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The Touch and Go process divides collaboration 

modalities into intense and relaxed. We value collaboration but 

also realize discipline specialties need time to break away and 

focus. 

OUR PROCESS
TOUCH AND GO

Intense collaboration: Research and 

Validation

Relaxed collaboration: Conceptualization

INTENSE 
COLLABORATION

INTENSE 
COLLABORATION

INTENSE 
COLLABORATION

Pathophysiological 
Research

User centered
Research

Intervention Concept 
Development

Concept
Development

Intervention 
Validation

Concept
Validation

Intervention 
Refinement

Concept
Refinement

Final integration between Concept and Intervention

DESIGN NURSING

MODERATE 
COLLABORATION

MODERATE 
COLLABORATION

TOUCH AND GO

Before COVID-19 we stressed the importance of face-to-face 

interactions with stakeholders and prototype as much as 

possible.

RESULTS
PRE COVID-19

Face to face interactions

Make it!
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UC FORWARD GRANT

02
2020 C19 C0-LAB

PROJECT SET-UP
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The co-LAB grant was in response to low CO-OP employment and then collaboratively investigating community solutions to conditions associated 

with COVID-19 and the those most affected. 

Our two CO-OP students researched the COVID 

virus history, identified markets most affected, 

and developed a guidebook to assist in the 

studio launch

Collaboration between Industrial Design and 

Community Health Nursing. Used guidebook to 

determine project topics and general reference.

Partnering with NIOSH gave us direct access to 

researcher on the pandemics front line

“NATIONAL INSTITUTION OF OCCUPATIONAL 

SAFETY AND HEALTY”
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SPRING 2021

03
CO-OP

During our CO-OP semester the realities of remote 

collaboration became apparent. Wi-Fi issues, meeting 

scheduling, and content review

SPRING 2021
CO-OP

Rural communities lack reliable access 

No F2F meetings = The need for flexibility

Digital content = review when it fits your 

schedule
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Once we hit our stride, tasks were completed on time. 

Students met virtually with NIOSH researchers. They gained 

knowledge conducting literature reviews. The findings 

culminated in the completion of a Historical Timeline and a 

research guidebook that helped launch the Summer Studio

CO-OP
RESULTS 

Historical Timeline

Guidebook

Lessons Learned

With reliable internet access, remote 
collaboration on secondary research is effective

HISTORICAL TIMELINE: THE VIRUS
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HISTORICAL TIMELINE: CVD-19 PANDEMIC
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HISTORICAL TIMELINE
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GUIDEBOOK
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GUIDEBOOK
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SUMMER 2021

03
COLLABORATVE STUDIO

At the end of Spring Semester, there were many course 

modality unknowns. We planned for the worst

SUMMER STUDIO

SETUP 

Identify NIOSH studio mentors

With reliable internet access, remote 
collaboration on secondary research is effective

Refine the Touch and Go process

Implement experimental collaborative tools 

from Spring CO-OP
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Using Spring Semester as a model, we found MIRO 

whiteboarding platform ideal for milestone delivery, team 

collaboration, and professor reviews. This system was excellent 

for tracking project progress

SETUP
VIRTUAL TOOLS 

New for Nursing, it help remove linear thinking

Enabled designers to post work for real-time 

evaluation. 

MIRO Whiteboarding platform

It created a virtual studio. Students could see 

each others work as in class

For in-class interactions, MS Teams provided the tools to meet 

in secluded Channels. These channels housed team documents 

and allowed the faculty to have uninterrupted consultations. 

SETUP
VIRTUAL TOOLS 

Channels for team privacy and consultations

Chat for in-class just in time interactions

MS Teams Virtual Classroom 

Video group discussions or on-on-one

File management system
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Based on the learning from Spring Semester, we shifted time to 

provide more time for research and less for development

STUDIO SETUP
TOUCH AND GO 

Devoted more time to collaborative research

Extended Validation to provide more time to meet 

virtually with stakeholders

Eliminated physical prototypes in favor of virtual

Reduced Final phase timeline

Opened projects to awareness champaigns, wellness 

services, and education plans

Increased quality requirements for Validation visuals more time virtual 
F2F. Better findings summaries

Finalization of Final collaborative presentation

Understand

Validate

Refine

Re-

Evaluate

Finali

ze

DESIGN

User centered research, task analysis 

Lit. Reviews, interviews, observations, Pathophysiological 

Assessment, Population pyramids

Identify problem 

(conceptualize)

Plan Intervention 

(develop/create)

Integrate optimal concept with the optimal Implement plan ( put 

nursing care plan (intervention) into practice)

Conceptualization

(Identify)

Develop concepts /

create, design

Validate with end users, experts. Determine optimal direction and 

intervention strategy

Refine final concept

based on Validation

Concepts

Work 

collaboratively

Split: Focus on 

specialty

Work 

collaboratively

Work 

collaboratively

Work 

collaboratively

Split: Focus on 

specialty

weeks 

1-4

weeks 

8-10

weeks 

11

weeks 12-

13

weeks 

5-7

Refine final

intervention based on

Validation

NURSING

More integration of designers into population pyramid activities extended 
research 2 weeks

Reduced time for finalizing design solutions

Pre-pandemic final expectations vs Post-pandemic

STUDIO RESULTS

BEFORE / AFTER

Physical prototyping was not required

Higher expectations on defining  the  “why”

Eliminated physical prototypes in favor of virtual

Face to face interactions between students and 

stakeholders were not required
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CASE STUDIES

04
implementation of our modified process. 

Results of the modified Touch and Go Collaborative process

CASE STUDY
CASE STUDIES
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LESSONS LEARNED

05
DESIGNERS AND NURSES

LESSONS LEANED
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OVER TWO SEMESTERS THE AUTHORS DESIGNED, CREATED, AND LEARNED HOW REMOTE TEACHING IN A COLLABORATIVE COURSE CAN SUCCEED 

AND IDENTIFIED BARRERS FOR OPTIMAL OUTCOMES

PRO's
• Validation suffered compared to F2F modalities

• Consideration for meeting times conducted over multiple time zones

• Without MIRO and MS Teams the collaboration could not work

• Understanding how to communicate discipline specific knowledge online vs sitting at a 

table and showing how each other works was a roadblock.

• In a remote environment, a student can hide. Faculty needed to keep close tabs on 

everyone

• Initial research outcomes are comparable in remote leaning

• Shifting to a research emphasis shifted outcomes from product to service 

solutions

• Having ID student assist with Population Pyramids was positive

• MIRO and MS Teams is affective in our pre-post-pandemic climate

• Service projects were very successful

CON's
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THANK YOU 

T O U C H  A N D  G O  
R E M O T E

Q&A
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