map and
be a lot more frequent along the routes. Setting some benches along the trail for people
torestis also a good idea.

route
S

Figure 9. Idea for a road Figure 10. An example
sign indicating each route. of a leaflet design.
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Discussion of the results

Based on the results we discovered earlier we were then able to evaluate which of these
were most relevant to the theory and how we could implement these results into our ser-
vice design. The most crucial results were the need for a better map as well as clearer and
more frequent route indications. This is very important due to the fact that it aids tourists
in their navigation of routes and thus enables them to better find where along the route
they are recommended to stop to either have a lunch break or to take in some particular-
ly breathtaking views. Following this, with increased knowledge of where viewing spots
are, there is a greater need for information boards providing people with information about
what they are looking at and any stories behind these landmarks.

If this is successful then it will be necessary to have an increased number of trash bins to
avoid having the natural beauty destroyed by increased footfall.

Further development ideas

As further development ideas our group can suggest three main issues:

1. Development of an English-language website and apps that will noticeably influence the
attraction of tourists from foreign countries.

2. Manpower. In other words, we think that it is extremely important to pay attention to train-
ing special tour guides and volunteers, who will obtain necessary knowledge and skills in or-
der to follow tourists in forests and provide them with relevant information during their trip.

3. The last but not the least point for further development is education. We believe that
studying and researching nature destinations will support future improvement of hiking
routes and will have an effect on the number of tourists.

Discussion of collaboration

The collaboration with work life will have benefits for both the organisation and the stu-
dents. Work life will benefit greatly as they gain the opportunity to receive feedback and
recommendations from a variety of people from different nationalities and cultures. The
students will also benefit as they get to interact with people and work with people who
under normal circumstances they would not be able to meet. The keys to successful col-
laboration include, but are not limited to: being open-minded and accepting of alternative
opinions, the ability to communicate freely, and commitment to the project and your group.

During our collaboration we encountered very few difficulties and those that we did come
across were easily avoided and solved.
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Abstract

and also the improvements from digitalization, and to promote the area. First of all, stu-
dents from all over Europe and from various fields of study joined the group: after visiting
increasing the number of visitors in the area. The Project’s partner Niina Ihalainen also an-
swered many questions asked by the students, which helped with the understanding of
the issue and being more aware of the area and its possibilities. Brainstorming was the
first method used, followed by a questionnaire, and after that, the results were analysed.
The solution found for the project was mainly to create ideas for websites and for an app
that would include essential features for hikers and tourists.

Keywords: hiking, digitalization, app, nature tourism, flora, fauna

Introduction

Students that were partaking in a two-week summer school that used an intensive learn-
ing programme of lectures, workshops, teamwork and outdoor experiences, were placed
into groups to design solutions to tasks set. The aim of this article is to investigate and
highlight the possibilities and challenges of digitalization in nature tourism and hiking des-
tinations. The aim was given by Niina Ihalainen who is the work life partner for the “Let’s
Go to the Forest” project. The article will concentrate on the Tiilijarvi forest, which covers
the area of Hollola, Finland. The beneficiaries of this project are the people interested in
nature, outdoor activities and walks. The main questions asked during this project would
be the different ways of promoting outdoor areas digitally, for example through apps and
media. There are five members in the project group from different courses, schools and
countries. Four of the members study at Lahti University of Applied Sciences (LAMK) and
one studies at Glasgow Caledonian University. We had one teacher as a project mentor.

Theory and background

The Tiilijarvi area is situated in Hollola, approximately 9 kilometres from the centre of Lah-
Keski-Tiilijarvi and Vaha-Tiilijarvi (Figure 1). Along the routes there are various swimming
places in the Tiilijarvi lakes. The length of the track is 8.6 kilometres and it takes around
4 hours by foot. The routes also go through the protected nature area of Tiirismaa and
a swamp area called Soisalmensuo (Outdoors Finland 2016). Soisalmensuo belongs to
Natura 2000, which aims to support the diversity of nature within the European Union
(Ymparistoministeric 2015). At 222.6 meters, Tiirismaa is the highest point in Paijat-Hame.
Along the hiking track there is a rock formation formed during the Ice Age called Pirunpesa
(Figure 2), which has been a sight since the 1800s (L6yda luonto laheltési: Lahden seudun
luonto-opas 2010, 20). Along the route there are seating and campfire areas where visi-
tors can relax and eat. 120 different bird species live in the Tiirismaa area and there are
many typical forest trees, such as spruces, birches and pines (Outdoors Finland 2016).
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Moreover, since Finland has four different seasons, the Tiirismaa forest looks different
during each season. During winter time there are a lot of tracks that are reserved for ski-
ing, whereas during summer time the routes are for walking and hiking purposes.

Figure 2. Pirunpesé, from Outdoor Finland.

One of the members in the group is a nursing student who contributed to this project
through discussing the ways the forest can be associated with health care. For example,
someone can go to the forest to exercise and get fresh air, which promotes a healthy life-
style. Also plantlife found in the forest can promote a healthy diet. The website can show
the different activities that can be done in the forests; the ones that are connected to ex-
ercising and also the different plants that can and cannot be eaten.

Three members of the group are from the International Business Degree Program at Lahti
UAS. Two of them are first-years and one is a second-year: their contribution focused on
marketing, strategies and the knowledge of Finland and Lahti’s surroundings. It was eas-
ier to understand the aim of the project and what kind of help could be given after visit-
ing Tiilijarvi, so the target was clear. Digitalization is now a part of every business and this
project also helped the students to improve their skills and to create new ideas.
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The final member is a fourth-year environmental management student. The way they can
help contribute to the group work and discussions is that they give insight into how tour-
ists can be encouraged to come to the forest without ruining it. One way to do this is to
clearly mark paths and put up signage to encourage people to remain on the paths, thus
not ruining flora or fauna that may be growing in the forest. During a visit to the forest with
the group, it was clear that at points the path could be improved.

When it comes to digital tools already in place, Outdoors Finland has a website that has in-
formation about Finnish forests and hiking routes, the Tiirismaa forest being one of them.
On the website people can find information about the forest tracks, the sights and flora
and fauna. (Outdoors Finland 2016).

The goal for this project is to try to make the website better and more accessible interna-
tionally. We decided to research other websites and apps to see what different ideas can
be added to the website that Outdoors Finland already has. A website called Trails (Trails,
2016) is one that can be praised for its many features. It allows users to check different hik-
ing trails all over the US, and not only that - it also indicates camping areas, fishing areas,
and skiing areas during the winter. The website also has a personal section where you can
upload pictures taken on the trails, track the trails you have gone to and share your progress
with friends. Lastly the websites provide history on the trails and give suggestions on what
you can see. Other than providing this information for the US, it goes on to give different in-
formation on different continents, and it also gives basic information about Finland.

Another website that the group found was called Backpacker (Backpacker, 2013). It also
contained many features including the kit you need, skills and survival methods you should
have if you encounter an emergency situation.

Maastokartat also has an app that can be used as a tool in the Tiirismaa area. It is free to
download but additional content such as information about the tracks and location costs
4.98€ (Maastokartat 2016).

Method

In order to gain more experience, the group went on a trip to visit the Tiilijarvi forest, dur-
ing which Niina was available to answer any questions that arose. A brainstorming ses-
sion between the group, using our different course knowledge, led to a mind map of ideas
being created. By using online journals and websites the group then came up with various
suggestions and ideas.

A method that was used to get experienced feedback for the stages of this article was to

vi forest and what their reasons for going there were.

Using a questionnaire for academic purposes can be useful for many reasons. A few of
these are that they are easy to create and can be suited for the purpose required. They are
quick and easy for participants to answer, whether the questions are asked as an online
form or in person (Evalued, 2006). For this particular questionnaire there were no para-
meters set other than that the participants were students or teachers at Lahti UAS. The
respondents were chosen randomly by two members of the group from people within the
FellmanniCampus, and they completed the survey using an iPad via Google Surveys.

The questionnaire contained 12 questions thought of by the students in the “Let’s Go to the
Forest” group A. An example of the questionnaire can be seen in Appendix 1.

The data was then grouped automatically by Google Surveys, which used pie charts, bar
charts and tables in order to show the data in a clear and precise way. This then allowed

the group to analyse the results.

Overall there were 26 participants. The results can be seen in the various tables and
charts, which can be seen in the appendix.
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Results: Ideas for the website and application

The objective of this project was to come up with a digital solution to encourage more
tourists to visit the Tiilijarvi forest. Through several methods of questionnaires, mind maps
and brainstorming sessions the group agreed an application would be the best solution.

The main points acquired from completing the questionnaire were that most people were
unaware of the forest and that those who visit it already use their phones as a navigation
system. To address the first point, some form of advertisement needs to be created, either
by using social media or by improving the website and advertising it somewhere. The sec-
ond point is that the group believed an application would be useful for those planning on
entering the forest for the reasons mentioned below.

The mobile application that is being designed by the project team must be a helpful tool
with many useful features that will ease and improve the hikers’ experiences. The first
thing that comes to mind when working on such a project is that hikers must always have
a map that is constantly tracking their location via a GPS system, making it easier for the
user to orientate on the route. These maps should be downloaded before the user begins
their walk in case there is no internet connection - so that the user always knows their
present location and the right direction whether they have access to the internet or not.
During the group’s trip to the forest, we noticed that there is little to no data about the
route itself, which is another core point worth mentioning. When planning a walk through
the forest, it is important to know how long this trip would take, so distance and average
time for completion of the chosen route must always be measured and available via this
app. Difficulty differentiation must be also available - it is essential to know the challeng-
es of each route so that a user can link this to their fitness level. To further increase the
hikers’ experience, the app should have a flora and fauna information section (or at least
external links to sources on the internet) and all the interest points on the map. This in-
cludes viewpoints, memorials, camping areas, toilets, nearby events and any other ser-
vices available. All these interest points may have descriptions and photos, so people can
choose the place to go and plan their route beforehand. During the mind-mapping, the
team had the idea that it is possible to connect the map itself with the “guide” part, mak-
ing a very helpful GPS-guide through the forest and the breathtaking sights and views.

Since the main aim of the work is not only to design a digital solution, but also to increase
awareness and tourist numbers, it is necessary to have a beginner’s guide and a safety
guide in the app - so the newcomers can easily understand the basics of hiking and start
their trips safely. Furthermore, the app should have a user-friendly, thematically-coloured
interface to be helpful and easy without being distractive or annoying. Another possible
solution to increase people’s awareness and interest in hiking is to add the comments and
review section, where people could share their experience and emotions, records, photos
and just discuss hiking and anything that is somehow connected to the subject (e.g. hik-
ing gear to take on the trip).

e

Figure 3. Tiirismaa Information Board, http://www.panoramio.com/photo/56137289
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Discussion

The group believes that creating an app that incorporates the features of the Trail Website
and turning it into an application will be a great benefit to anyone who wants to visit the
the possibilities and challenges of digitalization in nature tourism and hiking destinations.
It has been proven through this article that it is possible with the creation of an applica-
tion, and we believe that if it is made to a high enough standard there will be no challenges.

The summer school course and project warmly helps every student in life, at school and
also at work: in each group it was possible to find people from different countries, fields
of study, ages, ethnicities.

Work life will become easier for cross-cultural communication and co-working with peo-
ple from all over the world: you get to know everybody, not just people you already know
from school and who have the same culture.

Collaboration between students went well, there were no problems during the project and
during its development. The keys to a successful collaboration are many: be open-mind-
ed, listen to others, accept their points of view and discuss every step together. Each task
must be clear, so misunderstandings can be avoided.

In particular, this project taught us that everybody can be of help in some topics, no mat-
ter where they come from and what they study. We are thankful for the opportunity that
was given to us.
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Appendix
Age range Do you participate What was the
i iviti ? i ?
O Under 17 in outdoor activities? reason for going?
[] 18-25 [ Yes [] Leisure
[1 26-45 [1 No [ walk a dog
[] 46+ [] Relaxation
What interests you [ Hiking
Nationality about the forest? [ site seeing
[ wildlife [] School/Work
[] Plants [] Other:
Occupation ] Quietness
[] Student [] Other:
O Employee How did you find out
about the forest?
[J Employer
[l Retired If not why? ] Friend/Family
[] Other e — [] Newspaper/Article
[] Online
Sex If so, when? ] School or Work
[ Male [ In the past week [ Other
[] Female [ In the past month
[1 Other [] In the past 3 months Did you use any tools?
[ In the past year 1 Map
[l More than a year ago [ Phone
[] Other:
Figure 4. Questionnaire.
Age range Nationality
77% 3.9% Finnish 13
Scottish 1
Italian 1
26.9 % Russian 3
Kenyan 3
Swedish 1
B Under 17 African 1
m 18-25 Greek 1
61.5 % Kazakhstani 1
W 26-45 Vietnamese 1
46+
N =26 Total 26
Figure 5. Age range results of the questionnaire. Figure 6. Nationality results.
Occupation
B Student
[ [
® Employes 23.1% 69.2%
= Employer
Retired
Other
N =26

Figure 7. Occupation results of the questionnaire.
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Appendix

Sex
8(30.8 %)
18 (69.2 %)
H Male 0 (0_0 %)
m Female
m Other 1 1 1 1
0 1 2 3 4

Figure 8. Sex results of the questionnaire.

Do you

participate 3.9%
in outdoor

activities?

88.5%

H Yes
m No

Figure 9. Occupation results of the questionnaire.

visited the
Tiilijarvi
forest?

50.0 % 50.0 %

H Yes
m No

. ‘

Figure 10. Has the participant visited the Tiilijarvi forest result of the questionnaire.

S

If so, when?
15.4%

B |n the past week 38.5%

M In the past month

M In the past 3 months
In the past year

More than a year ago 15.4 %

30.8 %

Figure 11. When did the participant last visit the Tiilijarvi forest result of the questionnaire.
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Appendix
What was
5(33.3%
the reason ( 0
for going? 3(20.0 %)
4 (26.7 %)
W Leisure 2 (13_3 %)
] Walkat.tiog 0(0.0 %)
B Relaxation
B Hiking 5(20.0 %)
I Site seeing 1(6.7 %)
School/Work
Other
N=15
Figure 12. Why did the participant go to the Tiilijarvi forest result of the questionnaire.
If so, when?
15.4%
B In the past week 38.5%
M In the past month
M Inthe past 3 months
In the past year
More than a year ago 30.8% 15.4 %
N=13
Figure 13. When did the participant last visit the Tiilijarvi forest result of the questionnaire.
Did you use
1(9.1%
any tools? (0:1%)
9 (81.8 %)
B Map 2 (18.2 %)
M Phone ;
M Other 10
N=11
Figure 14. Did the participant use any tools result of the questionnaire.
What
interests 8 (30,8 %)
you about
the forest? 18 (69,2 %)
[0} (0,0 %)
H Male 0 (0,0 %)
m Female
W Other 12
N =21

Figure 15. What interests the participant about the Tiilijarvi forest result of the questionnaire.
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Abstract

This project was implemented by a group of university students from diverse countries
and fields of study to improve the public transportation services for international students
as well as students from other parts of Finland in the Lahti city area.

The main goal was to improve Lahti Region Transport’s (LSL) services for international stu-
dents in the future regarding the new Lahti UAS campus in Niemi. A combination of meth-
ods, interviews, questionnaires and mystery shopping as user observation, were used to
reveal the customers’ needs and problems. These methods helped to showcase existing
problems within the LSL services. The team created an application and a few service sce-
narios for LSL to provide a vision of how they could provide more satisfying service and an
emotional service connection with students as their customers.

Keywords: service design, marketing communication, public transportation, design
thinking

Introduction - Why improve public transportation?

The project’s aim was to create an internationally functional service model for public
transport, keeping students as a focus customer group. Our client, Lahti Region Trans-
port (LSL), runs public transport services within the region of Lahti with eight other stake-
holders. The city of Lahti itself is responsible for its public transport by planning it, estab-
lishing communication and transport competitive bidding. Our client, LSL, wanted better
communication with people and stakeholders involved in the transportation services by
gaining more customer information. In addition, they wanted to make changes from a
user-centred point of view in order to provide better service.

An investment in public transport is likely to solve economic, energy and environmen-
tal challenges as well as to increase the quality of life in general (American Public Trans-
portation Association, 2016). Furthermore, it is recommendable to use a common ticket
or fare card, making it more comfortable for travelers to transfer from one mode of trans-
port to the next, and to have a passenger information system, letting travelers understand
routes. Finally, a high frequency of service decreases the waiting time of the public trans-
port mentioned. (Kyte 2011) The public transportation LSL provides is an efficient, simple,
and energy-saving way for travelers and local people to commute in Lahti.

In addition, international students often arrive in Lahti by train and live in dormitories in
Mukkula some distance away from city centre and the bus and railway stations. Hence, as
there will be more international students and foreign travelers coming to Lahti, the eco-
nomic benefits of using public transportation should be found and promoted. This can be
done by making the traveling experience more enjoyable and convenient for them.
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In this project, our aim was to think from a student customer’s perspective and to devel-
op easier and more attractive public transportation for international students by provid-
ing LSL with several proposals.

Background of the LSL service and improvement targets

We had an interview with our client in the first week of our research. Through the inter-
view, we looked deeper into the problem they had, and understood the needs of our client.

The following are the main problems:

— Local people usually have cars due to scattered city services,
taking buses is not necessarily a part of their daily lifestyle
- Poor communication with customers, the government, stakeholders, schools, hospitals
and the train station, and thus a lack of information about their scheduling needs
— No English-language version of the website
- The feedback system on their official website is too complicated to leave advice
— The bus stops are not owned by LSL, so the design and information can not be easily changed

The following are the needs of our client:

—~ Better communication with people and organizations (such as the ones mentioned above)
— Information from above-mentioned organizations
— Realising the students’ needs
—~ Providing good service
— Avision on how to change the services and how to communicate this new vision to all
the transportation services’ stakeholders

Design thinking as a creative method

During the lessons we learned what the idea of design thinking is. Design thinking in-
cludes human, business and technological factors in the forming and solving of problems.
In this way of thinking the social sciences and engineering and business expertise are in-
tegrated. (Plattner, Meinel & Leifer 2011.)

Furthermore, we got familiar with a method of strategic design as a basis for our project.
Generally, the term strategic design is explained as designing while being focused on the
future and the bigger picture, making it capable to survive. Manzini and Vezzoli explain it
as the design of a system of products and services that are able to satisfy specific cus-
tomer needs, rather than the design of products only, which could describe traditional de-
sign (Manzini & Vezzoli 2003, 851). Anna Meroni, on the other hand, says that strategic de-
sign is about “conferring to social and market bodies a system of rules, beliefs, values and
tools to deal with the external environment, thus being able to evolve (and so to survive suc-
cessfully) as well as maintaining and developing one’s own identity” (Meroni, 2008, 31). She
quotes another definition as strategic design being focused on the product system with a
goal to develop and obtain strategic results (Meroni, 2008, 31). Interestingly, the same quote
mentions the importance of understanding the integration between products, services and
communication as well as “sustainability, local identity and cultural values “ (Meroni, 2008,
31). Design in general is a sometimes unpopular necessity for companies to invest in. Kot-
ler and Rath mention that design is often seen as too expensive, which holds managers
back from investing in good design. But they argue that good design mostly pays itself back,
while having bad design most likely causes a much higher loss (Kotler & Rath 1984, 18).

Our method of service design and experience travel
After knowing the needs of our client, we considered the user experience an important

source for improving the situation. We analysed these two parts, customers and service
providers, to find out the true problem we have to improve.
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Brainstorming the problem

Brainstorming is the most popular creativity technique. This method stimulates the partic-
ipants to bring a variety of ideas to the table, which can be analyzed (Hender, Dean, Rodg-
ers & Nunamaker 2002, 59-85). We recorded what we think the customer needs and what
should we do next on the board when brainstorming.

The following are what we think the customer needs:

~ English versions of schedules and signs

— Getting to the right place at the right time

~ Easy access to the right bus stops/connections
—~ Understandable schedules

~ Announcements/notification of stops in buses
~ Faster transport (Built express lines)

- Comfortability

— Ability to combine bus and bike

- Low prices

~ Better customer services (Friendly drivers)

- Wi-fiin buses

Although we brainstormed about what the user experience may be, we still valued first-
hand information from users, and we were expected to obtain the focus on the real rea-
sons that are the obstacles on having a great travel experience for the international stu-
dents. Observing real user insights is a crucial part of creating good service design.

As a result, we planned an online questionnaire for international students to know more
about their needs on taking buses, and had interviews with international students in order
to listen to their travel experiences. We also gathered a large amount of the visual infor-
mation by taking pictures of the bus stops. At the end of the research, we printed and cut
the information we got and classified it to get some pattern. By visualizing and organizing
the answers, we could easily see what international students really think about the public
transportation, and what they care about.

Visual Information and mystery shopping as an observation method

Mystery shopping is a method of observation to create empathy towards users of the
service and experiencing it oneself. We went on bus trips and recorded the information
shown on the stops and in the bus by photographing them as references for discussion of
the user experience (Figure 1).

Figure 1. The bus stops, the interior of the bus and the traveling experience (Pilssari, Severin, & Soboleva, 2016).
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The results of the interview (Appendix A)

After the conclusion we knew that people aren’t satisfied with two main things: prices
and orientation; especially information in English is lacking. We also found out that an app
and access to Wi-Fi during the bus drive would help people orientate and enjoy the bus
ride more.

The results of the visual information

We photographed the bus stops and the interior of the bus. The following is the informa-
tion we got through the photos: the information we got in visual information. While doing
mystery shopping as an observation method we noticed that some bus stops are nearly in-
visible and it is hard to orientate during the trip. Bus drivers were friendly and helpful, and
they also spoke English.

Based on the interviews and observation, the team found some answers about what is
lacking in the current transportation service. However, we found that these are also the
obvious and rational solutions and we also wanted to discuss what further possibilities
there are to also create an emotional link to the service.

Brainstorming

The visual about solution ideas ol (it

solutions!

organization
of the results Rational and emotional
emprovements

Figure 2. Our ideation process.

Discussion of the results

We came up with four solutions after getting the results and research. Some of our solu-
tions are about service design. Service design is one of many internal processes with the
aim to deliver successful services to users (Han 2010). The following are the four solutions:

Application software for the public transportation in Lahti

FUNCTIONS

Our app will help people who come to visit Lahti for the first time (tourists, exchange stu-
dents) and local people orientate and plan the trip make the trip easier by providing all the
necessary information.

It should be a very simple and effective tool for the trip optimization and forecast. The app
is useful because it will make people certain, it will make sure they do not miss any stop
and that they find the right place. Creating an app is an innovative way to solve the trans-
portation problems, since paper brochures are outdated.

FEATURES OF THE APP:

— English interface

— Map of the city with some touristic places

~ Opportunity to calculate the optimal route (with distance and time evaluation)
- Timetables of the buses and trains

—~ Page for the feedback

— Page for the local events and advertisements

— Page connected to the game
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Figure 3. The app. (Pilssari & Severi, 2016)
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Figure 4. The map for applications. (Pilssari & Severi, 2016)

Games and an event as a part of creating a positive service experience

Mobile games have become very popular these days. From children to adults, everyone
seems to have a game or two in their devices. The reasons as to why people have turned
to mobile games are many but the major ones are: easy access, portability, cheap or free
games and because they are fun especially when one is idle or when waiting for the next
bus/train or when travelling. Additionally, games keep the mind busy and also time moves
faster while playing games than while sitting idly.

Games are to be incorporated within the LSL for the benefit of students. The aim of these
games is to advertise LSL buses to the students, get them motivated to take buses instead
of cycling many kilometers and also to make the bus journey enjoyable to them. Thus, it
is important that LSL uses different methods of public outreach. It is essential that LSL
works to keep the students interest in taking buses via promotions, thus the implementa-
tion of games and technology. Moreover, it is important to create a relationship not only
with the students but with the school. BusMeister is an example of games designed by
Green City Streets to engage the customers in improving the public transportation (Green
City Lights).

Games can engage players to get more involved in travelling via LSL buses and also in
events provided by LSL. Secondly, it is one of the best ways of getting information to the
students and educating them on the city as well as the LSL as a company. These games
can be created by the help of students as there are many different study professions. A
student can get credits for joining the project of creating games for LSL and so forth. In ad-
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dition, there could be prizes to be won if one wins the games or completes the challeng-
es such as getting discounts on bus tickets, food stores/clothing stores or even winning
afree bus ticket.

The types of games can include simple games that are educational, informative and en-
gaging to promote LSL as well as Lahti city. The quiz games can have questions about Lah-
ti city, the transportation system in general, questions on how well one knows Lahti. The
second game focuses on memory; it is a memory game where there are different tiles with
pictures, which are only visible for 5 seconds, and then one has to remember where the
picture was and its match. Last but not least, the photo game. The game is more of a chal-
lenge; in order to win, one has to have taken photos of different sights in Lahti that are
stated in the beginning of the game in a certain period of time. At the end of each game,
there will be a “did you know” session, which tells the user certain facts about Lahti.

To ensure that students take part in the games, the games will be advertised on the post-
ers on the bus stops. The poster will include the game’s description, reward and infor-
mation about how to play. To get to the games on one’s phone, there will be a QR code
that students can scan and from there onwards they can log in and start their adventure
through Lahti with one swipe of their screens.
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Figure 5. Storyboard for the student game. (Pilssari & Severi, 2016)
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Additionally, we created a storyboard about a student event in co-operation with Lahti
UAS, LSL and the student union. There LSL could provide information and advertise their
services while at the same time also creating a positive experience for students as plaus-
able customers by taking care of their service needs.

Lahden ammattikorkeakoulu
Lahti University of Applied Sciences

LAMK it
+ O = Wigh

LSL advertisement Festival transport
5. -l\_-). - in the first welcome organized by LSL

f bag for new students
3 M =
Night buses after Drunken students The next day the

party by LSL are happy about students remember the
the night bus good transportation

Figure 6. Storyboard for the student event. (Pilssari & Severi, 2016)

39



EXPERIENCE TRAVEL PROJECT

Visualisation and co-operation with service users

LSL services should not only be functional but also visual; when something works fine it
makes us pleased, but when it also touches us from deep inside, it can make us happy. And
that is something LSL could and should be proud of as a company, if they would put more
effort to the visual part of their brand and services.

Visualization could be done with the help of Lahti UAS’ students (contests) and materials
should be ecological; recyclable and durable. They should also fit the image of Lahti city.
Lahti is well known for music and sport. In Lahti we have lots of international students,
and many of them have traveled around the world, so they really have an opinion when
they compare cities and public transportation systems. With memorable visualizations
LSL can be sure that people will remember Lahti’s public transportation even after many
years. The co-operation with users is one key role to creating positive service experience.
Thus we designed the user scenario involving students traveling, taking pictures and be-
ing part of the LSL service.

A o

2. Send it to LSL
- they will collect
and prepare it

e . — -

- BRme

= ) MATKAKORTTI &

3. LSL will your O el
do a collage picture

on the bus or ticket!

Figure 7. Storyboard for the student taking pictures as a co-operation with LSL.
(Kretchmer, Pilssari & Severin, 2016)

WHAT KIND OF THINGS COULD BE VISUALIZED?

- Bus stops - Bus stops don’t need to be just a spot where you wait for a bus. They
can also be pieces of art, inspiring ones. Students could design and build stops as
a contest/school project. How to make Lahti’s bus stops memorable? For example,
people could leave their own mark there ("bridge-lock” example).

- Buses - LSL buses are modern, but from the outside they really do not stick to our
minds. When students who come from abroad are here for the first time, they may
struggle finding the right bus to school. The bus to Mukkula could be more visual-
ized than the other buses, so students would recognize it and remember it.

- Signs - Some signs in Lahti are really hard to see at first. They don’t need to be
huge, even small changes can make a lot of improvement.

- Maps - Condensed and not too detailed maps would help people orientate easily.
The “survival package”, which is received when new students arrive, could contain

for example simple and fun maps.

- Postcards/souvenirs - Through designing the postcards/souvenirs, we can not
only introduce Lahti to others, but offer some memories for them to bring back home.
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Making a design contest for artistic bus stops - why is it important?

Making design of the stops does not only make the stops be beautiful public art, but it lets
international students and local people find the stops more easily. At the same time, one
can get to know the feature scenery, tourist attractions, or culture in Lahti while recog-
nizing the bus stops, this should be a great convenience for those who come from outside
Lahti, especially international students. The bus stops are designed by local students as
a competition, which provides the students with a different way to express themselves.
Making a design contest for the bus stops has lots of benefits.

The contest could either be for designing an entire bus stop or for designing how to add
some life to our existing bus stops. It could be a futuristic concept or just arty. Redesign-
ing, adding cool graphics to the bus stop shelters, making them innovative and memora-
ble. It could also just give free reign to students with spray paints for one designated bus
stop and make it a media event (Figure 8).

The potential contest should have conditions that dictate that the competitors are to in-
clude something closely related to Lahti in their designs. This would be something to pro-
mote the local spirit. The prize could be, depending on possible sponsorship, either cash,
bus tickets or gift cards for some local store etc.

The contest itself should be marketed at the very least to local and foreign students of
Lahti through the internet, posting in schools, advertisements on TV etc. The city and Lah-
ti UAS could also help with sponsoring and marketing.

Figure 8. Arizonan cactus stop; Capital Metro bus stop bench; Bluebell Drive, CA

Discussion of the collaboration and results

In the beginning of our research, our work life partner told us problems they spotted, their
needs, and what they are going to do in the near future. They were familiar with works as-
sociated with service systems, the operating systems of buses, and really willing to offer
information. They had a very clear view of what they want to change. What we were asked
to do was to help them with finding a proper way to improve the situation and approach
their goals at the same time.

After our research, we came out with some solutions to improve the situation, the four
ways: developing an app, making a game, design visualizations, and holding a contest.
Creating an app is an innovative way to solve LSL’s public transportation problems that
would increase their income. The types of games can include simple games that are ed-
ucational, informative and engaging and that promote LSL as well as Lahti city. But the
games, events and contests are the tools to create an emotional and unforgettable bond
between customers and service. This too is a very important aspect of good service de-
sign. With memorable visualization, LSL can be sure that people will remember Lahti’s
public transportation and that there will be more people taking their buses since itis really
pleasing to do that.
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Appendix
Results from the 50 interviews

Gender Age

78 % 22 % 4% 6%
10 % 46 %

m 16-18

B Male m 19-22
H Female 34 % H 23-26
27-30

Other

Figure 9. Even though asking about gender may

be irrelevant, it is a formal question and helps you

classify the results. Also, if you can see from the Figure 10. Our target group is international stu-
results that the majority of answers have come dents and usually they are mostly under 30 years
from women, for example, you may want to find old, so asking about their age helps us find out
out why it is that mostly women are interested. what people of a certain age think.

How often 4%
do you use
buses?

B Daily

B Weekly

 Monthly 26 %
Never
Other

16 %

Figure 11. This question tells us about how "big” the problem is. If many people answer that they use bus-
es daily or weekly, it means that for them everything is okay with LSL. But if many people say that they use
buses only monthly or not at all, it would mean that there is a huge lack of service.

What do you

29 (46 %
use to travel HE)
around Lahti? 10 (20 %)

27 (54 %)
H Bus
® Car 21 (41 %)
| Bicycile 0 (4 %)
Walking . . . . . .
Other 0 5 10 15 20 25 30

Figure 12. Which is the most popular way to travel around Lahti, and what can we learn from it? If it is by
bike, could we somehow bring the bike’s “features” to LSL? Or if many people say that they don’t walk, why
not? What do we definitely not want to add to LSL, so that it won’t contain the same features as walking?
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Appendix
Results from the 50 interviews

What are your 2% 4%
thoughts on the
ticket prices?

B Manageable 94 %
B Expensive
W Acceptable

Other

Figure 13. We all agreed that price is one of the most important things in this case. It is known that in Lahti,
public transportation prices are among the most expensive in Europe, maybe even the whole world. So this
question was just to confirm our thoughts and see that we really are not the only ones who think that way.

What bus

station is 22 (44 %)

easier for 28 (56 %)

ou to travel

¥rom/to° 8 16%)

2 (4 %)

W Train station 8 (16 %)

B Market place

- Mukkula 3 (6 %)

il Social & h... 0 (0 %)

B Fellmania...

B Niemi campus 0 (0 %)
BIT campus 1 (2 %)
Design institute n N 1 1 1 1
Other 0 5 10 15 20 25 30

Figure 14. We thought that asking this type of question would help us think about what kind of bus stop
would be the best. What makes just that bus stop so pleasant, and what are the main differences between
bus stops?

What do you o
think about 30 (60 %)
bus drivers? 12 (24 %)
10 (20 %)
B Friendly 3 (6 %)
m Helpful
 Moan 16 (32 %)
They do not... 6 (12 %)
They don’t... . . n f 1 )
Other 0 5 10 15 20 25 30

Figure 15. It is possible that a bus driver is the first person we meet during the day, so it is really important
that the situation is nice. If the first person you meet in the morning is unpleasant, it may affect you. A bus
driver is a customer server.

44



EXPERIENCE TRAVEL PROJECT

Appendix

Results from the 50 interviews

Would you like to be
able to change from bi-
cycle to the bus easily?

52 % 48 %

If there is free wifi in
the bus, would you use
the bus more often?

56 % 24 %

B Sure, it’s necessary
B Not necessarily

Figure 16. Asking this question tells us about the
challenge in our case. If people find it hard to be-
lieve that they would change from bicycle to bus,
it means that we really may need some radical
solutions. Or if they think that they would really
asily change, then we would know that we just
need to fix some areas a little bit.

W Definitely 20 %

H Maybe
M Not really
Other

Figure 17. We already thought that maybe a WiFi
connection would help international students ori-
entate during the trip, so we wanted to see if they
agree with us.

Is the information provided on the
bus stations enough and understandable?

B | neverun...

W ltiseasyt...

M The writing...
| often mis...

Bus stops...

7(14 %)
23 (46 %)
9 (18 %)
9 (18 %)
13 (26 %)

0 5 10

15 20 25

Figure 18. If people don’t easily orientate on bus stations, they get easily frustrated and just take a taxi or

walk, or they may miss the bus or even get lost.
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Appendix
Results from the 50 interviews

Open questions

To see the answers for the open questions, please refer to the Index part.
The following are the descriptions of the open questions:

What can irritate you on the way?

We wanted to hear peoples’ stories and dig deeper with their help; besides
price and lack of orientation, what are the "unseen” problems and what can we
do about them? Or what are the unseen things that people like? How can we
bring more volume to those things?

If you don’t often use buses, what can be

changed to motivate you to take the bus?
This is the same as just asking people "What’s wrong with LSL”, but we didn’t
want to ask it so straight, because we didn’t want to have straight answers.
Asking it this way, people really need to answer with more than just one word.

What would you change on the bus schedules?
International students all come from different countries so they have an opin-
ion about different kinds of schedules. They are maybe the best target group to
tell us if there is something that they would change on the schedules.

Is it easy to orientate during the trip?

If people find it challenging to orientate during the trip, they may not use bus-
es again.

Figure 19. Descriptions of the open questions.
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Re-designing Enonsaari.fi

Abstract

The main objective of the Enonsaari project was to produce a written article to evalu-
ate the functionality of the Enonsaari island’s website, and suggest improvements. The
methodology used included brainstorming, an extensive SWOT analysis, an interview
with the manager of Enonsaari island, and a visit to the island itself. The key outcomes
of this project included the restructuring and rebranding Enonsaari’s website to include
more relevant information about the services the island offers, as well as what promotion
packages are available to visitors. In conclusion, the newly created Enonsaari website is
infinitely more informative than the former website, and thus will attract more visitors to
the island.

Keywords: web design, marketing strategies, communications, corporate design, brand,
tourism

Introduction

This article will analyze and evaluate the Enonsaari camping website. The objective is
to provide suggestions on what should be changed in order to improve the website, in-
cluding providing a new design and theme for it. As a result, the website should have in-
creased clarity and accessibility to potential customers, which should therefore increase
the amount of visitors to the island. The theory, methods and results will all be presented.

Enonsaari is an island, which was owned by a Russian family as a summer retreat. Today,
it is owned by the city of Lahti and operated by Messila Camping. To accommodate visi-
tors, the island offers cottages as well as a camping option. Enonsaari operates a restau-
rant, and has a variety of water sports and activities available to visitors. People may visit
the island by taking a five-kilometer ferry boat ride from Lahti Harbor or the Messila Camp-
ing site. The boating service is owned and run by an independent company, which works
closely with Messila Camping. Currently, the island has a broad target market as they at-
tract business groups, families, larger parties for specific events as well as Lahti citizens
(Enonsaari 2016; Saarela 2016.)

The team working on this article consists of international students from various academic
backgrounds, who have provided a vast array of knowledge and perspectives. Due to the
varied knowledge and cultures, it is appropriate to make changes that will increase the in-
ternational appeal of the island, as Enonsaari has primarily been an attraction point for lo-
cal visitors. Each member of the team undertook different sections of the project that best
suited their expertise. The group communicated with each other throughout the project to
produce the final report, presentation and web page.

Theory

Peter Drucker once said, “there is only one valid definition of business purpose: to create
a customer. Therefore, any business enterprise has two, and only two, basic functions:
marketing and innovation” (Drucker 1954, 39-40). This was precisely the framework that
the Enonsaari website project was based on. Drucker’s idea of good marketing resulting
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in a “customer who is ready to buy” reflects the vitality of being able to understand the
wants and needs of one’s target group. Businesses must try to gauge what their custom-
ers desire, and then play into those desires through marketing (Mohr 2008, 86-87). Druck-
er’s idea of market orientation prioritizes the interests of customers, while at the same
time navigating a relationship with competitors, and how to market one company as being
more attractive than its competitors (Mohr 2008, 87). Drucker’s argument suggests that
combining the ability to innovate with effective marketing will allow a business to do ex-
actly that (Mohr 2008, 88). As Enonsaari’s target group is small and specific, marketing to
this group has little to no financial cost (Orpana 2016).

Drucker’s concept of the “Innovator’s Dilemma” can be described as what happens to
companies who are blindsided by new and innovative technology. These companies of-
ten rely on a certain demographic of customers, and do not have changes in management
for long periods of time. This results in a lack of new marketing innovations. To avoid this
“dilemma,” companies must always aim to expand their horizons and try to attract people
beyond what they believe to be their target group (Mohr 2008, 89). Although, segmented
marketing provides a guideline to fulfilling the needs of one particular group, as well as us-
ing means of communication that the target group itself uses.

The idea of the “Innovator’s Dilemma” is especially relevant to the Enonsaari project as
the island’s website and social media is unattractive and does not engage potential visi-
tors. Enonsaari will be able to capitalize on the new fad of people wanting to have healthy
lifestyles and be “one with nature.” According to public health researcher Richard Mitch-
ell, being outdoors helps to reduce anger, fear, and stress as well as lower blood pressure
(Mitchell 2013.) This is a pull factor that Enonsaari can and should capitalize on.

To improve a brand, building a corporate identity is essential. A corporate identity is when
a company creates a visual statement, using colour, design, and text that is created to
promote a product or service. A company can showcase their core values to consumers
through corporate design. Corporate design encompasses how a company views itself as
well as how it wants to be viewed by consumers. The corporate design, which is repre-
sented through the logo, media, colors and architecture, is a vital aspect of the corporate
identity for a website as it conveys the identity of a company. If a company’s corporate
design can be easily recognized, there is not much need for communication through lan-
guage. This makes a website more accessible as it eliminates language barriers. (D&britz
2014.) In the case of Enonsaari, which aims to target people internationally, easily recog-
nizable logos and symbols are very valuable. Enonsaari’s logo is currently used on their
website, but it should also be used in print media that promotes the island, such as cou-
pons or tickets.

According to information architect Steve Krug, customers do not want to have to think
when they are browsing a website (Figure 1). The marketing on a website should be so
effortless that consumers have to use little to no effort to understand what it is for. A
clear structure is key to a positive user experience. Website visitors scan text quickly but
do not read it in full, so a few lines of text are much more effective than big blocks of text
(Krug 2014).

Why did th
put tha the

ey

Figure 1. Thinking vs. not thinking (Krug 2014).
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Methods

BRAINSTORMING

In order to identify and evaluate the weaknesses existing in the Enonsaari project and lat-
er develop some results and suggestions, several methods were used. At the start of the
project, the team carried out brainstorming sessions in which ideas of how to improve
the Enonsaari website were brought up. After extensively exploring the current Enonsaari
website, the group listed several questions for the manager of Enonsaari, as well as sug-
gestions on how to make the website more accessible and attractive to consumers. At this
time, the team also established several goals for the project as well as a structure to fol-
low over the two weeks that the project took place.

INTERVIEW

The team conducted an interview-style exchange over email with the manager of Enon-
saari. The interview questions inquired about various aspects of Enonsaari such as gener-
al characteristics about the island, information about the entrepreneurs with whom Enon-
saari collaborates with, as well as the different marketing techniques Enonsaari has used
in recent years. Once all questions had answers, the responses from the manager were
translated from Finnish to English and used as the basis for the SWOT analysis. The aim of
the interview process was to collect as much data about Enonsaari’s website as possible
in order to make educated suggestions as to how it could be improved. The team’s sugges-
tions will be addressed further down in this article.

VISIT

On Saturday June 4th, 2016 the Lahti Summer School organized a trip for all students to
enjoy a day in Enonsaari, which gave the team the opportunity to become acquainted with
the island. Once on the island, the team got to experience what an average day for a cus-
tomer at Enonsaari would be like. We carried out several of the outdoor activities offered
at the island such as hiking through the forest, fishing and cooking over a fire. As a result
of our trip we understood the island’s potential and revised the SWOT analysis and sug-
gestions before progressing.

SWOT ANALYSIS

The SWOT analysis was the most important method we employed. This technique of the
SWOT analysis consists of finding all Strengths, Weaknesses, Opportunities and Threats
of the study subject. The aim of this tool is to identify weaknesses and strengths, discov-
er new opportunities and manage and eliminate existing or possible future threats. While
enjoying the long days of the Finnish summer we collectively identified all aspects through
brainstorming and discussion of each upcoming aspect. Those we believed to be relevant
were included in the SWOT analysis (pictured on the following page).

Results

The recommendations to improve the website are based on theories of marketing, con-
ducting a SWOT analysis on the site, interviewing the entrepreneur and visiting the island
(see SWOT in Figure 2).

There are several ways in which the island of Enonsaari’s webpage can be improved for us-
ers and potential customers, in terms of changing both the content and suggesting addi-
tions to increase the traffic to the site and awareness of the island to a wider audience (see
the current webpage in Figure 3).
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Existing web page
Link to boat site
Booking
Effort/intention
Proud of history
Timetables for boats, prices
and other information
List of what is in each room
Good and direct contact
(e-mail and phone)
Menu and prices of the restaurant
Recently updated
No competition > Great potential
One of a kind and known island
by local people

Opportunities

Packages and events (e.g. include
boat and other entrepreneurs
into packages)

Built identity

Use social media + other promotio-
nal websites

Exploit potential > One-of-a-kind
island in a lake

Breakfast or some sort of alternative
(include while booking; essenti-
als in the rooms should include
tea kettle, coffee, cereal etc.)

Advertise in collaboration with shops

Advertise the familiar experience

Change picture, create video, 3D

scan of rooms/paths/facilities etc.

Change decoration > matching
colors, create atmosphere,
rural/cozy

Celebrate events (concerts, special/
festive days, midsummer, festi-
vals etc.)

Info centers

Use university as collaborator (e.g.
fashion > decoration, IT depart-
ment > web page, business >
collaboration with entrepreneurs)

Proportion of useful + interesting
info (e.g. why the path area is
protected etc.)

Include weather forecast

Figure 2. SWOT analysis of Enonsaari.
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Weaknesses

No clarification or advisement
of camping

Webpage, rules and prohibitions
only in Finnish

Attachments - too many links and
no info on the web page

Pictures (too simple and boring)

Web page has no clear structure
and logo is confusing

Lack of information about general
aspects of the compound (e.g.
nr. of cottages, max allowance)

No map of the island

No clarification of available water
sports, path games etc. and no
link to entrepreneur in charge
of water sports

No info on path, local nature (why is
it preserved) or general features
of the island

No mention of possible activities

Wi-fi?

Breakfast and no typical food

No promotional packages or dis-
counts (students, elderly)

Accessibility for limited mobility

Limited social media

No reviews, TripAdvisor, or other
promotional websites

Website doesn’t represent the whole
island (only stay)

No mention if domestic animals are
allowed + leash-free areas

No simple mention of possibility to
get a nature guide

General lack of identity/scheme/
structure »> Impression of being
boring, confusing (> no accurate
representation)

Too expensive

No info about Lahti

Use other entrepreneurs -
Quality could be compromised

Accidents (health issues)

Weather

Crashing of web page
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Figure 3. Current webpage and logo of Enonsaari.

Using online and social media tools to promote a website

Currently, there is an option on the site for customers to book a stay at the island, but there
are no family, large group or business packages available online. From the interview with
the entrepreneur of Enonsaari, it was established that they make deals with large groups
or business groups. Having a package for businesses and large groups displayed online
provides a clear option of the packages available, making the process more efficient and
easier for both parties. (Saarela 2016)

The use of social media in connection with the site should be increased to reach a wid-
er and more varied audience, and it can also be used as a platform for customers to share
their experiences on the island. Currently there is a link to their Facebook page which
when clicked ‘likes’ the page, but does not go to the page. Including a hyperlink to the
page would improve this function, and also adding other social media platforms, such as
Instagram, where photos of the island could be shared, would increase the social media
presence (see Figure 4).

Utilizing websites such as TripAdvisor and linking to them on the website would provide
another platform for users to talk about their experiences on the island, and encourage
others to go. A page on the site where customers can leave reviews is also an option, but
this would only be helpful if customers used the Enonsaari page directly. Utilizing Trip-
Advisor could bring additional traffic to the site.

3+’ r"}g f FI ENG SV RU DE

ABOUT  ACCOMMODATION — RESTAURANT  ACTIVITIES  GUESTBOOK  HOWTOGETHERE — CONTACT

Figure 4. The newly designed front page of Enonsaari is linked to social media channels.
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Recommendations

With regard to the availability of food on the island, currently on the site there is a menu
available showing options for dinner in the restaurant, but there are no breakfast options.
After a visit to the island and an interview with the entrepreneur, the group realized that
there was coffee and sandwiches available for breakfast, and that groups could request
breakfast for the days that they needed. Having the option of breakfast if booked in ad-
vance is something that should be included on the site, to give customers a full overview
of the options available (see Figure 5).

The current pictures on the site of the interiors of the restaurant and cottages seem out-
dated, and do not reflect the fun or memories that the island could facilitate. It is recom-
mended that the pictures show groups of people engaging in activities that the island of-
fers, for example families enjoying dinner by the fire or people and business groups in
team building activities and the sauna and water activities available (see Figure 6).

Including a video of the island could also entice website users to visit the island, and give
them a clear idea of what to expect. The video could include tours of the restaurant, cot-
tages and footage of the exceptional natural beauty of the island. Including information
about Finland, Lahti and the culture surrounding the area is an addition to the site that
would make it more interesting (see Figure 7).

Information about the island specifically would also be beneficial, such as why part of the
island is protected and which type of trees and animals can be found on the island. In the
case of Enonsaari, the fascinating atmosphere has to be transported through the website
so that the visitor can get an idea of how beautiful the island experience might be. The cor-
porate design represents the requested atmosphere throughout the whole page. Further-

.

el W

Figure 5. Menu options with drink  Figure 6. Showing the activities Figure 7. Informative page on
options. on the island. location and how to get there.

Figure 8. Informative page about Figure 9. User content on the Figure 10. History of Enonsaari.
the island. website.
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more, every piece of information has to be on one website instead of many links you have
to follow, like the website for the boat and the nature path (Figure 8).

Discussion of the results

Focusing on the marketing and innovation of Enonsaari Island was the backbone of this
project. Enonsaari has a concentrated niche market which aims to attract international
travelers which include but are not limited to families and young adults in the area. A clear
structure and access to important information on the website minimizes the barriers for
international tourists.

The atmosphere transported through the corporate identity makes the visitor want to ex-
perience the island. Because a part of the target group is young people, social media is
also a great tool that Enonsaari would benefit greatly from using. Moreover, young people
generally want to be the first to try new products and experiences, and thoroughly docu-
ment them on social media. Having people who visit the island post their pictures online
is free advertising for Enonsaari, and is also a great way to attract more visitors (Figure
9). All the above-mentioned suggestions have been evaluated and are backed by the pre-
viously explained theories of “Innovator’s Dilemma” by Peter Drucker and the “Corporate
Identity theory.”

Several of the stated suggestions imply a lack of adequate communication towards the
consumer, which indicates a lack of appropriate marketing and focusing on desired tar-
get group. The first suggestion points out the lacking information about the available of-
fers for breakfast during the stay in Enonsaari. Therefore, the recommendation advises
them to include this aspect on the web page since it has an impact on their corporate iden-
tity, and could potentially be an area for appropriate innovation, depending on the levels
of demand.

Secondly, including information on the country and the city of Lahti as well as the story
and facts on the Finnish culture can be essential and beneficial to create the appropriate
corporate identity, since it will give a sense of location, history, knowledge and therefore
character (Figure 10). It could also lead to learning what methods and types of consumers
the entrepreneur has to aim for and identify possible innovations, technologies, strategies
and trends in order to maintain and/or increase the visitation rates. As mentioned previ-
ously in this article, part of the hiking path of Enonsaari is a protected area, which gives a
unique character to the island and, once again, can be useful to the corporate identity and
focus on the right target groups, as well as expose potential innovation characteristics,
such as the implementation of guided nature walks.

One of the aspects we believe to be in need of change are the pictures. Images are tools
to proportionate the potential client with a primary idea of their experience. Since the cur-
rent photos generate a negative sensation of what to expect on your visit, changing these
can help generate the desired and truthful atmosphere. Photos and other media, such as
videos, can be utilized on the website and will therefore be a strong part of the Corporate
design. Simultaneously media shows available activities in the island which, once again,
exposes potential innovation areas, implementation of new technologies or inclusion of
other target groups.

Last but not least is the lack of availability of the website in languages other than Finnish.
This leads to a segregation of the target group, excluding most international potential cli-
ents and leading to a loss of business. This will therefore inevitably affect the corporate
identity and the company loses a whole market of possible targets.

Discussion of collaboration
Overall, Summer School proved to be a very awarding experience to the whole team.

Throughout, the project team members have brought up their special knowledge benefit-
ting the team to reach the goals of the project. The highly motivated, skilled and diverse
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international team was build up from Canada, Finland, Spain, Scotland and Germany from
various fields of expertise.

As a conclusion, the Re-designing Enonsaari.fi project was a success from the team’s,
guiding teachers’ and the entrepreneur’s point of view. When presenting the final results
of Summer School 2016, the entrepreneur operating Enonsaari stated “The team has gath-
ered really impressive amount of knowledge and managed to analyze it only in two weeks.
The design of the webpage looks beautiful. I'm taking the design to the advertisement
agency and they will make the changes according to the design.” (Saarela 2016B)

Special thanks to the whole team and the guiding teachers who together formed an enthu-
siastic, creative, highly motivated and skilled A-team which made it happen. Go girl Power!

Figure 11. The A-team.
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Taina Orpana

The Spirit of Team Building -
New Ways to Build a Team

Introduction

Working in a two-week-long intensive study program in international teams that consist
of students with various skills and knowledge backgrounds can be challenging. Especial-
ly when participants are expected to form a functional team and solve a work life problem
in the form of a written article and a presentation.

Some teams work better than others. Successful teams produce astonishing results in
only two weeks while others struggle to get the work done. There is no simple explanation
for why one team is performing better than the other one. Nevertheless, successful sports
teams and businesses are analyzed with extreme precision, but total success factors still
have not been covered. (Spiik 1999)

The main target is to find possibilities to form an effective and self-driven team. First the
article discusses the definition of a team based on theory and the real life. Then the fo-
cus is shifted into team building phases, a team performance curve and discussions of
high-performance teams. After the theory part, the article digs deeper into the teaming
process and tools. In the conclusion, the article discusses the possibilities to build teams
in a new way in an intensive study program.

What is a team?

Katzenbach & Smith define a team as a small number of people with complementary skills,
who are committed to a common purpose and performance goals and are working towards
those as mutually accountable (1993, 45). Even though teamwork is a form of group work, the
fact that individual skills and knowledge are highly needed doesn’t change. Pirnes (1994) de-
fines a team as a self-driven group of people who work in close co-operation in order to per-
form a specific work setting while exploiting the diversity of the team members and thriving
on common goals and objectives within the framework of the common rules of teamwork.

In theory and science, the definition for a team is very precise, in the practical world the
word team is used quite broadly in different set-ups. From that point of view, the clearest
and simplest definition for a team is a self-driven work group. Widening the definition for
ateam concludes that a team is a group of people, who are responsible for a certain work
setting from start to finish in co-operation, or that a team is a group of people who have
organized as a relatively permanent group to perform work tasks and to achieve the mutu-
ally agreed objectives. (Spiik 1999)

Phases of team building

Tuckerman separates the five different stages of team building: the forming, storming,
norming, performing and ending phases (see Figure 1). On the first phase, forming, the
team members question of their own role in the team. Especially openness and discussion
on team purposes and tasks strengthens the mutual trust, promotes team formation and
mutual understanding between the members of the team. (Tuckman & Jensen)

In the next phase, storming, team starts to construct internal functions and interaction.
While the practical problems are gradually taking new shapes, individual perceptions and
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Figure 1. Team building phases (Holpp 1993).

priorities emerge. Raising the questions on contradictions in an open conversation will de-
velop team spirit little by little. In order to raise team spirit, the team needs to have clear-
ly defined objectives which are challenging and include a development challenge. (Tuck-
man & Jensen)

Steps two, storming, and three, norming, greatly influence each other which makes it diffi-
cult to tell where one starts and the other one begins. In phase three, the process outcome
is team consensus on tasks, principles and methods. The most effective way to develop
the team even further is to record team rules and policies in a written team agreement and
start operating accordingly. (Tuckman & Jensen.)

During the fourth step, performing, the team is working effectively, carrying on the mutu-
ally agreed plan, making changes, developing ideas and evaluating progress. Normally the
team faces an empowerment experience where the team strengths are visible in the re-
sults. (Tuckman & Jensen)

In the last phase, ending, the team has finished the work or the team breaks down with-
out finishing the objective. Sometimes in order to get the work done, a new set of skills
may be required. This will automatically change the consistency of the team. When new
people are introduced, the teaming process start from the beginning. (Tuckman & Jensen)

Team performance

Katzenbach & Smith (1993) divide teams into categories based on team impact versus effec-
tiveness. They identify five different team performances: working group, pseudo-team, po-
tential team, real team and high-performance team (see Figure 2). The weakest performance
on the curve is shown by the pseudo-team and the highest by the high-performance team.

Team performance can also be linked to the team building phases (see Figure 3). A work-
ing group is a group of people who mainly share information, best practices or perspec-
tives and make decisions to help individual members perform their own area of responsi-
bility. While a pseudo-team would benefit from collective performance, it has no common
purpose or performance goals and is not trying to achieve them even though the members
may call the group a team. These two team types can be linked to the forming and storm-
ing phases. (Katzenbach & Smith 1993)

58



THE SPIRIT OF TEAM BUILDING - NEW WAYS TO BUILD A TEAM

A High-
5 ‘\ Performance
s , AN team
£ ’
@ !
2 1
© 1
E Real
L ‘ team
o L)
o

Working
group
Potential
team

S

team effectiveness
Pseudo-

team

Figure 2. The team performance curve (Katzenbach & Smith 1993).

A potential group on the other hand benefits from the collective performance and is trying
to improve it, but is lacking clarity when it comes to purpose, goals and work discipline.
Collective responsibility for the work task hasn’t been established. In the team building
stage this would equal norming. Transforming to the performing stage, the potential team
transforms into a real team. A real team is a small group of people with complimentary
skills and who are committed to a common purpose, goals and hold themselves mutually
accountable for the outcome. The most effective team is called a high-performing team,
and in it, members are deeply committed to each other’s personal growth and success.
The high-performance team significantly outperforms other teams and all reasonable ex-
pectations given for the outcome. (Katzenbach & Smith 1993)

High-performance team

Katzenbach & Smith (1993) discuss high performance teams that are capable of producing
outstanding results in team work. In such a team, members put a lot of time and effort to-
wards the work. Katzenbach & Smith have been able to list ten common principles among
high-performing teams, which are as follows.

—~ The team has a commonly agreed, compile and clear purpose.

- Team work emphasizes deeds and achievements, as well as the common aspiration for
high performance.

—~ The characteristics of team members complement each other. The team must be prepared
to solve problems, have decision-making skills, and they get along.

- Team members are committed to common goals.

- Inaddition to individual responsibilities, each one of the members is responsible for
the whole team performance.

- Daily teamwork is based on effective communication; constructive conflict can also occur.

—~ The work is distributed fairly and even between members.

— Teamwork is based on trust, mutual support and encouragement, but the atmosphere
allows members to use constructive critic and doubt.

—~ The team members take risks and are willing to face the loss.

— Team results exceed the sum of individual achievements. Team members learn while
working and get more and more motivated when reaching common achievements.

Forming a team - process and tools for the summer school

From the two weeks’ intensive study program's point of view, teaming is one of main ob-
jectives in order to get the project done. Theories stress the importance of goal clarity,
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Figure 3. Different teams linked into team building phases (Katzenbach & Smith 1993).

mutual commitment and exceeding the sum of individual efforts. When guiding the team-
ing process, the most important phases are in the beginning. A teaming process which in-
cludes simple tools (see Figure 4), could ease the pressure of making effective teams in
the summer school.

Following the process with tools

As a preliminary task, students are asked to take a team role test at a portal that provides
team role testing for free, for example psychtests.com, which includes 40 questions and
takes approximately 20-25 min. The test measures how an individual behaves, contrib-
utes and interrelates with others when being part of a team. Students are asked to bring
test results with them at the start of summer school. What kind of team player am 1?

The next step is to divide students into teams. If the test involves 5-6 categories, students
are divided according to their results so that every group has a member for each role. For
example, all the type one roles are gathered and divided into a small section of the group.
When the groups are formed, each group is asked to share their test results with the oth-
er members. What kind of team player are you?

In the third step, groups are asked to discuss what kind of a team they will form in order to
get the project work done. In addition to the discussion, teams are asked to build a SWOT

What kind of team player am 1?

What kind of team player are you? DISCUSSION (each team)

What kind of team would we form? | SWOT (each team)

What should we do as a team? TEAM AGREEMENT

How uld we do it?

Figure 4. The teaming process and tools.
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analysis on their team (see Figure 5). The idea is not only to determine strengths, weakness-
es, opportunities and threats, but to see the success factors, turn weaknesses into opportu-
nities, threats to wins and look at the worst case scenario. What kind of team would we form?

In the fourth step, the team should discuss team behavior charter, which includes ground
rules, decision making, communication, roles and participation and the team values ac-
cording to the given project. Developing ground rules of acceptable and unacceptable in-
dividual and team behavior, for example if one of the team members isn’t participating on
classes or not delivering given tasks.

The team should determine whether decisions will be made by consensus, majority rule or
anarchy and should there be exceptions to the decision-making if the team should not fol-
low its usual process. The team should also recognize the value of listening and constructive
feedback, and make an effort, every day, to communicate constructively. Discussion on par-
ticipation and roles - decision on how the team will choose a leader, and generally how the
team process will be led is equally important. Both the individuals and the team must take
responsibility for the work process to encourage equal partition. Acknowledge and accept
the unique insight of each member of the team. As a result of the fourth stage, the team will
choose a leader or leaders and pick a name for themselves. What would we do as a team?

In the fifth stage, teams develop a written Team Agreement and deliver it to the Reppu page.
The team agreement (which can be used as a project plan as well) can include for instance:

— Mission. Establish the answer to why the team exists. Defining team objectives on project work.

— Tasks, responsibilities and schedule. Team tasks, team member’s responsibilities, schedule for
the tasks. Diving the work into pieces. Who is doing the writing, theory parts, designing?
Team behavior charter.

— Measurements of team progress. Discuss and agree on the types of measures and outcomes that
will indicate the team has reached success or failure. Can be linked from the SWOT analysis.

- Reporting method. Written article, presentation, something else?

As a final stage teams discuss the project and how the objectives can be reached. How
should we do it?

Conclusion

Teaming and team building in a short period of time is a challenging task. Paying attention
to the early stages of team building and strengthening the process at the very beginning
could lead to better teams and better results. However, the final results always depend on
the team and individual effort.
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Introduction

Last year’s article ‘Building Bridges through Summer School’ (Gallagher & Horn 2015) fo-
cused on the importance of developing multidisciplinary and intercultural approaches to
solving real-world problems from a student point of view. The emphasis was very much
on highlighting the need to develop appreciation and respect relating to the viewpoints
and opinions of students from different professional backgrounds in order to arrive at de-
cisions that take on board the knowledge and opinions of a range of different people. The
two-week journey the students undertook resulted in an unforgettable experience that
fostered mutual respect and an understanding of the importance of multidisciplinary ap-
proaches to solve 21st century problems. What perhaps has been overlooked is the impact
that such teaching methods have on the academic staff involved. This article therefore in-
vestigates this angle both from the teaching approach as well as the wider implications
of fostering a more collaborative approach to teaching and learning that helps strengthen
the bridges built based on student involvement.

Moving away from traditional methods of teaching

Teaching, traditionally, has been based on discipline-specific subjects, both at school and
then when moving to college or university. Whilst retaining a subject or discipline focus
is necessary, education needs to change to reflect the changing and more challenging
needs of society. 21st century living calls for innovative solutions to the complex prob-
lems that we now face, necessitating the need for multi- and cross-disciplinary approach-
es to finding sustainable solutions. For education to change to reflect this, the attitudes
and approaches of academics must also change and become more open to incorporating
innovation in their teaching methods that allows for multidisciplinary learning. For this to
become possible, academics must therefore move out from their own discipline and work
with colleagues from other areas of expertise. Intensive study periods such as Summer
and Winter Schools provide an excellent opportunity to incorporate this change need-
ed both for the academics and students involved whilst still retaining the subject-specific
knowledge required for professional recognition in their specialised area.

Taking part in the first two Lahti UAS Summer Schools has provided a rich learning oppor-
tunity for all the staff involved. The novel aspect of project work that involves multidis-
ciplines is further enhanced by a different way of delivering information to the students.
The students were all given lectures on the tools that they may need to solve their prob-
lem (marketing, sustainability, 3D printing etc.) but it is then up to them what they did with
it, when trying to find solution(s) to their project issue. This approach fostered a more
student-led and researched project that focused on the interpretation and application of
knowledge gained into their own specific project. From a teaching point of view it was a
very educational approach that allowed for the development of leadership skills of the stu-
dents taking part, an aspect which is very important academically but can be very difficult
to develop in traditional classroom settings.

In the UK, although internationalisation is high on the priority agenda in all universities,

the focal point is about student, and to a certain extent staff mobility, with little incorpo-
ration of an ‘international experience’ into the curriculum, and even less opportunity for
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Figure 1. Learning new things.

‘multidisciplinary’ working at both student and staff level. The Summer and Winter Schools
offered in many EU institutions of higher learning, and clearly demonstrated by Lahti Uni-
versity of Applied Sciences shows that learning can be both intercultural and multidisci-
plinary as well as clearly highlighting that learning and teaching is not one-way traffic be-
tween teacher and student but is both multidirectional between student and student, staff
and student and staff and staff. This ‘thinking out of the box’ and moving away from the
traditional narrow approaches that has characterised previous well-established methods
of teaching is as important for the staff involved as it is for the students. To be able to pro-
mote intercultural awareness and respect as well as multidisciplinary collaboration, the
academics involved must also have experienced it themselves.

Broadening horizons and
fostering international relationships

Working within an academic institution brings many opportunities that may not be readi-
ly available in the more mainstream areas of employment. The opportunity to travel is one
such aspect, and allows for broadening horizons both academically and culturally that pro-
vides a deeper reflection into one’s own approaches and a greater appreciation of the differ-
ent learning methods that can be integrated into developing innovative learning strategies.

Erasmus exchanges and partnerships are by and large based on a like-for-like, for instance
the Lahti UAS, Faculty of Social and Health Care would form a partnership with the Health
School at Glasgow Caledonian University rather than the Engineering school. Whilst it is
accepted that this is a fundamental component of staff and student mobility it does not al-
low for the opportunity to meet academics from other disciplines and therefore promote
a more cross-disciplinary approach to developing innovation in teaching. Taking part in
Summer and Winter Schools does however provide this unique opportunity to meet aca-
demics from different specialisms and allows for a richer exchange of ideas that may not
be possible in the more traditional one-to-one subject exchange. It enables the staff in-
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Figure 2. Summer friends.

volved to develop a greater understanding of those subject areas that are on the periphery
of their expertise and therefore promote a more holistic approach to their teaching. This
in turn helps the move away from the compartmentalisation of teaching to one that appre-
ciates the links between different disciplines. As mentioned earlier, academic staff can-
not fully promote multidisciplinary approaches to learning unless they have experienced
it themselves. Staff participation in Summer and Winter Schools should therefore be en-
couraged by academic institutions as well as Erasmus itself as it provides an opportuni-
ty for academics as well as students from different academic disciplines and countries to
meet and that in turn fosters international relationships as well as the development of ‘real
world’ teaching methods.

Creating collaborative and productive partnerships

Summer and Winter Schools provide a platform that fosters and develops international re-
lationships that can then develop into deeper and more productive partnerships based on
research and the transfer of good practice between different establishments. Research
is increasingly cross-disciplinary and the competition to secure funding is highly com-
petitive and hard to come by. Partnerships that are based on mutual trust need to be de-
veloped. In order for this to become possible it is necessary to build up this trust and un-
derstanding through meetings that can be difficult to arrange virtually. The experience
of attending both the Winter and Summer School at Lahti University of Applied Sciences
clearly highlights the added value of these events. This has most recently been reflected
in the 294,000 euro award (July 2016) of an Erasmus plus strategic partnership grant be-
tween Glasgow Caledonian University, Lahti University of Applied Sciences and the Hague
University of Applied Science. This partnership brings together academics from different
disciplines and was only made possible due to the attendance and meeting at a Winter
School in 2014. It highlighted the importance of a move away from the traditional like-for-
like teaching exchanges that are currently integral to EU educational institutions to one
that is cross-disciplinary in nature. It is therefore vital to realise that it is not only the edu-
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cational benefits of these events that are important but also the ‘value added’ aspects at-
tendance can have in creating collaborative and productive partnerships that otherwise
may not have been possible.

Conclusion

The experience and lessons learned from attendance at the Midnight Summer School,
and indeed any intensive student week(s) is as important for the students participating
as it is for the academic staff attending. The opportunity to learn from each other, devel-
op and share good practice is fundamental in ensuring an international learning experi-
ence that enriches the student and staff lives’ and helps promote the development of the
global citizen, a main goal of all academic institutions today. Providing a platform that al-
lows academics from different countries and disciplines to meet is central to developing
and enhancing international partnerships that can then result in financial gain (by secur-
ing Erasmus and other external funding) as well as more productive and strategic partner-
ships. Attendance at such events should therefore be actively encouraged and supported
at both institutional and Erasmus level with a view to making them a compulsory compo-
nent of staff and student education, thus allowing for the strengthening of the academic
bridges that have already been made.
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CREATIVITY ENABLING FOR A MIXTURE TEAM BY DESIGN THINKING

Noora Nylander, Miaosen Gong and Markus Kretschme

Creativity Enabling
for a Mixture Team
by Design Thinking

Introduction

In this article we discuss how to enable a mixture team of students to work in a more cre-
ative way on the projects in summer school. Our discussion is based on the experiences
we had during tutoring the Summer School 2016 project work. We discuss the following
aspects of managing project work: building a common framework methodology for each
project, how to enable creative team work and collaboration, how to define project briefs
in advance to support the creative process and how to manage and empower students
to contribute to their work creatively. As a result, we propose a model, tutoring teacher
guideline and pre-task for the next summer school to enable creativity for coming projects.

Some assumptions and conditions in the summer school framework:

—~ Project-based and the topic is defined in advance;

- Two weeks intensive workshop with article writing;

- Students from different cultures, disciplines and grade levels;

— Mixture team of students with tutors from different backgrounds

Methodology and creative empowerment

The chosen approach for the summer school project was based on Design Thinking. De-
sign Thinking is an innovation method with emphasis on the early phases of any innovation
process. Furthermore, there are several definitions for Design Thinking, depending on the

The teachers / project / expertise <> lectures and
workshops
/ / \ \ R
BUSINESS AND TECHNOLOGY DESIGN AND SOCIAL AND
ADMINISTRATION FINE ARTS HEALTH CARE

“Café “Bay City “Kisapuisto - “Children’s
Oskari” Play” Sports Park” Nature Tour”

Improve business Encourage public Improvements How to use
with marketing participation with public green areas as
communication participation GIS aresource

™~ N\ ST

The students that take part in the project <
are from different fields of expertise

Figure 1. How our summer school project process is built - example from summer school 2015. Nylander, 2015
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author’s perspective and the context in which it is applied, it can be defined as a method,
as a set of methods, as a process, or as a mindset. In principle, Design Thinking is based on
the idea that multidisciplinary teams creatively explore different perspectives of a prob-
lem and develop human-centered options to solve the problem. This is done mostly on a
rough conceptual level. Although Design Thinking is a creative process, it is also a clearly
structured procedure, which can also be executed by non-professionals with assistance.
This was, for example, the case in the Experience-Travel-Project during summer school.

Teaching non-design students to think and act as designers in a short project is not easy.
Holistic thinking and rough prototyping, for example, are the two key elements of any de-
sign process and they need to be applied throughout the process. But usually one has to
rely on one's own abilities in these fields since they cannot really be taught in detail along
the process.

A major challenge in creative teamwork is to promote the team members’ creativity. Not
everybody is creative by nature, in the sense of being able to come up with innovative
solutions to complex real-life problems. Moreover, many people either do not trust their
own creative abilities or they are not able to apply their creativity purposefully, especial-
ly, when they used to be creative in their childhood but were never really taught to appre-
ciate this. In that respect, today’s school system with its strong focus on logical, natural
and human sciences is probably one of the most destructive obstacles for creative tal-
ents, such as designers.

The team members of the Experience-Travel-Project were facing a so-called ill-defined
problem. Anill-defined problem means that neither the problem nor the best solution could
be doubtlessly determined. However, in this situation it is crucial to communicate to the
team members, who are mostly inexperienced in creative problem solving, a clearly struc-
tured process with different stages, gates, and a permanent reflection on what they are do-
ing. Otherwise they will most likely get lost in the process. The stages of a Design-Think-
ing process are therefore often described as: Empathize, Define, Ideate, Prototype, and
Test. This structure, which is specific to creative processes, helps especially inexperi-
enced team members in the process of creative problem solving. In the Experience-Travel-
Project, the Test-stage was left out due to the relatively short time-frame of the project.

Besides the process structure, it is also necessary to foster a way of thinking, doing and
approaching problems. Thus, the fostering opens up sound solutions beyond a sheer ana-
lytical focus. Due to their complexity, ill-defined problems cannot be dealt with a purely ra-
tional and analytical approach. One promising way to foster creative problem-solving is to
encourage the team members to start any creative process on the basis of insufficient in-
formation about the problem. Even if the initial situation, the context, etc. are researched
up to a certain point, the information is never enough to be really “sure®. Uncertainty is a
key element in any creative process, and the team members have to be encouraged to cre-
ate in this respect. Therefore, the creation of imperfect or unfinished prototypes of con-
ceptual solutions is a consequence of that creative uncertainty.

Brief definition of the project and approach

The summer school teamwork focuses on a living project with a project brief defined in
advance. Their content and perspectives approaching issues largely influence the place
and space of creativity for the student team. In the Design Thinking model, creativity is
triggered not only in problem-solving, but also in problem-definition, while a project brief
may potentially shape both of them less or more case by case. In this summer school, four
project briefs are defined mainly by the format of project aim with different focuses. We
roughly cluster three kinds including factor-based, situation-based and problem-based
(see Table 1). Different focuses result in very different schema of creativities and call for
different design strategies.

For example, the project “3D Symmetri” solely focuses on a technological factor without

situation of application and design challenges, which seems very dry at the beginning,
particularly to students from different background who are not familiar with it. Therefore,
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Factor- Situation- | Problem-
based based based
Kok * *

3D Symmetri

Experience Travel * KKKk *
Enonsaari * kK (’vt:k’;)
Let’s go to the Forest * *x *xk

Table 1. The three different focuses of a project brief.

it is important to lead students to explore inputting external situations and problems, in
particular, related to their disciplines and background. In the service design workshop of
summer school, one of the students from a medical program works on this project. At the
beginning, she was totally lost for progress. After recognizing that the brief only defined a
factor and she could utilize it in any situations she liked, she just opened up her mind and
was fascinated to propose an idea of application of 3D Symmetri in a medical environment.

“Experience travel” and “Enonsaari” focus more on the situation than either on the pro-
ject or on the clients and keep problems very open. The challenge of such a brief is to
trigger the team to define specific problems in the situation to be solved. In an intensive
workshop, it is obviously not easy for a multicultural team to do it in time in two weeks.
Therefore, it is important to support the students’ team to understand the situation well
and make a decision in the options of defined problems and opportunities. Otherwise, stu-
dents might be lost in too many issues to be done or everyone insists on a certain issue
she/he proposes to each other. As a summer school exercise, to make a choice and narrow
down design challenges would be helpful to the progress of the work.

The project brief of “Let’s go to the forest”, on the other hand, focuses more on problems of
infrastructure and digital platforms than on the situation, which already shapes the main
idea of the solution and easily leads the team to work in detail. In this case, the key to ena-
ble creativity is to redefine the problems or open up more space for problems by support-
ing students to analyze them in different ways.

To sum up, we do not know if there are general criteria of quality for project briefs so that
they enable creativity. On the one hand, it’s necessary to provide specific focus in order to
approach key challenges and solutions. On the other hand, it is important to keep issues
open for exploration. The craft of defining a project brief refers to the balance of these two
perspectives. Anyhow, it is clear that different projects' different focuses produce differ-
ent spaces of creativity to explore, and they call for respective design strategies of team
work. It is helpful to tutors to be aware of it and support the team in a proper way. Further-
more, we think it is risky that project briefs are provided or co-defined by local partners as
they might propose a focus that is limited in perspective, which often is not open enough
so that the creative space will be narrowed down largely. In conclusion, project brief qual-
ity depends on the specificity of focuses and the flexibility of strategies.

Our proposal to support creative project work
during the next summer school

At the end of our discussion we propose the following tutoring process, tips and pre-tasks
to be implemented into the next summer school projects. The pre-tasks will help students
to prepare for the creative process and contributing to it and help them get familiar with
the concept of the creative process. Our proposal also suggests how the creative process
should be considered when scheduling the summer school activities.

The Pre-task 1 involves the “My Strengths" card. The card should work as a tool for each
member, so that they are ready to contribute to the creative process. With a few words,
students should list their skills and knowledge. For example, they can think about their
study and working experience on factor based project briefs. This could be done, for ex-
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Before Summer

School starts

Re-briefing the client brief
by the Summer School teachers

Student pre-tasks:

PRE-TASK #1
Filling out the
My Strengths card

PRE-TASK #2
Doing the exercise
for the Design Challenge

PRE-TASK #3
Reading about what the
creative process is

Tips for briefs:

PROJECT BRIEF
How to encourage
student creativity

Problem-based
-~ Encourage to open up

Situation-based
- Encourage to narrow down
- Encourage to think about both
the emotional and the rational
side of the situation

Factor-based
- Encourage to use the factor
in any situation

Figure 2. The creative process and the
actions to support it for Summer School.

YooM 1841}

Ideate

Y88M pu028s 8y} Jo sAep 1s41} |

[

Tips for tutors

Support students
with Pre-task #1

Service Design

Workshop
for all the teams

« Open up details
- Explain situations

- Narrow down
openness

- Explain lead
factors

- Support
uncertainty

- Support the
freedom to “fail”

« Support students
using their know-
ledge and skills
from Pre-task # 1

Quick Proto-
typing Workshop

for all the teams

ample, by listing: “I work in a hospital, | take care of patients, | deliver medicine”. On the
other hand the card should help them list their common life skills like: “I can play guitar,
I can draw, | can run fast, | can solve strategies within computer games”. Later when stu-
dents have listed their skills, the students and their tutors have existing tools which can
be used during the process to figure out what to do. Furthermore, the content of the card
and guidelines how to fill it out should be discussed in greater detail. Figure 2 shows our
proposal for the creative process actions for summer school and table 2 describes the pre-

tasks and their purposes.

How the task )

#1: My Strengths Card

It helps students remember how they
can use their personal knowledge and
skills during the project.

Pre-designed “My Strengths” card, which

is easy and fast to fill in by each student.

They can think about both their work and
their personal skills and knowledge.

#2: Design Challenge Exercise

They are familiar with how to narrow
down an open design problem and
how to make a decision.

Design challenge with guidelines on
how to work and make one decision.

#3: What is the Creative Process

Get students to know what
the creative process is.

Reading material, e.g. a short article.

#4: Project Briefs

The student knows what to expect.

Reading project briefs in advance.

Table 2. Pre-tasks for the summer school, for enabling the creative process.
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A NATURE TOURISM PROJECT COMBINED WITH AN INTERNATIONAL SUMMER SCHOOL

Niina Ihalainen and Katri KAmarainen

A Nature Tourism Project
Combined with an
International Summer School

Abstract

The aim of this article is to describe the collaboration between the students’ summer
school and the working life partner’s project work. The students of the course Co-desig-
ning Better Urban Living and Wellbeing contributed to the development work arising from
the needs of the working life. The duration of the summer school was two weeks. The
working life received ideas on how to develop hiking routes in general from an internation-
al point of view. Some of the ideas were new ones, others gave more strength to the ideas
already known in the project. Particularly, students had a good experience of interdiscipli-
nary and international team work.

Keywords: nature tourism, project learning, summer course

Introduction

The international intensive summer school was organized by Lahti University of Applied
Sciences. Students and teachers from the home institution and abroad were welcome to
join in. The students’ study fields were business and administration, design, technology,
and social and health care. The students were both Bachelor and Master level students.
Students were divided by degree programs, study years and nationalities into very mixed
groups. The aim of each group was to plan solutions for the needs of working life. Each
student group had one teacher as a mentor teacher for the working life assignment. All
groups had lessons together and workshops from all four different study fields during the
two-week summer school. The groups submitted articles of their own working life assign-
ment during the two weeks’ time.

Finland’s fresh and natural environment is one of the most important attractions for the
country’s travel industry. Nature tourism is one of the most important tourism trends in
the world and one of the fastest developing sectors in the travel business (Koivula, E. et
al. 2005, 8).

Outdoors Finland is a national programme for the development of summer activities in Fin-
land. The objective of the programme is to enhance both the quality and service experi-
ence of tourism based on the natural world. The website www.outdoorsfinland.com allows
visitors to access information on nature and hiking destinations in Finland. The portal and
projects related to it are funded by the European Agricultural Fund for Rural Development.

Lahti University of Applied Sciences Lahti UAS is partly responsible for the coaching and
training of the tourist businesses involved. The Outdoors Finland project coordinates the
development of nature tourism destinations throughout Finland, especially its infrastruc-
ture and digital service experience and information.

The Let’s Go to the Forest project aims to improve the infrastructure of nature and hiking
destinations and the business of small and medium-sized enterprises in the field of na-
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Figure 1. A walk in the forest.

ture tourism in the region of Paijat-Hame. The objective is to produce digital communi-
cation and marketing material. The focus is on the development of new digital and smart
solutions connected with nature, technology, stories and service experience with differ-
ent senses. (Lahti University of Applied Sciences 2016)

The Piaijat-Hame region has plenty of potential
when it comes to nature and wellbeing tourism

According to the Ministry of Economic Affairs and Employment (2016) the latest figures
of the travel business show the positive development of the travel business sector in Fin-
land. Visit Finland (2016) aims to develop the Finnish nature and wellbeing tourism ac-
cording to the summer activities strategy. Winter tourism has achieved a good status in
Finland but summer activities are still far behind winter’s popularity and activities among
international tourists.

We Finns do not always understand the value of the Finnish nature. Its value could be
captured for service products in the field of wellbeing and nature tourism. Riku Ranta-
la, a Finnish journalist who has travelled all over the world, says that our Finnish nature is
unique and we have world-class sights and nature but the resources of our natural world
are underutilized. (Rantala 2016) For example, it is remarkable that every euro of public
money invested in the services provided in our national parks brings benefits amounting
to ten euros to local economies (Metsahallitus 2016).

The sector of nature and wellbeing tourism is also remarkable from the physical and men-
tal wellbeing point of view. Studies show that even spending just a short time in nat-
ural settings can reduce stress, while longer trips significantly enhance both physical
and mental wellbeing. It helps that the Finnish legal concept known as everyman'’s right
gives everyone free access to the countryside, regardless of who owns the land. (Metsa-
hallitus 2016)
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The region of Paijat-Hame has plenty of nature and wellbeing tourism potential that com-
panies could use in their businesses. The landscape in the region is dominated by green
forests and unspoiled pure lakes enriched by undulating forms of the Salpausselké ridge
(Paijat-Hameen liitto 2016). The growth of the Finnish travel business is largely based on
the attraction of the Finnish nature (Sitra 2013, 37).

Students went to the forest in Tiirismaa

The collaboration between the project manager and the teacher began with a face-to-
face discussion. Both explained the goal of their own work (project and summer school).
The win-win situation was easily found. The collaboration continued during the develop-
ment day, which was for all working life partners and all teachers and international coordi-
nators. During that development day, the learning goals, learning assignments, timetable,
evaluation plan, different working life assignments and the participations were introduced
and discussed. It was easy to start the co-operation when knowing the whole picture and
all staff members in different roles.

The Let’s Go to the Forest project was one of the customers in the Co-designing Better Ur-
ban Living and Wellbeing study module arranged by the Summer School of Lahti Univer-
sity of Applied Sciences LUAS. The assignment of the international student group was to
make a development plan for the hiking route in Tiirismaa, in Hollola. The students came
from England, Finland, Ireland, Italy, Kazakhstan, Russia, Scotland, Taiwan, and Vietnam.
Due to the international team members, the project gained an important multicultural per-
spective from the different sectors of education.

Figure 1. Resting for a while. Picture: Outdoors Finland.
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During the first study day, the project was introduced to the students. During the second
day, the students went to the forest in Tiirismaa together with the project manager and the
teacher. Along the route, the teacher told the group about the formation of the ice age, an-
imals, plants, and surrounding nature. The main destination and sight was the Devil’s nest
where the group had a lunch break. The students said that the Devil’s nest and the beauti-
ful view opening from the top of the cliff made a great impression on them. The cliff of the
Devil’s nest and the rocks underneath have brought visitors and hikers to wonder at the
amazing place shaped by the nature for at least 150 years (Hentman 2016, 93).

The purpose of the trip was to observe the hiking route from different perspectives and
to discuss it with the project manager. The perspectives to be observed were infrastruc-
ture, key attractions, accessibility, signs, information boards, and other facilities along
the route. The topics to be discussed were the needs of the Lets’ Go to the Forest project
and the goals of the students’ work in this project. The students experienced the hiking
route and nature themselves. Therefore, it was easier for them to orientate to the forth-
coming assignment during the next two weeks.

From the forest to brainstorming and service design

During the two weeks’ time students had lessons for all. The lessons were: 1) How to use
information services? 2) Sustainable Design, 3) Practical photogrammetry, and 4) Think-
ing out of the box. They also had common workshops. The workshop themes were: 1) 3D
Scanning, 2) Media Choices, 3) Service Design, and 4) Information Design. Between the
lessons, workshops and project work time, the students met with their mentor teacher.
They looked backward and forward on what they had done and what was needed to be
done. Different innovation methods were also used.

The two weeks filled with work culminated with the presentation of the assignments on
the 10th of June at FellmanniCampus. During the intensive study module the students
gathered ideas, theory, and ended up with general results and conclusions.

In the final report, students mentioned the exact map, applications, web sites, signs, infor-
mation boards, and picnic areas as the most important development targets. Local stories
of sights and the surrounding nature should be available for visitors and hikers. Further-
more, websites and mobile applications should be developed and offer wireless network-
ing Wi-Fi. One important aspect is to develop different guide and outdoors services.

Results and evaluation

The collaboration between the project and education proceeded smoothly. The result
could not be foreseen beforehand. Generally, it can be said that it depends so much on
the students of the working group, their study fields and also the years the students have
studied. Two weeks’ time with new students, not knowing each other beforehand, people
from different countries and cultures working in English is a very new study method for
most of the students.

It is always a big surprise how well all things proceed during the two weeks. In the end,
the articles and the presentations with ideas for solutions were ready. In this kind of col-
laboration, flexibility and the ability to tolerate a chaotic situation is needed from all staff
members and students. With the successful experience after the two weeks’ programme,
students are more ready to combine studies with working life collaborations.

From the Lets’ Go to the Forest project's point of view it was useful and interesting to par-
ticipate in the Summer School of LUAS in order to see what kind of suggestions and solu-
tions the group of international students could contribute to the Let’s Go to the Forest pro-
ject. As a conclusion it can be said that the needs for the development of the hiking routes
can been seen to be universal. In general, people and hikers need to have proper infra-
structure, facilities, services and information on the hiking route in order to experience
nice and relaxing moments in the natural world.
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This article deals with the outdoors activities and their significance for project excellence
during the Co-Designing Better Urban Living intensive study period (ISP). The article’s aim
is to reflect on past experiences received from outdoors activities during the ISPs in 2016
and to some extent in 2015. Reviewing the lessons learned while arranging, during and af-
ter these activities helps in its part to improve the future programs in LUAS and the ones
carried out in cooperation with our partner institutions. In 2016 the outdoor part of the ISP
was one weekday instead of full weekend in 2015 but consisted only of outdoors activities
inanisland in lake Vesijarvi within Lahti city limits. In 2015 the event was held in a summer
camp relatively long way (ca. 60 km) from Lahti, which offered more isolated and versatile
surrounding for the outdoors activities. The article addresses theoretical background and
connections of outdoors training, team building and project excellence and the experienc-
es from past outdoors activities during the ISPs.

The actual effects of an outdoors or wilderness setting on a team or an individual himself
is not easy to isolate from the influence of group or instructor/leader qualities (Ewert and
McAvoy 2000, 15). This means that the difference that being outdoors or in the wilderness
makes in team building or performance is not known in many cases. In the case of Co-
Designing Better Urban Living this is not a key issue, since in this program, group qualities,
instructor traits, working together in a classroom or outdoors mix in one effort. The out-
doors offer a place to make things together in a surrounding that’s a little bit different and
where each participant can choose their level of commitment and have fun.

Theory

Why do we arrange outdoor activities during an ISP? According to Ewert and McAvoy
(2000, 13), participation in activities arranged in the wilderness and a wilderness-like set-
ting can have a deep impact on groups and individuals. The popularity of outdoors train-
ing as a means of e.g. leadership and team development tends to change with time, but
the potential of the great outdoors is there for us to use (Bentley 2007, 17). The wilderness
or wilderness-like areas are considered extensively as an environment and an idea, which
helps individuals and groups to grow. This setting is a place where a group or team goes
to work on being a team. (Ewert & McAvoy 2000, 13, 16, 17) Organizations from different
fields such as business, military, church, community and others use the outdoors or a wil-
derness environment for teamwork development, intra-team trust, communication, risk-
taking and functioning as a team (Smith et al. 1992). For example, the idea of giving confir-
mation training in a camp setting in Finland originates from the 1930s, and it gained more
popularity in 1960s. Now 90% of Finnish confirmation training has a camp part. (Nykanen
2015) These camps include training in topics such as religion, values, history, team skills
and just being together in a camp setting. An older example of using an outdoor or wilder-
ness setting as a learning or recreational environment comes from the scout movement:
the Boy scouts (1908) and Girl scouts (1912).
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Develop- Thera- Physical Self- Social Spiritual Aesthetic,
ment peutic, health sufficiency, identity creativity

mental indepen-
health cence

Self- Self- Family Nature Nature
concept, reliance kinship learning apprecia-
self- tion

identity Primitive Group Environ-
living cohesion mental Aesthetic
Skill ethic apprecia-
develop- Social tion
ment recogni- Environ-
tion mental
Outdoor steward-
adventure ship
Self-
actuali-
zation

Table 1. Taxonomy of the personal benefits of wilderness.

What benefits or effects does the outdoor or wilderness-like setting offer? The exact ef-
fects of the outdoors setting on an organized group are difficult to frame. It’s also difficult
to differentiate the effects on an individual from the effects on an individual as a member
of a group or team. (Ewert and McAvoy 2000, 15.) Maybe the most important aspect is the
fun that being outdoors creates. In an informal environment everybody is relaxed just as
people and hierarchies are put aside. (Bentley 2007, 18) What other useful responses in an
individual or a team are obtained by the use of outdoor environments? In his book To Build
aFire (1902), Jack London writes: “Empty as the man’s mind was of thoughts, he was most
observant. He noticed the changes in the creek, the curves and the bends. And always he
noted where he placed his feet.” The contrast to the present day, where a constant flow
of stimuli from gadgetry often makes it difficult to be present in a given situation, is immi-
nent. In a less prosaic way, Rhoades (1972) states that a natural environment requires re-
sponses that are valuable, such as cooperation, clear thinking and planning, careful ob-
servation, resourcefulness, persistence and adaptability. Table 1, from Roggenback and
Driver (2000, 36), lists the taxonomy of personal benefits of the wilderness.

The responses and benefits from a wilderness or outdoor setting resonate with the qual-
ities connected to the well-performing teams. Thamhain (1997, 827) divides the qualities
of well-performing teams into task-related and people-related qualities (Table 2). More-
over, Thamhain (1997, 827) writes that field research shows that qualities mentioned in
Table 2 have significant statistical association with team performance with a confidence
level of p = 95% or better.

On the other hand, what aspects can undermine the team process and can derail the team
from its task? Busbshait & Farooq (1999, 34) state that misunderstandings commonly

Task-related qualities People-related qualities

Committed to the project High involvement, work interest, and energy

Result-oriented attitude Capacity to solve conflicts

Innovative and creative Good communication

Willing to change High need for achievement

Concern for quality Good team spirit

Ability to predict trends Mutual trust
Self-development of team members
Effective organizational interfacing

Table 2. Qualities associated with high-performing teams.
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arise from the inner workings of multidisciplinary teams. Different outlooks, priorities and
interests, role conflicts, power struggles, and improper communication skills act as barri-
ers for team success. By combining the information from these two viewpoints, the facili-
tator gets a framework of what attributes he or she should mainly concentrate on when it
comes to outdoors activities meant to improve team performance. One combining phrase
to bear in mind for the facilitator could be that “Lone rangers are out and teams are in”
(Busbshait & Farooq 1999, 36).

What other aspects should be considered while arranging outdoor activities for groups?
The leader or facilitator of these activities has a great overall responsibility especially if
the setting is an isolated wilderness (Ewert and McAvoy 2000, 22). This can include safe-
ty concerns, logistical issues and the actual facilitation of activities. The leader can also
have a great influence on how individuals or groups understand their own and the organi-
zation’s goals (Ewert and McAvoy 2000, 22). Moreover, Ewert and McAvoy (2000, 22) state
that wilderness program leaders who are teachers or therapists are more effective in cre-
ating individual and group development and goal achievement than mere highly skilled
outdoor specialists.

Team dynamics help facilitate a positive experience where participants get numerous
benefits. On the other hand, if the team dynamics don’t work, these benefits might be lost.
(Ewert and McAvoy 2000, 22) Team composition is another thing to consider. For example,
inintegrated groups of men and women, men seem to dominate in the skills section, while
in the all-women groups there are more possibilities to learn and practice outdoor skills.
(Ewert & McAvoy 2000, 19) Another important aspect is to devise the activities in a man-
ner where team members can decide for themselves how far they want to go physically
and mentally to enhance the positive experience (Bentley 2007, 18).

How participants experience and reflect on the outdoor activities has a significantroleina
successful outdoor/wilderness event. Moreover, Ewert and McAvoy (2000, 22) state that
an experimental education model seems to give the best results in arranging wilderness
programs. This model includes authenticity (activities are relevant for participants), ac-
tive learning (participants are engaged), reflection of experiences, and connecting these
experiences to future possibilities. (Ewert & McAvoy 2000, 22, 23) Roggenbuck and Driv-
er (2000, 45, 46) divide the individual’s overall experience in a wilderness context into
four dimensions: anticipation of the experience, the actual on-site outdoors experience,
the reflection of the experience and integration of the benefits to one’s everyday life
or project.

Method

Outdoors activities organized during the Co-designing Better Urban Living intensive study
period (ISP) included the preparation phase, where the students were given the rough
schedule for the day and what they should bring with them clothes-and-equipment-wise.
The facilitator side of this consisted of two teachers from the Faculties of Technology and
Social and Health Care. Logistics and transportation were arranged by the international
coordinator from the Faculty of Technology.

The clothing side of things was experienced firsthand at the harbor of Lahti in a light wind
from an early summer lake Vesijarvi before the boat took off. Some of the students had ar-
rived with very light clothing despite the “warnings” to take enough clothes. This predict-
ed a lively experience for these students in the form of keeping warm. Despite this, some
were feeling some discomfort due to the cold. The boat trip to Enonsaari as such was an
experience to some since it was something out of the ordinary for many students. Upon
arrival, after the welcoming words from the hostess of the island, the students left for a
hike along a trail meant for familiarizing oneself with the nature of the island. The second
teacher started to prepare for the survival contest with short tasks for each team. Eventu-
ally students proceeded in two groups and got a bit lost on their way, although the island
was a safe place for this since you really couldn’t get that lost! This experience was hailed
with humor and it sparked some cooperation and mutual help when students helped a fel-
low student with a sore ankle.
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Figure 1. Taking a boat ride together.

When the students got back from the forest hike there was a plentiful lunch of warm soup
and side dishes that suited the environment well. During the lunch hour the students had
time to talk about the past experience and take a breath. This was an experience in itself,
since the lunch took place in picturesque old log villa that acts as a restaurant and main
building for the recreational use of the island.

The main goal for the playful survival track was to have fun together and get involved with
some useful outdoors skills in a combined team-outdoor environment. The short tasks in-
volved shelter building with the provided resources, fishing with self-made equipment,
distance estimation and taking bearing, fire building. Instructions gave the freedom to
participants to choose their level of involvement. This particularly applied for the fishing
task. No-one was forced to put a worm into a hook or kill the caught fish or they could pass
this task all together.

After the survival game, there was sauna bathing and a possibility to swim in the lake Vesi-
jarvi. The water was swimmable but for people coming from warmer climates a bit cold
(+17° C). This limited the people going swimming along the sauna. After the sauna there
was a possibility to fry pancakes by the fire from the ingredients provided by the island’s
hostess. This allowed people to cook food by the fire, which is an activity that not so many
people do.

On the boat ride back to Lahti harbor we had time to have discussions on the day’s expe-
riences. This gave the teacher a good opportunity to facilitate conversations and to guide
participants in reflecting, to gain understanding of past experiences. After the arrival, stu-
dents headed to the dorms and into town for different pastime activities.

Results

15 people out of 27 participated in the outdoors day. So the participation rate was 56 %.
The day was relatively warm (17°C) but it was windy and on a lake in Finland during early
Summer this makes things somewhat chilly. Some of the students suffered from this since
they didn’t bring proper clothing despite the instructions. Some were wearing only jack-
et, shorts and open sandals.
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The unintended “getting lost” during the forest track part of the day proved to be an ex-
perience that contributed to the day well. During the walk the group was divided into two
subgroups that returned separately from the track. This gave an opportunity to work to-
gether in a situation that didn’t go as planned. Two groups told with smiling faces of the
small ordeals they had during the walk. On the second team, the other team members had
supported a person with a sore ankle on the way back. The answers to the questions gave
an overall impression that they had enjoyed the walk and had some fun.

Everyone enjoyed the lunch break and the number of times people got more food indi-
cated that it was good according most participants. The conversations in different ta-
bles were lively. Some of the conversations involved the food and nature in the students’
home countries.

The motivation for participating in the playful survival contest varied between the teams.
It was announced before the event that everybody can participate at their own level. After
the description of tasks and safety procedures, some students clearly felt that they didn’t
want put a worm in a hook or catch fish. The teams were allowed to do tasks in a differ-
ent order and to divide the tasks within the team if they wanted. They were also given in-

Figure 2. Building shelters.
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4 m\

Figure 3. Making fire.

structions and examples during the tasks where this didn’t give away the right answer. All
teams participated in shelter building, which included some knot making, fire making and
distance estimation and bearing taking tasks.

The shelter building resulted in different variations, which represented different ways of
using the trees, trunks, topology and provided material. Each team’s abilities and com-
position also came into play. In one team, the knots were firm but easily openable. When
asked, one of the team’s members who came from a farm said that she had made the
knots. One team made a decision to manage completely without the cordage.

The fire making task was the one where nobody wanted to give up. All the teams managed
to light the fire with the fire steel, knife, and tinder available in the vicinity. When the fire
was going, all the team members were honestly delighted (Figure 3). The knives used in
this task were in bad shape after the event since most teams also used the edge side of
the knife to get sparks out of the fire steel.

Some team members really got enthusiastic about catching fish and competed against
other teams. For many participants, fishing only with a piece of wood, a line, a weight, and
a hook was a new experience. Putting the worm in a hook was also new to many students.
The students were also informed that they improve the health of the lake Vesijarvi when
they fish like this because most of the fish they get is roach and bream, whose numbers
should be decreased (Puhdasvesijarvi.fi, 2015).

The task of taking a bearing and estimating distance was probably the most challenging
one technically. The teams had the possibility to choose between different types of com-
passes that were capable of different accuracies. Most teams rightly chose the sighting
compass but only one team got the right results in this task.

The sauna and swimming with pancake frying by the open fire ended the experience part
of the outdoors day. Only a few of the participants decided to take the chance to swim
while sauna bathing. The water temperature probably enhanced the experience for those
who took the opportunity to swim. Making pancakes got people committed and everybody
had some. This also exposed students to an old Finnish outdoors tradition of making pan-
cakes by an open fire. At this stage, the timetable and arrival of the boat limited the dura-
tion of this activity.
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The boat trip back was spent discussing the day’s experiences and probing the things the
students had learned from the day. The overall conclusion from those discussions was
that everybody had enjoyed the day and were generally satisfied with the activities. The
teams would have wanted the results of the playful competition at this stage. This would
have required two facilitators. The other one would have been in charge of the results and
the other one would have helped the students to reflect the experiences. The reflection
session right after the experiences of the day proved to be a good choice.

Discussion of results and conclusions

From the viewpoint of team building the timing of outdoors activities should be during the
first days of the ISP, since the timing of the team building should be focused to the very
beginning of the process of team forming or introducing new members to a team (Fritz
1995, 157, 158). The feedback from 2015’s ISP also indicated that the get-together activ-
ities should be concentrated in the beginning of the ISP (Hyytidinen, Kamarainen & Tran
2015, 82). This is also in line with the experiences from the LUAS environmental technolo-
gy’s winter school (Interview, 2016).

The outdoors day and in fact the whole ISP could benefit from more systematic reflecting
sessions (Darling et al., 2005). During the outdoors day this could have taken place during
lunch conversations, during pancake frying, and during the boat trip back. Also Roggen-
buck and Driver (2000, 45,46) emphasize the reflection of the experience and integration
of the benefits to one’s everyday life or project.

If this sort of activity is desired in the future, it might be good to consider measures which
enhance the participation in the outdoors part of the ISP. In 2016, the participation in the
outdoors day was voluntary although recommended. A better integration and timing of the
day could help to solve this issue.

The practical considerations include how to ensure that participants bring proper clothing
for the environment. Maybe the experiences of 2016 can be used as an example close to a
student’s life about what happens if you don’t follow the instructions.

Participating in the survival task was very good. To improve this, the food sourcing from
the nature part could involve the identification of edible plants for people who don’t want
to catch fish, for example. The equipment used in the events where damage is probable
should be usable but not expensive. One example of this is the use of fire steel and knives
in fire lighting. The amount of activity must be coordinated better with the time available
or the tasks should be set with a certain time limit.

One additional viewpoint is the observation that outdoor skills are not very common with
today’s students if the participants in the 2016 outdoor activities can be considered a rep-
resentative group. An outdoor day that includes these skills also serves as a reminder of
the existence of these skills and can maybe act as a spark to dive deeper into world of
bushcraft.

The goal of arranging some fun in a casual environment for the participants of ISP worked
well. The students had to work in teams, working together and solving problems. This got
them involved and they saw how other people would react and work in not-so-familiar sit-
uations. They also had a chance to reflect on things that they don’t usually do. Getting
to know the people you work with is very important for a successful project and in some
sense a challenge for ISP.
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