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WORING MODE 

It would be very unlikely for a team to perform well when it first comes together. 

Forming a team takes time, and members often go through recognizable stages as they 

change from being a collection of strangers to a united group with common goals. Bruce 

Tuckman's Forming, Storming, Norming, and Performing model describes these stages 

During our first meetings, we discussed about these different stages to gain effective 

team work.  

Tuckman Team Phases & Team Roles 1 
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TUCKMAN’S STAGES OF GROUP DEVELOPMENT: 

1. Forming: 

The team membership is established and the team purposes are clarified. We 

discussed power relationship and how to deal with failure and success. We 

decided to share our responsibility and support each other as well as celebrate 

each success and use our positive vibes. 

2. Storming: 

It is also important to discuss about the way to deal with conflicts and how to 

handle anxiety, dependency, flight and fight or pairing. We decided to stay open 

minded and treat each other with respect. Communication is a very important 

aspect because talking about problems avoid further conflicts. Every one of us 

wanted to be willing to compromise.  

3. Norming: 

During this stage each team has to encourage one another to get better and 

control the motivation and participation. Every team member should get a 

feeling of confidence and equality. We decided to maintain motivation and 

participation via weekly meetings and the distribution of tasks in groups of 

minimum two people so that no one has to work on a task on his own. Another 

aspect was keeping our focus on our goal and to trust and rely on each other. 

4. Performing: 

During our team work on this project it was important to review regularly the 

progress towards achieving goals. The opportunity to monitor progress was 

realized by sprint reviews which took place in regular time periods as well as the 

weekly meetings during the course and the use of the taiga software to handle 

the different tasks. 

5. Adjourning: 

At the end of the project we planned a closure event and decided to think about 

the future chances of our project. 

Additionally we talked about assigning roles. Due to our different knowledge and 

characteristics, every one of us got certain roles in the dynamics of the team. Madita and 

Marina are predestined to have the role of the innovators because both are very creative 

and have original ideas and a lot of imagination. Liam is the implementer because he is 

focused on turning ideas to tasks and actions. Alessandro is the evaluator because he 

tends to be very strategic and he is also the implementer like Liam. Marius is more of a 

team maintainer because he focuses on the harmony during team work and therefore 

reduces conflicts. But he has also the ability to clarify goals and communicate in an 

effective way and is therefore also kind of a coordinator. Jennifer shares this ability and 

additionally drives the team to address tasks and challenges the team and is therefore 

also the shaper. 
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TEAM COHESION 

Team Building is an ongoing process and during our workshop and team meetings, we 

identified certain problems in our team. Our team is very dynamic and the outburst of 

our ideas and thoughts is sometimes not structured the way it should be. Therefore we 

decided to focus on the improvement of our conversations. In particular we wanted to 

stop interrupting others and avoid having more than one conversation at a time. We 

think we were actually able to improve on that point. 

The Design Thinking Process 

Team Rules 1 

Design Thinking Process 1 
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Our second example was the bathroom experience: someone wants to have a shower 

but the door is locked and after a long time of waiting you have to use a dirty shower 

etc. We also visualized it with a "Customer Empathy Map", as shown in the picture. 

OBSERVE 

To identify insights of our users, we talked to different people at the university campus 

and asked them about their experiences. The goal of this phase was gathering data about 

our users. It was important that we focused on their emotion and asked open questions 

they could not answer with “Yes” or “No”. So we wanted them to tell us their stories 

about their experiences as detailed as possible to gain a good insight. We asked them 

questions like "How would a shared flat be like in an ideal world?" or "What is important 

for you living in a community?". And we motivated them to tell us stories like: "Tell me 

about the last time you had a conflict", “How did you feel in that situation?”. Our own 

point of view should not play a role during those interviews. Therefore we tried to stay 

neutral and objective.  

The important facts we learned during these interviews, we wrote down on our template 

"Interview guideline". Our notes helped us later to compare the different interviews to 

find similarities and differences. They looked like the following: 

Customer Empathy Map 1 
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PROTOTYPING AND TEST 

Prototyping is ‘thinking with the hands’. This is the phase in which the team's ideas are 

made tangible. The aim here is to develop a rough model that enables users to 

experience our team’s innovations about applications. 

Prototypes allow the idea to be tested with users and stakeholders. Prototypes should 

develop iteratively. They are rough at the start of a project but are then refined step by 

step as you will see during the ongoing process of development. 

We decided to create two different prototypes and build on two of our ideas: personality 

matchmaking (to improve the situation to find a flat which brings together people that 

are the perfect match) and activity board (to improve the initial phase of acclimatization 

for new flatmates). We also decided to implement the ideas via applications for 

smartphones because it would be the easiest way for students to use it. 

 

First prototype creation: Personality Matchmaking.  

During our interviews we learned that it is very important for students to live in 

harmony and experience a feeling of belonging and comfort in shared flats. An 

important improvement to achieve this would be an opportunity to find other people 

who share similar opinions and views or characteristics in first place. So we decided to 

test the idea of an creation of an application with which everybody can search and find 

other people to live with. We used paper screenshots of the smartphone screens and our 

imagination how it could look like. With these paper screenshots, we interviewed 

students on the university campus to get feedback. We showed them the screenshots 

and wanted them to pretend using it to test the usability. We asked them if they would 

use such an application and wanted to know their opinion about the whole idea. We got 

very positive feedback and the students told us that they would use it but we got also 

constructive criticism. Some concerns were about the reliability of the questions every 

user has to answer to develop a characteristic profile because people tend to lie about 

topics like cleanliness and tidiness, for example.  

Paper Prototype 1 
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Another concern was about the statistical correlations which would have to be 

implemented in the database to find the perfect match because it is difficult to decide 

who matches whom. Do both people have to be tidy and if so, in which extent?  

The other idea was to implement an activity board. Therefore we also used paper 

screenshots of the smartphone screens. But the first design was created on the white 

board: 

The idea was to improve the initial phase of acclimatization. The application should be 

based on a calendar which is shared by every roommate. Everybody can share his or her 

activities with others and the organization of the household is included, too. To 

maintain motivation for doing the household, gamification is part of the application. So 

the other group of our team tested this idea via paper screenshots and people were 

impressed by the idea. The usability was also very good because the screenshots were 

very easy to understand. 

ITERATION 

After presenting our prototypes to the whole group, we thought about the realization of 

both ideas. We came to the conclusion that the application for personality matchmaking 

would be very difficult to test and implement because a gigantic data basis would be 

needed. At first the operation of matching would have to be established with certain 

parameters on the basis of statistical interdependencies and psychological correlations. 

Afterwards we would have to consider the right questions and also a method for the 

questionnaire which provides reliable answers. Therefore we decided not to realize this 

idea but concentrate on the other one. Furthermore we wanted to focus on the actual 

idea of an activity board and ignore the additional features of our original prototype. 

To push the idea about an activity board we met with an employee of Conrad and 

learned about the Conrad Connect Dashboard, Conrad’s own cloud service. We decided 

Prototyping  1 
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In our sprint review with Conrad, our contact person was impressed by our prototype. 

He told us that the idea is good and that we should follow up on it. We decided to get 

feedback from as many students as possible and then move forward with the testing in 

dormitories. Dormitories could be appropriate closed entities for our application. We 

experienced during our interviews that many people might not have the confidence to 

just go up to somebody and knock on their neighbours’ door. With our application this 

emotional threshold sinks. Therefore we decided to title it “Ice Breaker”. 

 

The feedback we got was very good, e.g.: 

- The usability is very good 

- It is very useful for people who are new in town and do not know anybody 

- It is helpful to get motivated to plan activities and an easy way to organize 

events 

- It is easier to get to know new people 

- It would be more attractive than the regular mails from the student body of the 

faculties 

- It would be a better choice than Facebook because on social media platforms 

you have no data security and not everybody uses FB regularly 

- The aspect of a closed entity is more attractive than the open space on social 

media platforms 

- It is a good idea because the main aspect of student dormitories is that it 

should be easier for students to get in contact with others but in reality it is not 

like that (especially in Germany) 

 

We also got constructive criticism or suggestions for improvement, such as: 

- The usage of the application could also be extended to private communities, to 

subject areas of the university or to shared flats 

- The profile should be very narrowed down on the main aspects of a person and 

not include too many details 

- A private chat is not necessary because it should be avoided getting too many 

messages or getting messages from strangers 

- A function should be integrated for events which take place on a regular basis 

(such as study groups) 

- Where will documents like pictures in the group chat be saved? 

- Will there be a search function for activities I already shared with a certain 

person? 

- It should be used by tutors who are getting paid for organizing events in dorms 

by the student union because this would be a good opportunity that an 

application which is based on the usage of the users does not suffer from white 

page syndrome 
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• Accessing group chat of an event beforehand of the start 

• “moderation” of the group chat by the tutors (preventing abuse) 

• Minor user-interface bug fixes 

• Button for repeatable events 

• Button for inviting friends 

• Minor fixes concerning the search function and the filter function 

 

When we were sure that our prototype is ready to test again we decided to talk to 

different contact people from a dormitory to test our icebreaker at the real target group: 

the students at a dormitory. We talked with people from the Friedrich Ebert Heim again 

and they gave us then the permission to bring our tablet and test it at the students dorm. 

Liam organized a display stand from the OTH and a tablet provided from Conrad, so we 

all came together one evening for our next 

stage of testing.  

After searching for the best spot and a long 

set up we were finally able to let the students 

test it. A lot of students passed by and gave 

it a try. All of them were fascinated and said 

that they would definitely use it if a tutor of 

the dormitory introduces it to them.  

After the successful evening at the 

dormitory we thought about the question 

“why is our concept only limited to digital 

media like a flat screen, tablet or the 

mobile phone”. During our observation 

we recognized that people were not 

stopping because of the tablet but because 

of us standing there. So we came up with 

the idea that we need a physical 

interacting system which attracts the 

users attention.  

An outlook into the future could be either a LED panel or a light matrix installed in the 

hallways which responds to digital actions happening in your icebreaker-calendar. For 

example, if you create a new event a new light bulb appears and it gets bigger and bigger 

for every member who has joined your event. That way people get encouraged to actually 

use our service, talk about and even experience the physical interaction: the goal of our 

icebreaker. 

Thinking bigger we could also expand the LED panel to the corridors of the dormitory 

or even in every single flat so every student knows what is going on in the next days or 

weeks. This way we provide an off-screen experience on top of our web based 

application. 

Potential User 3 




