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Abstract

Keywords

The ground floor of P52 needs to be redesigned in order to make it more visible and attractive for new 
students. This report explains the process an international group of students has gone through in the 
task of redesigning this ground floor. The way the team has managed to work, the project planning 
and the group dynamics are explained followed by the different tools that were used in order to get a 
qualititative and optimal design such as a questionnaire or a workshop. After explaining the reader the 
different stages of creation, ideas that emerged and the reasons that led the team to choose between 
those ideas a final design proposal is shown. 

Redesign, University, P52, HiOA, Flexible & Chill, Student Workspaces, Student Hub, Stage, Artzone
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Team, Project & 
Managment
This chapter will explain the reader more about our group dynamic, the background 
of the project and the management part. It includes an insight in each team members 
education and group roles, all the relevant stakeholders and multiple graphics related to 
the project planning including a “milestone chart” and the “scope of deliverables”.
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Team, Project & 
Managment
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Team, Project & 
Managment
European Project Semester

Tools

Teambuilding Workshop

The European Project Semester consists of a converged process. In a process of this kind, tools are 
given to us and the team has to use them in order to create a project. However, the converged process 
is not only about the tools it is also about the different ways of thinking of each member. One of the 
most interesting things you can learn from a project like this is understanding other points of view and 
different ways of working. Each member is capable of bringing a completely new point of view. The 
challenges come when you have to put all the ideas together and keep everyone satisfied with the 
results. 

Everything mentioned above happens at the meetings. They have been essential in order to make the 
project possible. It is necessary to differentiate two types of meetings: the ones with the supervisor, 
Petter Øylan, and the ones without him (team meetings). At the supervisor meetings, all the progress 
was explained and assessed by Petter. Some hints and comments were given and they have been 
decisive to keep a good track of the project, follow the “good path”. At the team meetings, the tasks 
were defined and divided between all the members. Then everyone worked on his or her part and after 
all, a session of feedback happened in order to make decisions and go one step higher on the stairs. 
The team was aware of how important it is to maintain a record, so the group has met an average of 
two or three times per week. In the next alineas we are going to explain the tools that have been used.

The literal definition of tool is “Something thath helps you to do a particular activity” acoording Cambridge 
Dictionnary. Then, when we talk about “tools” here, we are referring to all those classes, workshops and 
assignments that we have been completing and attending during these months. These tools have been 
the key to hand in a good project, without them the team would have had too much freedom and only 
one deadline four months later in a completely new environment. However, the group has used them 
and here are the most important ones.

The team building workshop was included in our schedule because it is really important to have a good 
feeling in a project group and it is the best way to discover each other and themself and to create an 
affinity. During the first workshop each member of the group could pass the Belbin test to know his 
personality and after discover his qualities and roles in the group. The group is uniform; with all the 
members all the different needs are fulfilled.

 Hugo is the coordinator: Needed to focus on the team’s objectives, draw out team members  
 and delegate work appropriately

 Alicia is the team worker: Help the team to gel, using their versatility to identify the work   
 required and complete it on behalf of the team

 Aitzol is the shaper: Provide the necessary drive to ensure that the team keeps moving and  
 does not lose focus or momentum
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Assignments
Assignments mean deadlines and, deadlines mean pressure, this is the perfect combination to make 
a student start working. The assignments from both, English and Main Project, have been essential 
to keep track of the process and also to keep the team’s motivation up. All of the members enjoy the 
feeling of being useful. By completing tasks, a good work environment will be created and will be easily 
maintained.
 
For example, the “milestone chart” was one of the Main Project assignments and it helped us creating 
a schedule and defining the most important tasks that needed to be done. Another Main Project 
assignment was the “scope of the deliverables”; it shows the project’s work including the objectives, 
challenges, structures and deliverables. In general, the Main Project subject has helped the team with 
organization and creating a structure.

About the English assignments, they mainly helped the group improving their English in a professional 
way. It is important to highlight the group rules assignment. It provided restrictions and limits that should 
be respected and this is good for creating a good teamwork dynamic.

 Thibault is the implementer: Needed to plan a workable strategy and carry it out as efficiently  
 as possible.

 Alexander is the finisher: Most effectively used at the end of tasks to polish and scrutinise the  
 work for errors, subjecting it to the highest standards of quality control. (Belbin.com)

Fig 1 First group meeting
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Team, Project & 
Managment
Project Background 

Stakeholders

Deliverables

The main objective of project M is designing digital cooperation workspaces for students, for group 
collaboration and virtual collaboration. This project will take place on the first floor of building P52 of the 
Oslo and Akershus University College of Applied Sciences (HiOA) campus at Pilestredet. The participating 
students have to develop a design proposal for a modern learning and recreational environment. During 
the project, the students can build on the result of previous EPS semesters research. 

After a brief insight in the project background the team will give a summary of all relevant stakeholders. 
According to Wiik (2016), these stakeholders are divided in three different groups regarding to the 
overall importance. Concretely, we have the key stakeholders, the important stakeholders and the 
secondary stakeholders. 

Key Stakeholders

Important Stakeholders

Secondary Stakeholders

We can describe the key stakeholders as the individuals who are most related to the project itself. 
They are directly influenced by the work process or results. First of all, we consider ourselves, group M, 
as key stakeholders. Then, we have the Oslo and Akershus University College of Applied Sciences in 
general, followed by local and international students and teachers. Finally, the supporting staff plays an 
important role too. With this last group we refer to cleaners, security guards and maintenance workers.

According to Wiik (2016) , every member of the project organization is considered an important 
stakeholder. Our EPS supervisors with a special focus on Petter Øylan, previous EPS groups that will 
be used as reference and all the members that take part in our workshop will be considered important.

Finally, we have the secondary stakeholders. These individuals are not directly linked with the project 
but they are present in the same environment. Therefore, we should take them into account. For this 
project we consider the Norwegian Authorities as our main secondary stakeholder.

After creating a clear view of the project and the relevant players the team made a clear list of delivera-
bles. Since project M is a design project, we will be using a lot of visual material. The medium itself will 
vary from basic sketches to 3D renders. Underneath, you can find a list of all final deliverables that will 
be supporting the final design proposal.

Renders, Blueprints & Photos
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Succes Criteria
Finally, the team created a list of success criteria, which had to determine the success of the project.  
This way the group was able to create relevant and real feedback over the final design proposal and 
the results. First off, the team focused on creating a real impact on P52 and HiOA in general. The aim 
is to create a popular and frequently used student environment. To finish off, reaching a high level of 
cooperation between all the team members which come from different nations and have different study 
backgrounds is desired.

Secondary StakeholdersImportant Stakeholders

Key Stakeholders

Norwegian AuthoritiesSupervisor, EPS teachers, previous EPS 
groups, participating students

Group M, HiOA, Local & International 
Students and supporting personnelGraphic 1 Stakeholders
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Team, Project & 
Managment
Understanding the project
In the beginning of the project, the team had a high level of uncertainty because there were a lot of 
questions and doubts about the objectives. The group did not know what to do and even less how to 
do it. In order to successfully complete the project the first thing that had to be done was to reduce the 
level of uncertainty. The objective is to go from “walking in the fog” to “painting by the numbers”. As it 
can be seen on the graphic 2.

In order to reduce the uncertainty the team followed these steps: first of all, what the project was about 
had to  be understanded. Secondly, what the group was  expected to do in order to achieve the goals 
and project’s objectives and. Finally, the deliverables had to be defined. The process is called “what”, 
because it was about understanding the main purpose of the project. With this step advances were 
made from “walking in the fog” to “quest”.

Once the “what” was cleared, the team had to figure out how to achieve that situation of having completed 
the project. In other words, what specific tasks were needed in order to handle the deliverables that 
were expected from the team. This process of learning the way to achieve the final goal can be called 
as the “how”. After achieving this goal, the phase of “painting by the numbers” was reached.

It may seem that once the team was in the phase of “painting by the numbers” everything would 
have been easy, but unfortunately the reality is not as simple as plain theory. During the realization of 
the project new challenges emerged and they had to be faced. Nevertheless, this first two steps that 
moved the team from “walking in the fog” to “painting by the numbers” were essential to the success 
of the project and made the subsequent work much easier.

Graphic 2 Project map (Working in Projects, 2016)
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Process
The working process has been changing during the realization of the project. The main reasons for this 
changes have been that the tasks to realize were different in each stage of the project and that the team 
found more effective ways of working. This resulted in a great evolution of our working process.

The first stages of the project were mostly about researching. Each group member did his research 
individually and then group meetings were held in order to show results and set new tasks and goals. 
In this stage most of the work was complimentary so it was done individually. The conjunctive tasks 
were left for the meetings.

Once the research, was done the team entered in a more conjunctive phase of the project since 
everyone’s contribution was needed in order to evaluate the research results. This was done in several 
group meetings and once it was ready the development of the concepts could start.

Once again, concepts could be developed individually so each member could use the full potential 
of his creativity and create useful and innovative ideas. After there was a meeting to present all the 
concepts and chose the best ones or those that should be developed. It was also decided to mix some 
concepts because together they achieved a bigger impact.

During this stage, the team had to simultaneously plan a workshop. The structure of this workshop was 
agreed  in a meeting and then the different activities were split so each member could develop them 
individually in order to optimize the work process. 

After the workshop, the main tasks were to develop a final concept and to prepare and manufacture 
all the deliverables in order to be able to hand them out before the deadline. The team decided which 
concept were wanted to design conjunctively in a meeting and then split the several tasks in order to 
cover everything that needed to be done.

Graphic 3 Specification structure
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Milestones

We defined 6 milestones in order to control our progress in the project.

 When the research is done

 When we analyse the research

 When we have concepts

 When the workshop is finished
 
 When we have the final concept

 When we have a final design proposal 

GRAPH

The “milestone chart” is a main project tool which permits to plan the most important events of the 
project and how many hours each milestone needs. 

We defined 6 milestones in order to control our progress in the project. Each milestone is represented 
by a dot in graphic 4.

 When the research is done

 When we analyse the research

 When we have concepts

 When the workshop is finished
 
 When we have the final concept

 When we have a final design proposal

Graphic 4 Milestone chart

On graphic 4 there are three different lines: the milestones line (black), the relative work (dark grey) 
and the relative time plan (light grey). To analyse this graph, the relative work line means that the group 
worked more hours than were planned. Meanwhile, the relative time plan shows the group was late 
since the beginning of the project. However, the team got back on schedule when the workshop 
deadline was achieved (between week 12 and 14).

In order to calculate the workload for each milestone the triple estimate method (Wiik, 2016) was used. 
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Budget

Scope Of Deliverables

Every project needs a budget in time. Real projects have to estimate their costs in order to show the 
viability of the project. But this project is not going to have a monetary budget since this is made by 
students and it is not necessary to buy any materials or rent tools. That is the reason why our project 
needed a budget expressed in time. The team has defined this budget by taking into account all the 
activities that they had planned and meanwhile using the triple estimation method that was shown to 
the group in the main project course.  

For creating a better insight in the project, a “scope of deliverables” was created. This structure tries 
to explain four essential factors of our project: objectives, challenges, solutions and deliverables. The 
main objectives of this project are related with the high housing prices in Oslo and the attraction of new 
students. Since HiOA is an expanding university, more room for students is needed. Instead of buying 
new buildings they decided to use the existing sites more efficiently by renovating them. Meanwhile, 
they want to attract more students with a more modern and functional campus.

Graphic 5 Scope of deliverables
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Research
The second part the project, after understanding what the main aim is, is the desk 
research. The desk research is split into two parts: working areas and recreational 
areas. Some students have also been asked about what they want in the building P52 
with a questionnaire and interviews.
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Working Areas

Recreational Areas

Questionnaire

The whole Pilestredet campus is full of spaces for students in which they can work alone or in groups. 
In P52 we can find these different workspaces, there are tables and chairs in the first corridor where 
students can work alone or in groups in an open environment. Meanwhile, in the second corridor, there 
are more private and intimate spaces with high sofas where students can work in small groups. 

After desk research on the internet and visiting different HiOA buildings, the first ideas started to 
assemble in the team’s minds. The notion of flexibility became really important, creating a space to suit 
different needs. After visiting Kjeller Campus (Fig 2) the first ideas appeared.

Big tables with isolating barriers could be a really interesting and good idea. It is simple, cheap and 
students are in a comfortable point of isolation where they can focus without feeling claustrophobic. 
One of the best points of this barriers is that they can be removed in case of more group and open 
workspaces are needed, so the previously explained concept of flexibility is met. Wheels could also be 
added to the tables in order to increase even more the flexibility of this workspace. 

For the recreational part, the group thought that the most important part of this space was to correctly 
choose the furniture. In P52, the furniture is quite old and needs to be replaced. Moreover, there is not 
a space where students can talk or just have some informal spontaneous meetings. Thinking about 
these issues, the team came out with the idea of the “chilling stairs”.
 
This kind of “chilling stairs” can be found in P46 (Fig 3). These ideas can be evolved by putting sofas or 
chairs and tables at each step, for example. Another idea is to put plugs in the stairs so students can 
plug all the electronic devices that are becoming necessary in modern education.

Although, the fact that P52 hosts the canteen and many students use it to have their lunch when they 
cannot have it at home should not be forgotten. In order to support this function, the group thought 
that implementing a small kitchen could fit the needs quite well. Not a complete kitchen, just some 
microwaves and water boilers for coffees and teas in strategical points of the building. Last but not 
least, the team thought that games (table games, pool, etc.) could fit perfectly with the concept of 
chilling as in the recreational space in Kjeller Campus.

To conclude the section about the desk research our team wants P52 to become the heart of the 
campus. In order to achieve this, P52 needs to be more attractive and open than it currently is. For this 
reason, the three auditoriums will be removed and a huge student hub will take their place. Another idea 
to increase the attraction of this building could be to implement large windows or glass walls in order 
to make it more visible from the outside and getting more natural light.

The group that realized a similar project last year already asked multiple students about what they 
wanted in a student area. Indeed, they created an online questionnaire and sent it to many students. 
The team had  access to the results of this questionnaire and decided to select the most important 
data.

Research

Previous Questionnaire
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PICTURE KJELLER

Fig 2 Kjeller campus

Fig 3 Stairs at P46
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Last year, the group asked for six different topics:

 Facilities 

 Equipment

 Furniture

 Personal space

 Habits

 Disturbance

Over hundred students responded the questionnaire, what is impressive. The team choose to use this 
valuable data for the realization of this project.

The survey of last year (Student iWorkspace, 2016) was set up in a specific order, starting with general 
questions (age, gender, study and nationality), followed by ‘easy-to-answer’ multiple-choice questions. 
These questions involved figures and drawings to make them clear and easier to understand. This 
was a low threshold way of motivating students to fantasizing, placing themselves in certain situations 
and thinking about certain personal considerations in these situations. Then they followed with a short 
open question, simply asking them what “other” considerations they could think of. This worked out 
well, as the students entered valuable information in the open questions apart from their input in the 
multiple-choice entries.

We have selected only the most relevant results that affect directly our project. 74% of the respondents 
were Norwegian students and the others were students in exchange. The graphs of some responses 
are below:

Fig 4 Distribution of individual work and team work (Student iWorkspace, 2016, p52)
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Fig 5 Facilities required (Student iWorkspace, 2016, p46)

Fig 6 Equipment required (Student iWorkspace, 2016, p48)
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All those information had been really useful for the beginning of our project. However, we felt the need for 
more information by the students, especially their fillings about the building P52.

Fig 7 Composition of team (Student iWorkspace, 2016, p52)

The qualitative data shows many thoughts and concerns of the students. Some relevant points are 
below.

The space

There are twenty-eight requests or complaints about space. According to the students, there is too 
little available space (being used) at HiOA. “The way it is now is not acceptable and is hindering a 
lot of students from learning”.

Power Outlet

Although it is already clearly shown in the results of the quantitative part of the survey, there were 
nineteen additional requests or complaints about the available sockets, concretely about the 
number of them. This is one of the biggest problems and one of the easiest to fix. Especially in a 
digital learning environment this is a key requirement for making the result successful.
 
Equipment and facilities

In general,  students request very basic equipment, as we could  see  in  the  quantitative  results  
of  these  two  questions  about  equipment  and facilities respectively. Trash cans, printers, 
lockers and toilets for instance. Toilets are a logical requisite for a good working environment, but 
it doesn’t seem to be a problem at all at HiOA. Whiteboards are requested by many students, and 
sometimes just the whiteboard markers (they seem to be missing sometimes).  Whiteboards are 
highly requested by above 25% of the interviewees.  There are also some other recommendations 
such as:  wireless external screen connectivity, the right software (relating to the studies) installed 
on the computers, office supplies. (Student iWorkspace, 2016, p55-57)
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Fig 8 Overview P35

Fig 9 Power outlets

Fig 11 Whiteboard

Fig 10 Printers
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Current Questionnaire
The team chose to ask fewer students than the previous year, but really wanted to talk with them in 
order to get their feelings more than just ask them to answer to another questionnaire.

The questionnaire was made on “Typeform”, a good tool for collecting the data directly on “Excel”. No 
mail with the link of the questionnaire was sent or shared, the team just let the students answer directly 
on each members smartphones, this was a good method to talk with them and ask open questions 
such as “In which area do you want to spend your free time? Why?” and “Which things do you miss 
in the working areas? Why?”

The questions were more specific than in the previous year’s questionnaire. For example, the students 
were told to choose between three pictures that showed different existing places. Twenty one students 
responded to our questions and completed the questionnaire. The team chose to mostly talk to  
students in P52.

The first question was about what they needed most in a place like P52. The students had to choose 
between:

 Furniture

 Kitchen 

 Games (or recreation)

The large majority of the students (70%) felt that they needed more furniture. This fact is something 
predictable according to the questionnaire of last year. What the team did not expect was the extremely 
low interest of the students in recreational areas. 
 
Then the students were told to choose between three different pictures which showed different individual 
workspaces.

The first picture was took in Kjeller, it is this kind of facilities that students chose most for individual work 
which is really good for the team’s interests because it is a system that already exists in HiOA. It is a 
place with simple tables on which there are movable separations. It is easy to use and students feel 
comfortable working in this environment.

Conclusion
The questionnaire and the talks with the students were a good help for the team in order to develop 
a relevant concept. A lot about the behavior and feelings of HiOA students was learnt. Norwegian 
students like to stay in close and cozy spaces. They appreciate the places where they can read and 
work without been disturbed. 

Finally, in P52, there is a need for more quiet places to work and putting games or recreational spaces 
is not relevant anymore. This could not have been discovered in other way.  



37

Graphs

70%

45%

50%

Fig 12 What would you prefer to have in a “chill area”? (Questionnaire) 

Fig 13 What aesthetic do you prefer? (Questionnaire) 

Fig 14 Which individual work area do you prefer? (Questionnaire) 
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Workshop
In order to get inspiration and show the team’s first ideas to the architects with the aim 
of influencing their project, the 25th of October a creative workshop took place. This 
workshop was completely planned and directed by the team members. Although it took 
a good load of work to make the workshop, everything worked  better than the team’s 
best expectations. The collected results were valuable so the team could focus on the 
real important things and realize a better design for the ground floor of P52.
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Planning

Presentation

Workshop
The task of planning and directing a workshop was completely new to every member of the team; 
this is the reason why the planning of this started more than one month before the day in which the 
workshop was scheduled to take place. 

The first group meeting to start preparing the workshop was held the 27th of September. Each member 
had to research about different workshops and bring some ideas that could be developed by the 
group. This meeting lasted for more than 4 hours but some important decisions were made:

First off, the workshop would have a theme to make it more dynamic and fun. The chosen theme was  
a “creative restaurant”. The different activities would be called as dishes and a “menu” would be given 
to each participant explaining the different activities (dishes) of the workshop.

Secondly, the workshop would start with some games in order to break the ice and stimulate the 
participants’ creativity, followed by a creative brainstorming exercise called “disruptive images” (Eggink, 
2011) that would be explained in detail later. After that, the workshop participants would have to face 
the “treasure hunt” in P52. The aim of this exercise was to get familiar with the building and be able to 
realize the next exercise: “ideation”, this “dish” was related to give ideas for the student hub. To finish, 
the group will be having a talk with the participants in order to get feedback.

The time for each activity was needed to be set in order to fit every essential activity in the 3 hours that 
were planned for the workshop. Some optional activities were discussed too. These activities would 
only be done if the others were running too fast and the workshop was going to last for less than three 
hours.

Once the activities were set, each member took the task of planning in depth one or more of this 
activities before presenting them to our supervisor. After doing that, the team had another meeting 
the 11th of October in order to check that everything was working as planned and give some mutual 
feedback and improvement tips to the planned activities. This meeting also went longer than expected 
because each activity had a lot of different ways of getting done and several points that needed to be 
discussed and decided. Four hours later, every activity was clear and all the team knew exactly what 
was going on in the whole workshop and not only in his activities. 

The meeting with the team’s supervisor took place the 13th of October and lasted for 2 hours. During 
this time, the team presented the ideas and discussed about them with the supervisor Petter Øylan. 
In this meeting, some aspects where cleared: the need of doing a presentation in the beginning of 
the workshop, how to perform some activities and the timing of each activity which was once again 
adjusted. After this meeting the team had a final plan for the workshop and it had 12 days to get 
everything ready so the workshop could work as good as possible.

The 25th of October the workshop took place. The team was quite nervous before it started because 
important members of the university where going to attend. However, knowing that everything had 
been properly prepared and that a lot of time was invested on the planning, the feeling of confidence 
was strong in each member of the team. 

The team went to the room in which the workshop was going to take place one hour and a half before 
the starting time in order to set everything up and make a small simulation as a rehearsal to make it 
easier for the real workshop.
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Fig 15 Final menu

When every participant arrived, the team started to carry out the workshop. As soon as the performance 
started the nerves went away and everything started to work out perfectly. The participants were 
involved, showing attention and interest in every activity. That gave the team more confidence to 
continue with the workshop.

After doing the presentation or the welcome cocktail, a couple of attendants showed their first questions 
and the team were glad to answer them. After that, Alicia and Hugo made the group go through the 
“bottle game”, which consisted on passing a ball and saying each ones name and occupation in order 
to get the attendants know each other. Simultaneously, Aitzol and Alexander were planning the way to 
divide the attendants in different teams depending on their occupation. 

Once the bottle game ended, the teams were created and the drawing game was carried out. This 
game consisted of drawing the person in each ones left side in only 1 minute. This way, the creativity 
was stimulated and making the moment a bit embarrassing for everyone, the attendants got more 
confident and open to share ideas.

When the starters finished, the “first dish” was served. Disruptive images is a way to brainstorm in 
which a statement or sentence is turned into images in a creative way (Eggink, 2011). In order to get the 
images, the teams had some magazines and IKEA catalogues. They could draw and write everything 
they came up with and they even had the chance to look for images on the internet and send them to 
print. Alexander explained the game and a different statement was given to each group. 

The statements where these:
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Conclusion

 How would you mix technology, flexibility, chilling and working?
 
 To work in Team we need…

 How to focus in a crowded space

The teams had 50 minutes to work in their respective statements. After, they had to explain what they 
wanted to show with the different collages. Some really interesting things came out from here but they 
will be explained in the results part.

Following the “first dish”, the “second dish” was served. The treasure hunt was explained by Hugo and 
while he was doing that, the other team members hid an object in different parts of P52. There were two 
main reasons to do the treasure hunt: to show the building to those that were unfamiliar with it and to 
give the attendants a rest after the hour they had spent working and explaining the disruptive images. 
During the game, the different teams had to visit three zones of the building in different order so they 
did not meet each other in the same point. Please note that the Unicorn and Lego zones were finally 
unified because the room could not be locked and someone had to stay there. Once they had found 
the characteristic object of each zone, some things about that zone were explained to them. This way 
the group was prepared for the “dessert”.

And the “dessert” came, during the “ideation” the previous teams were dissolved and the group was 
divided into two parts. The participants that were working on the ongoing project of redesigning P52 
had to talk with  group M to exchange some ideas and also, answer to some of the doubts that 
appeared in the time the team had spent working in the project.

The ones that had “fresh minds” about the building were told to give some basic designs about the 
main student hub of P52. After half an hour they had to explain these ideas and the possible reasons 
behind these. The results that came out from the “ideation” were useful and interesting too but will be 
discussed in the next chapter.

In order to end the workshop the “digestive” came. The team asked the participants to give some 
feedback about the workshop, things that they liked, things that they would have preferred in another 
way or just any comment they had about the workshop in general.

Fig 16 Action Picture Workshop

The results that the team got during this workshop went out from the two activities that were prepared 
to create some valuable input for this project. These two activities were: the disruptive images and the 
ideation. The results were the following:

As it previously has been explained in this document, in the disruptive images activity, each team had a 
statement or sentence to work with. The three Statements offered really interesting ideas.
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Fig 17 Example disruptive images for getting from floor A to floor B (Disruptive Images: Stimulating Creative Solutions By 
Visualizing The Design Vision, 2011, p2)

Fig 18 Workshop explanation 

Graphic 6 Treasure hunt blueprint
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How would you mix technology, flexibility, chilling and working?
One of the most important ideas that came out from this question, which heavily influenced the team’s 
way to focus this problem, was that in a student environment it is not necessary to provide technology. 
Most of the students bring what they need with them. Only the infrastructure to enable the use of this 
technology is necessary, for example plugs for laptops. Other idea that was really interesting was that 
you can create flexibility with technology, for example using an oculus rift you can create a virtual space 
customized to your own needs without the need of any specific and fixed physical space.  

Fig 19 Results disruptive images 1
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To work in Team we need…
This statement turned to be too open for the pursued interests because the topics of team spirit or 
constructive conflicts came out but still some interesting ideas were exposed. In order to work in team, 
usual desks and tables are needed but also some spaces that enable doing different things than sitting 
with a laptop and write. The idea of making a workshop space in the “weird zone” was actually inspired 
on the input the team got from this statement.

Fig 20 Results disruptive images 2
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How to focus in a crowded space
This was quite a tricky statement since it may seem a contradiction itself. However the team that 
had to work with it suggested that making an environment that helps focus can be really helpful in 
order to avoid the sensation of being surrounded by people. The use of headphones or the previously 
mentioned oculus rift could be useful too.

Fig 21 Results disruptive images 3
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The other activity, the “ideation”, was interesting too because in both sections of the activity the team 
was able to gather useful information. 

On one hand, during the talk to the architects, a lot of technical questions about the design were 
answered. Moreover, the architects also shared what they thought would be important and the main 
points and ideas that they had about the redesigning of the building. They did not share anything 
specific but they shared concepts: they were trying to make the campus more visible from the outside 
and they wanted to give the building a different appearance in order to make the first floor more open 
and looking like a single unit instead of many different zones and corridors.

On the other hand, during the ideation process, two teams were working on ideas for the student hub. 
Some interesting concepts were exposed but one group came with the idea about making the design 
modular. This idea consisted of creating blocks that could be moved, arranged or combined in multiple 
different ways in order to gain flexibility. The idea of making our art cubicles is inspired in this thought.

Fig 22 Workshop final group picture
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Finally, the team asked the participants for some feedback or additional ideas they had to offer about the 
workshop or about the project. The general feedback was really positive. The team was congratulated 
for the workshop planning and execution and was told to keep that path of working because it was the 
right one.

This positive feedback was a morale boost for the team because it meant that all the invested hours on 
the planning of the workshop led to a good result so the same could be done with the project in order 
to get a good report.
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Non specified rooms

Auditoriums

Reception

Concepts
This chapter will give the reader an insight in the design process. It contains multiple 
concepts and their respective explantions and graphic material. The process was a 
constant iteration on previous ideas. Eventually, the concepts kept on being streamlined 
which in the end led to the final design which will be presented in the chapter “final 
design”. 

Fig 23 Render of actual P52
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Canteen
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Current State
Concepts
A part of a building needs to be redesigned, more concretely, a part of one of the oldest buildings of 
HiOA: P52, which was a brewery. The university considers necessary to make a change, the principal aim 
is to make it more visible, accessible and attractive to people, not only students but also professionals 
and other citizens.

In first place, Petter Øylan, the project’s supervisor, informed the team how the project should be like. 
There are some concepts such as transparency, technology, communication, art, flexibility, working and 
chilling areas that have to be mixed and combined as a “milkshake”. However, this “milkshake” has to 
be functional, make sense, solve the actual problems (traffic, noise, old fashioned facilities, etc.) and at 
the same time, design a valuable proposition.

Secondly, before going further with other information, we should explain how P52’s ground floor is, 
which is the building’s part where the change will occur. There are around 1000 square meters divided 
in different areas. 

Fig 24 Actual first corridor Fig 25 Actual second corridor
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Fig 26 Canteen

Fig 27 Auditorium 1 Fig 28 Main entrance

Fig 30 Outdoors P52Fig 29 Outdoors Weird Zone
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Concepts
Auditoriums
The walls are going to be removed so the new 
design will have, instead of three auditoriums, 
a big auditorium. This space should become 
the main point of the building so it has to be 
an attractive space for the rest of the world.

First corridor
A lot of traffic and too much noise.

Canteen
The building that contains the canteen is 
historical and there is no option to change 
anything but the inside. 
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Second corridor
Calm area but there are some 
problems with the acoustics because 
of the ground and the inappropriate 
materials.

Weird zone
The name of this part has a reason to 
be. It seems to be hidden; there is no 
easy access so you cannot explore the 
different areas.

Main entrance
It is not set in the best place, furthermore, the reception 
and the stairs are not well visible.

Graphic 7 Blueprint of P52
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First Concept
Now that the team has a better picture of the area and know what is supposed to happen in it, it is time 
to explain the first concepts. After having taken into account the results of the questionnaire, a meeting 
with Andreas and the explanations Petter gave to the team, the following concepts appeared.
 
First corridor

It will be a “chill-food” area with fluent traffic. Some of the first ideas were: high tables, panels and a flat 
floor made of absorbing materials in order to reduce noise and keep the heat. This area should create 
a connection between the auditorium and the canteen.

Graphic 8 Blueprint of first corridor

Graphic 9 Illustration of the first corridor
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Fig 31 Inspiration workspaces from Steelcase

Fig 32 Inspiration high tables from Steelcase Fig 33 Inspiration recreational and work area from 
Steelcase
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Second corridor

Based on the previous research the team realized that the students want more work spaces and  
decided to use this area. This corridor is perfect for this purpose. With the correct furniture and a few 
changes (related with materials and configuration) a perfect study or working environment could be 
created.

Graphic 10 Blueprint of second corridor

Graphic 11 Illustration of the second corridor
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Fig 34 Inspiration group workspaces

Fig 35 Inspiration absorbing panels
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Auditoriums

One of the main goals is to be more visible and transparent to the outside world. In order to achieve this 
goal, the existing windows will be larger and the window in the middle will be the new main entrance. 
With this change, not only P52 will be more accessible but also the inside traffic will become more 
fluent.

Another idea consists on creating a main spot in this room, a representative item or structure that 
catches everyone’s eye and makes the room attractive, valuable and also functional. This is how the 
“technological tree 1.0” was born. 

As you can see in the picture above, there is a stage and “the tree”. About the stage, in normal use 
it will be the recreational area, with pillows on the stairs and furniture on the top. About “the tree” it is 
set in the middle and its features would be:

Screens: to show the hour, weather and the main news, etc.

Projectors: thanks to the circular shape you can point the projectors all around the room, on any wall.

Interactive panels: to give students the option to check really fast the way to class or the hour of an  
exam, etc.

Heating and lighting system: it will be set on the top and the maintenance won’t be a problem because 
there will be easy access to it, like in a windmill.

All of this sounded interesting but we forgot about something: flexibility. At the moment that an important 
event is happening on the stage, this tree is in the middle and there is no option to move it. A simple 
solution came to our minds: cut the tree.

Graphic 12 Illustration technological tree 1.0
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The following picture shows how “technological tree 2.0” could be. The features are the same as the 
first one but now the panels have wheels. This way, at the moment you need the space underneath 
the tree, moving the panels to the wall would create a more open and accesible area.

Fig 36 Render 1 of technological tree 2.0

Fig 37 Render 2 of technological tree 2.0 Fig 38 Render 3 of technological tree 2.0
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Main entrance

After the first meeting with Andreas, the architect of HiOA, some restrictions were given:
 
The main entrance should stay where it is now but some changes could happen to it: bigger size or 
replace it with a rotative one, for example.

The walls that surround the stairs could not be removed because they play a structural role.

Then, as one of the first aims was being more visible, the reception’s and stairs’ concrete walls will be 
replaced by glass walls which are transparent.

Canteen

Some changes will happen in this area, for example: the furniture’s configuration; opening bigger 
windows and entrances in the first corridor but closing the ones on the second corridor and changing 
the colours to make it lighter.

Weird zone

This isolated area is perfect to create group-rooms, which is what Norwegian students want.

Graphic 13 Blueprint of main entrance Graphic 14 Blueprint of canteen

Graphic 15 Blueprint of weird zone



65

However, we knew that these concepts were going to change, especially the ones from the auditorium 
part. In fact, we wanted to asses them in order to develop new and better ideas, that is the reason why 
we made the workshop.

Fig 39 Inspiration glass on stairs

Fig 40 Inspiration of group rooms



66

Second Concepts
Therefore, after the workshop a lot of new ideas came but also the necessity to organize them some-
how. There is a tool called “mind map” which is useful in these situations.

After analyzing the mind map, here some conclusions:

Transparency, a continious feeling, every space has to be connected somehow.

The corridors and the canteen stayed as we planned but there were a lot of changes on the   
weird zone and at the auditorium.

Auditorium

An enormous clarifying process happened during the workshop. This room’s configuration should be 
mainly for exhibitions and speeches but in normal use, a working space. Again, a dual concept appears 
but now one concept is above the other and this change implies a big step in the process. After this 
priority process, the main goal is to solve this problem: “how to integrate students in normal use (at this 
speeches-art gallery space)?” A lot of suggestions about student work spaces were given during the 
workshop, here some of the most interesting ones:

Modular furniture

It seems to be the best option to create flexibility inside the room. However, flexibility, sometimes, 
involves untidiness. The team is conscious about this point and will try to create a structured and 
flexible space.

Graphic 16 Mind map tool
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Lockers for the future

The society is changing so education as well and this is something you can notice in student’s habits. 
At this point, a private locker is useless and a waste of time. The reason of this is that the students 
are constantly moving from one spot to another and lockers are not always located in the best spots. 
Furthermore, using a lock is not efficient, there should be an option to use your student card and 
change the concept of private locker to “lockers of the future”. This will be like a normal locker but 
instead of paying for one locker, you will pay the fee for the service. The service would allow the user 
to use any locker with the help of his student card. This way you can storage your things wherever is 
the best for you.

Students bring technology

As we said, society is changing and this fact is essential for the project. It is worthless if the redesign 
focused on putting screens everywhere, is smarter to go a step further and create the infrastructure to 
fit the future technology: instead of screens, phone’s projectors; real solutions for charging devices, etc.

The idea of opening a new entrance in the auditorium disappeared and now we have big windows but 
they will be opened by HiOA when necessary. 

Fig 41 Inspiration windows and door
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Weird zone.

An enormous change in this room happened: from isolated group-rooms to an open space and a new 
entrance and several big windows will be open. The university’s main purpose is to be transparent and 
be closer to citizens to show what is happening in HiOA. Now, there is literally, an open window to 
the world . The team proposes a combination of individual and team work spaces, group-rooms and 
workshop material.

Fig 42 Inspiration of group rooms

Fig 43 Inspiration of work tables
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Main entrance.

The idea of changing the wall’s materials is still happening, thus the reception will be set in another po-
sition in order to make it more accessible (as you can see on graphic 17). About the door, now that we 
have a second entrance, a new issue comes up: how to create a good flow between the two doors. 
Here we have the entrances’ options:

Then, the result is leaving the original entrance but make it bigger (this way it is more visible) and 
change the system to a rotative one. 

Tree Middle Original

Weird zone
Second entrance

Main entrance options

With a simple table and assigning different percentages to the concepts, a coherent and objective 
decision could be made. 

CONCEPTS Original Entrance Middle Entrance Tree Entrance

Temperature (45%)

Traffic (45%)

Practical (10%)

8

7

10

5

9

2

0

4

4

Graphic 17 Entrances options and reception change

Graphic 18 Table of comparison
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During this session we made use of the lotus blossom creative technique. This tool helps create valuable 
output for early ideation and brainstorm sessions. The works as follows: first we defined a central 
theme, in this case redesigning P52. Then we define relevant different critical design topics related to 
the central theme.  Afterwards we divided those topics in three groups: the student hub, the corridors 
and the weird zone. Finally we specified each topic in multiple subtopics respectively. Eventually we got 
the following subjects.

Weird zone: workspaces, group rooms and reception and panels

Corridors: workspaces, fast food area

Student hub: stage, art zone and workspaces

A wildcard topic was also added for all out of the box and random suggestions.

After defining all the relevant subjects we started a quick design process. During this phase 
we tried to create as much creative solutions as possible for all topics in a timespan of a half an 
hour. Then we held a short feedback time over all created ideas. This was followed by a second 
quick design phase of 20 minutes. We held this feedback moment to keep or creativity and 
inspiration high. When the quick design phase was finished we discussed all solutions and quoted 
them. This way we could more clearly define what direction the project in general should go. 

Results 
 
The use of the lotus blossom tool delivered multiple valuable ideas and possible solutions. First off, 
we created a better insight in the weird zone. 

We decided to open up the connection between this zone and the bordering street (Pilestredet) by 
replacing the brick walls with as multiple windows. This way the weird zone gets more public attention, 
which creates an added value for HiOA in the form of publicity.  The weird zone will be divided in an 
open workshop and multiple group rooms. Finally it is now possible to access the reception via the 
weird zone.

Solutions for both corridors were quickly generated. We decided to equip the second corridor with 
multiple cubicles, which will be put against the canteen walls. The first corridor will contain a kitchen 
area and multiple different shaped cubicles. These will be placed in the middle of the first corridor. 
 
The student hub will be divided in three zones: the stage, an art zone and workspaces. 
Although we developed multiple valuable solutions for the stage, there was no final consensus. 
We decided to take distance from this zone so we would not lose ourselves in the details. Instead 
we focused ourselves on the art zone and workspaces. This lotus blossom delivered a valuable 
solution for both elements. First off, the student hub will be equipped an art cubical which can easily 
be converted in group workspaces. The remaining space will be used as conventional work areas. 

For the wildcard we suggested of using a cable system that is able to put all art cubicles to the wall. 
This idea got a very positive reception and we decided to research the feasibility.

Third Concept
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Conclusion 
  
After using the lotus blossom we generated multiple good solutions. This gave us a sense of direction 
for the final concept. Only the stage created difficulties, which had to be resolved in a later stage of the 
development process. After finishing this tool we decided to do a second lotus blossom session with a 
specific focus on the stage and the student hub in general.

Fig 44 Lotus blossom
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Final Design
After the concepts were developed, the final design emerged. Although multiple elements 
were fixed, the big picture was not ready yet. This chapter will give the reader an insight 
in the final design decisions which eventually lead to the definitive design. To visualize 
those concepts CAD software by “AutoCAD”and the “KeyShot” render engine was used.
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Fig 45 Render 1 of final concept
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Student hub
Stage, Art Zone, Working Area & Recreational Area

2nd Corridor
Working Area & Recreational Area

1st Corridor
Working Area & Food Area
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Weird Zone
Working Area 

Fig 46 Render 2 of final concept



76

Student Hub 
The student hub will be divided in four zones: the stage, the art zone, the working areas and the 
recreational area. On this page the reader, can find more information about the stage. The stage is 
separated in four different zones: the stairs, the stage itself, the recreational areas and finally two group 
workspaces.

The stairs will play a crucial part in the design of the student hub in general. On the one hand this object 
will serve as a connection between the stage and its surrounding. On the other hand it will function as 
a main seating area for the students.

The stage will be multifunctional. It will provide space for working areas during a normal day  but it can 
quickly turn into a fully functioning podium for theater plays, speeches, etc. 

The stage will be surrounded by two group-rooms. These groop-rooms will be available for all 
students via an online booking with the current HiOA platform. 
 
The recreational areas are situated on top of both group group-rooms. Those will function as a zone 
which the students can access freely for relaxing, informal conversations and even a short nap.

Recreational Area
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Stairs

Group workspace

Stage

Fig 47 Render of the stage
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Visual and sound isolation

Student Hub 
Apart from the stage and the recreational area there will be two different zones: the art zone and the 
open workspaces. Both are easily accessible for the public.

The art zone will consist of multiple yellow cubes. Inside there is enough space provided for artists 
to exhibit their work ranging from paintings, clothing or other installations. The inspiration for this art 
zone came from an exhibition from Nike. 
 
The open workspace contains different types of furniture which can be used freely by all students. 
Two seating units will have panels surrounding them. These panels will create a visual and sound 
isolation.

Fig 48 Render of workspaces in the student hub
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Fig 49 Render of yellow art cubes

Fig 50 Art cubes by Nike
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Fig 51 Render of recreation area

Fig 52 Render of the student hub
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Fig 53 Render of group rooms at the student hub

Fig 54 Inspiration for recreation area
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First Corridor 
The first corridor will consist of multiple work areas and a kitchen area. The working areas will be 
accessible for all students. Two different types of cubicles will be used: the yellow high table cubicles 
and the seating units with panels. Please note that the art cubicles of the student hub and the high 
tables of the first corridor are the same. The only difference is a vertical transformation of the bottom 
element too desk height.

In the end of the first corridor, there will be a small kitchen and food area which will be open for all 
students. This space will contain vending machines, microwaves, water boilers, etc.

High table cubicle
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Seating unit with panels

Fig 55 Render 1 of the first corridor
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Vending machines

Microwaves & 
boilers shelf

Fig 56 Render of sitting unit with panels in first corridor

Fig 57 Render of kitchen area in first corridor



85Fig 58 Render 2 of the first corridor
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Weird Zone
The weird zone is divided in three zones: the open workspaces, group-rooms and a supporting area 
including printers and vending machines. Since the weird zone is situated near the street side the goal 
of this room is to offer pedestrians an insight in HiOA’s live and offer free publicity. The aim of this zone 
is to create a creative, accessible and functional working area for all students from all fields. The weird 
zone wants to obtain a soft practical workshop vibe combined with basic theoretical workspaces. 
Finally, the room is equipped with multiple white boards and a possible tool bay at the U-shaped table. 
Here students can obtain different equipment for more practical work.

Group-rooms
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Fig 59 Render 1 of the weird zone 
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Fig 60 Render of open workspaces in weird zone

Fig 61 Inspiration open workspaces from Steelcase
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Fig 62 Render of group workspaces in the weird zone

Fig 63 Render 2 of the weird zone
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Printer

Vending machine

Fig 64 Render of supporting area in weird zone

Fig 65 Render of vending machines in weird zone 
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Information panel

Tool bay

Fig 66 Render 3 of weird zone

Fig 67 Inspiration of tool bay
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Second Corridor
In the second corridor, three different zones can be identified: group work spaces, recreational areas 
and individual work spaces. This corridor focusses on more quiet group work for two reasons: first off,  
the  second corridor is a low traffic area which is optimal for this type of work and secondly; this area 
is equipped with multiple visual and sound isolation panels. This creates an isolated atmosphere for all 
working students. 
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Fig 68 Render 1 of the second corridor
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Fig 69 Render of group workspaces in second corridor

Fig 70 Render of individual workspaces in second corridor
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Fig 71 Render 1 of recreation area in second corridor Fig 72 Render 2 of recreation area in second 
corrido

Fig 73 Render 2 of the second corridor
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In this chapter each member of the group explains his or her own personal experience after the EPS 
semester. 

Reflections



97



98

Reflexions
Aitzol Salaberri

During the realization of the EPS a lot of different challenges appeared. These challenges were personal 
academic and cultural. On one hand I was in a totally new country where I knew no one, I have never 
had problems to meet new people and make new friends but still being in a completely new place and 
alone felt a bit scary. Luckily the first two weeks full of activities helped a lot in meeting new people and 
making new friends and the EPS class was always full of kind and friendly faces.

On the other hand, regarding the project, two main challenges had to be faced. First of all the project 
was about designing a new student workspace. I had never worked in a project like this before and was 
not sure about how to carry it out. The second challenge that I had to face regarding the project was 
that I had only worked in teams with other engineers and in this project had to work with two industrial 
designers. The challenge was bigger than expected because the ways of working are really different 
and sometimes they even crush really hard. Sometimes the way we wanted to do the things was even 
opposite but we have learnt to give in sometimes for the best of the project and I personally think that 
the final result is good although it maybe took more work than expected.

Hugo Herpin
 
I was very lucky to work on this specific project, it is a very concrete one with real issues. The fact that 
this project will become real makes me realize how of a great opportunity it is. I am glad of all the res-
ponsibilities I have had and I enjoyed working on it with a great team. Especially because I have always 
been attracted by design and conception jobs. Furthermore, dealing with designers and engineers from 
different countries and with different backgrounds was exciting and challenging. 
 
The results of this project couldn’t be the same with another team, because we completed each other 
perfectly. This project was the first I realized in English, with an international team that was completely 
different to those I am used to. We all have different ways to work and to handle issues. So I learnt a 
lot on the way to work in other countries and with a total different approach. And, of course, Petter, 
our supervisor, helped us a lot and gave us the time and attention that we needed. I really think this 
semester will influence me on my future career. I have another vision of working, and a new level of 
open-mindedness.

Thibault Pouppeville

During this EPS semester I have learned lots of things such as managing a project and my English 
speaking. I’m really happy to have met the teachers, the Norwegian people and all the other international 
students. We had a really nice time, we discovered the culture of this country and the country itself 
during some trips together. Especially with my project group the complicity was really good. We worked 
really well during the whole semester.

This project about the design of a student area doesn’t change my ambitions to begin a mechanical 
engineering career. I have learned lots of things about design but I admit I don’t want to work in this field. 
It allowed me to discover some tools I had never used any 3D software or some creative techniques 
such as the ‘Lotus Blossom’ which can really help me in my studies and my professional life. All my 
relations told me: ‘go aboard’, and now I understand that it is really important and a big source of 
knowledge. In one year I will have the opportunity to go aboard another time during my studies and I’m 
pretty sure I will leave France again to explore another country.
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Alexander Nieuwborg

This EPS semester was a live changing experience for me both on a work and social level. Let’s start 
with the work and school related experiences. I believe EPS taught me an immense amount about 
working in multidisciplinary and international teams. We exchanged work methodologies, ways of 
creative working, etc. The unique composition of our group, group M, also created a very interesting and 
previously unknown dynamic. This consisted of three engineers of different fields and two designers. 
Although there were some difficulties along the way it still resulted in a very valuable experience and 
working with engineers helped me to broaden my worldview in a professional context. This program 
also helped me to improve my English.

On a social level the EPS program was even more valuable. Meeting all the different people from all the 
different cultures gave me an enriched worldview. Learning about their cultures, languages and general 
habits fed my hunger to discover more of the world. During this semester abroad I also felt a connection 
with Norway in general. Certainly the immensely beautiful nature kept on amazing and surprising me. 
After this semester I am planning to continue discovering the world with the help off all my new Erasmus 
friends.

Alicia Alcázar

The European Project Semester has been, by far, one of the best experiences in my life. 

Professionally, I have improved my team leader role and got a lot of experience in teamwork. Working 
with my group has been a great challenge from the beginning, my main goal was to make everyone 
involved and happy with the final solution and this has been really hard to achieve. Why? Because 
when you mix people from completely different backgrounds (mainly, different culture and studies) and 
make them work in something that is out of the comfort zone maybe, if you don’t know how to handle 
it, it doesn’t work. Here is where I found my place: try to communicate the ideas and making them 
attractive to everyone, never mind who they are or where they come from. This skill is really important 
for a real scenario because me, as a designer, will have to deal with engineers and make them believe 
and understand “my idea”. Another important skill that I have developed is how to introduce their ideas 
in my brain and make the perfect mix. Listening and interpreting is something I can say I have improved 
by making this project. In addition, the fact that this project is something that is going to happen in real 
life has made everyone to be more involved and motivated.

Personally, meeting people from so different cultures and travelling has made me really happy and 
fulfilled because trying to understand others and learn how to behave in different situations makes you 
somehow more experienced and more valuable.
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To make the questionnaire, we used TYPEFORM

List of questions:

Part 1 : Personale data

 Gender
 Age 
 Nationality (Norwegian/European/Non-european)
 Study program (Full time/Part time)

Part 2: Activities in a typical day in HiOA 

 What are you doing in the campus in a typical day ?
 Opinion scale from 0 to 10 with 0 for “more chill” and 10 for “more work”
 
Part 3: Chill Area

 What would you prefer to have in a chill area?
 Choice between 3 pictures, one for “Games”, one for “Kitchen” and one for “Furniture”
 Which one do you prefer?
 Choice between 3 pictures of “Chill areas”

Part 4 : Individual “work area”

 Which one do you prefer?
 Choice between 3 pictures of individual “work area”

Part 5: Group “work area”

 Which one do you prefer?
 Choice between 3 pictures of group “work area”

Part 6: Aesthetic 

 Which one do you prefer?
 Choice between 3 pictures of different “aesthetics”

Part 7 : Open questions

 Would you like to add something?
 In which area do you want to spend your free time? Why?
 Which things do you miss in the working areas? why?

Appendix 1: Questionnaire

Appendices
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Transcription of open questions

Interview number 1

 Number of interviewed: 1
 Place of interview: P52
 Q: Would you like to add something?
 A: No.
 Q: In which area do you want to spend your free time? Why?
 A: In places where I can work, quiet if possible or in a canteen 
 Q: Which things do you miss in the working areas? why?
 A: More place for working in group, because it is difficult for us, students, to book a room.

Interview number 2

 Number of interviewed: 2
 Place of interview: P52
 Q: Would you like to add something?
 A: Yes, we want better sits to eat !
 Q: In which area do you want to spend your free time? Why?
 A: We want to spend our free time in cool places to talk and chill with our friends or in working  
 areas.
 Q: Which things do you miss in the working areas? Why?
 A: Nothing.

Interview number 3

 Number of interviewed: 1
 Place of interview: P52
 Q: Would you like to add something?
 A: No.
 Q: In which area do you want to spend your free time? Why?
 A: I go back home when I am free.
 Q: Which things do you miss in the working areas? why?
 A: Device for connecting my laptop.

Interview number 4

 Number of interviewed: 3
 Place of interview: P52
 Q: Would you like to add something?
 A: There is a real lack of place to work in the campus. Every time we have to look for room or  
 table, sometime we have to work in very noisy spots. 
 Q: In which area do you want to spend your free time? Why?
 A: In places where we can work!
 Q: Which things do you miss in the working areas? why?
 A: We explained it before.
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