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1. Summary 
In this paper we report about a model and experiences in designing digital higher education. Our case 
is Aalto Online Learning—an Aalto University wide strategic initiative for educational development. 
Since the kickstart in year 2016 our activities have been to create online and blended learning 
experience designs, related learning materials and media, and as its foremost ambition to transform 
and improve educational setting and structures of the university and beyond. Instead of starting from 
a single platform or technology with all of its constraints, Aalto Online Learning starts from ideas to 
improve learning, and selects or develops a design to bring the idea to reality in an agile and 
collaborative activity. We have evaluated the whole process—from the call for idea proposals to 
funding, design, development and dissemination at courses—via nine consecutive rounds from early 
2016 to early 2020. To overcome identified challenges in each round we have clarified the model, 
introduced new training and production approaches, and identified and ran online learning theme 
groups and development actions of needed tooling and platforms. The model has been used to identify 
learning improvement ideas and to develop them to solutions for over 200 courses at Aalto University. 
 

2. Learning to co-create in collaboration with peers 
Students seek for digital materials and tools to support them learning in a lifelong learning fashion 
where they can easily access contents both within courses and beyond. At the same time educators at 
universities and trainers in companies wish to learn how to create those contents, and use tools and 
platforms to edit and share them. The problem our society is facing is thus two-fold: 1) how to train 
the educators/trainers and also 2) how to help learners to learn to learn. We argue that it is necessary 
to substantially design digital higher education and understand what range of approaches are there to 
use and employ, and share training models and learning experience designs widely for others to learn 
from. In this paper we aim to do exactly that, and to improve learning at scale.  
 
Figure 1 shows an overview of different approaches we have identified as learning related activities 
in Aalto Online Learning, the case study for this paper. For instance, there are a number of ways to 
represent information and knowledge for learners. However, for instance the production of 
professional videos requires a model to be followed. A video production model should include training, 
pre-production, recording, post-production and sharing (Guseva and Kauppinen, 2018).  
 
Similar designs are needed for all different categories, for student inquiry, knowledge testing, 
knowledge application, reflection/documentation and feedback. Sometimes they can also be 
creatively combined, like in the case of the dynamic and visual self-assessment tool (see Kivimäki et  
al., 2018) or playable concepts (Kultima et al., 2020). In this paper we also report about the course 
design formats, assessment types and ways for automating course tasks and activities.  
 
 
 
 
 



  

Our conclusion is that it is vital to identify the range of online approaches and systematically provide 
learning experience designs to all of them, and to create a community and network of practice to use 
those designs. In the case of Aalto Online Learning and its over 200 pilots1 the range is quite full, from 
virtual reality to online textbooks and automatic assessment and from educational videos to serious 
games, or from online social interaction to location-based storytelling with augmented reality.  
 
 
  

 
Figure 1 What kind of activities should support learners online, and improve learning? 
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