
Hvor virksomheders 

udfordringer møder 

studerendes kreativitet


U-CrAc : User-driven Creative Academy !
Welcome to

2019



Program 

08.15 - 10.00 Introduction to U-CrAC
 
10.00 - 10.15 Break

10.15 - 10.45 Team up in teams  
          

10.45 - 13.15 Get to know each other 
                     Prepare questions for your case-partner 

         Have lunch together  
         Arrange with the other groups how to sit 

                        
13.15 - 15.30 Joint meetings with case-partners   



We are 

Experience design 

Interactive digital media

Entrepreneurial Engineering



Teacher team

PETER VISTISEN SØREN BOLVIG CLAUS ROSENSTAND ANETE STRAND 



Sponsor 



U-CrAc’ers  got  SILVER 

http://www.aau.dk/nyheder/alle-nyheder/vis/skuffede-ivaerksaettervindere.cid190938



Stay updated on. . .  



Look for inspiration here…



Paradoks: De studerende starter med en fase, hvor der skal reflekteres over 
refleksion over beskrivelse af noget, der endnu ikke er designet.

Læringsværdi ved det brugerdrevne!

= Læring på alle læringsniveauer!

PÆDAGOGIKKENBAG

User Centred design 



“While a new idea is a thought about something new or 

unique, and making that idea real is an invention, 

innovation is an invention that has a socioeconomic effect; 

innovation changes the way people live.”
 (Chayutsahakij & Poggenpohl, 2002)



“Key to innovative design is an understanding of the user.”
 (Chayutsahakij & Poggenpohl, 2002)



“...social innovations spring from social needs, rather that 
from technology, and are related to new ways of social 
interaction, behaviour and function... social innovations may 
have an even higher impact than scientific or 
technological innovation.”

(Darsø, 2001)



“… to really succeed, these products must be 

reconciled to the needs and values of the individuals, 

societies, and cultures to which they are being target.”                                                                         

                                                         (Buxton 2007) 



Methodologies within social science have proved useful and 
applicable for designers - especially ethnography, sociology, and 
psychology. Design based on field research tends to foster 
better solutions to design problems and it reduces the risk of 
the product failing on the market. 

(Arnold Wasserman, 2004)



“Much work of the designer is less concerned with finding a 
solution to a specific problem than with defining 
collectively what is the relevant problem and how to 
see it.”

(Lanzara, 1983)



Hvad er det vi tilstræber?

User  
friendly

Function Appealing

RelevanceSerious impact 

Minor impact 

Human  
factors  

Human  
actors  

Aim at . . .  



How to create VALUE?





User-driven innovation 

Research

Analysis

Synthesis

Realisation



What people                            tells about different needs:

User-driven innovation 



What people                            tells about different needs:

User-driven innovation 



Creator

Improver/Co-creator

Evaluator 
 

Informant

Not participating
                                            

User-driven innovation 

Passive 
observation

Active
observation

Dialogue Active
involvement

User-driven
development

Merit, Søren & Nielsen, Trine (2006) 

DO 

SAY 

MAKE 

User roles 

Activities
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DOGMAS



People and communication 
above processes and tools  



Reality above labs



Interdisciplinarity above  specialization



Change course according new insights 
above following the plan



Apply your body above analyzing



Videosketches above planned storyboards



Progression



Progression 

UGE 1



Progression

Week 
1



Progression

Week 
2

Week 
1
Week 
1



Progression

Week 
2

Week 
1
Week 
1

Conference



Progression



Progression

1. 2. 3. 4.



low fidelity



medium fidelity



high fidelity
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Practicalities 



Three locations 
Starts at 10.15



MODUL:

1

USER-DRIVEN CREATIVE ACADEMY (U-CRAC 2017)
ACADEMIC STAFF: WORKSHOP SPACES:
Søren Bolvig Poulsen (SBP): bolvig@hum.aau.dk RBG14:   Rendsburgsgade 14 (room 6.11 & 3.107)

Claus Rosentand (CR): cr@hum.aau.dk NK:   Nordkraft, Teglgaards Plads 1 (11th floor)

Louise Møller Nielsen (LMN): lmni@create.aau.dk 

Peter Vistisen (PV): vistisen@hum.aau.dk

Rameshnath Krishnasamy (RK): krishnasamy@hum.aau.dk 

Mikkel Huse (MH):  mhus@create.aau.dk 

37 | 11.09 - 15.09 monday tuesday wedensday thursday friday

8.15 – 9.00

9.15-10.00

10.15-11.00

11.15-12.00

12.30-13.15

13.15-14.00

14.15-15.00

15.15-16.00

16.15-17.00

38 | 18.09 - 22.09 monday tuesday wedensday thursday friday

8.15 – 9.00

9.15-10.00

10.15-11.00

11.15-12.00

12.30-13.15

13.15-14.00

14.15-15.00

15.15-16.00

16.15-17.00

39 | 25.09 - 29.09 monday tuesday wedensday thursday friday

8.15 – 9.00

9.15-10.00

10.15-11.00

11.15-12.00

12.30-13.15

13.15-14.00

14.15-15.00

15.15-16.00

16.15-17.00

K6: Sketching with
animation & video

/PV

PLACE: RBG14 -3.107

K5: Concept form
/CR, PV

PLACE: XXXX
Group work about
Innovation track

PLACE: NK - 11. floor

Preparation of 
case meetings

PLACE: NK - 11. floor

Case partner 
meetings

PLACE: NK - 11. floor

U-CrAc Conference

PLACE: NK - 11. floor

Group work with
animation-based

sketching

K1: Intro to U-CrAc
/SBP, LMN, CR, PV

PLACE: RBG14 -6.11

Field work

Group work with
Concept formation

PLACE: NK - 11. floor

Group work with
animation-based

sketching

PLACE: NK - 11. floor

Group work with
animation-based

sketching

PLACE: NK - 11. floor

K2: Case meetings

PLACE: NK - 11. floor

K3: Ethnography
K4: Innovation track
Place: RBG:14 - 6.11

K7: Design Critque

PLACE: RBG14 -6.11

Field Work

Group work with
animation-based

sketching

PLACE: NK - 11. floor

Lectures

Workshop space

Nordkraft
 6.th. floor 

Room 6.2 & 6.2

StartUpWorks  
Nytorv 18 
2.th. floor 

Create  
2.th. floor 

Room 4.217 & 4.219

http://6.th
http://2.th




kreative



Premiere Pro CC
http://www.adobe.com/dk/downloads.html



Premiere Pro CC



Workshop stuff



Transportation



Cases & partners 



Cases



Cases



Cases



Case partners 
Case-partner Case

Combine GeoGuide – scaling and product development

Aalborg Kommune Creating a Place

TrackUnit Stack overflow for service technicians

Bunker43 Ane Maries House

FrontSale.one Sale on Instagram
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Groups 













Happy U-CrAc’ing!


