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PLAN

> Department of Computer Science

> Background and motivation for the ICT education
> Short overview of education structure

> Examples of courses and thesises

> Job situation

> Questions
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DEPARTMENT OF COMPUTER SCIENCE, AU

Algorithms and Data Structures.
Data-Intensive System:s.

Cryptography and Security.

Mathematical Computer Science.
Computer Graphics and Image Processing.
Ubigquitous Computing and Interaction.
Computer-Mediated Activity.

Use, Design and Innovation.

Programming Languages.

Bioinformatics

> 150 staff members
> 50 VIP (25 tenure).
> 65 PhD students (1/3 from abroad).
> 10 TAP + 25 part time student jobs

> ~1000 students
> Computer Science
> ICT-Product Development

> Candidates mainly work in industry

vV VvV vV VvV VvV VvV VvV VvV V Vv

> ~50 mio dkr/year in external funding
> Most productive Danish CS

> 3,8 publications pr VIP pr year

> 1/3 tenured staff has a 20+ H-index
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VOLUME OF EDUCATIONS AT CS ~800 STUDENTS

3 ar PhD education (54)

2 ar Masters CS (154) Masters ICT prod dev. (58)

3 &r Bachelor CS (435) Bachelor in ICT (175)

Open Education (~100)
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ENROLLMENT CS 2003 - 2013
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PRODUCTION (CAND.SCIENT.DATALOGI)
>AU: 1503 kandidater, 215 ph.d.

> KU: 1349 candidates, 63 ph.d. (>= 1995 for ph.d.)

> AAU: 495 candidates, 79 ph.d.

> SDU: 394 candidates, 53 ph.d.

> RUC: 232 candidates, 30 ph.d. (>= 1999 for candidates)

>38% candidates in DK

»48% ph.d. in DK
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TIMELINE

> 1997: Multimedia education with CS and Information Studies, and
Aesthetics departments is established.

> 1999: First Interdisciplinary Interactive Spaces course between Aarhus
School of Architecture, Department of Computer Science, Information
Studies, Design School in Kolding

> 2001-2005: Informal and semi-formal discussions establishment of a
common eDesign education

> 2003: Center for Interactive Spaces is established with KG (Manager) and
Hans Peter Svendler Nielsen (Co-manager)

> 2005: AU sets up a goal to enroll 100 new students within IT

> 2006: CS/AAA wrote an accreditation proposal for the ICT bachelor and
Information Studies/Aesthetics writes a proposal for Digital Design.

> 2007: The first 60 ICT bachelor students are enrolled.

> 2009: CS/AAA wrote the accreditation proposal for the ICT Masters

> 2010: We were ready to enroll ICT Master students.
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CENTER FOR INTERACTIVE SPACES (2003-.. ) j#®

> Interdisciplinary research
> Computer Science, Architecture, Design, and Engineering
> Ubiquitous Computing - ICT in the physical environment
> Infrastructure, interaction techniques, physical design,
products, building components, new user experiences
> Research projects with industry involvement
> research projects and consultancy projects
> Activities for 100+ mio. dkk sofar
> Application domains
> Homes, schools, libraries, public spaces, museums,
attractions, cars, and work places
> Customers/Partners:
> B&O, LEGO, ARLA, Arkitema, Solutors,
Systematic, Theater Katapult, several
municipalities...
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INTERNATIONAL INSPIRATORS FEATURING CS + ID

> Stanford University,
> Interaction Design, http://hci.stanford.edu
> d.school, http://dschool.stanford.edu

> Carnegie Mellon University
> Computational Design Lab, hitp://code.arc.cmu.edu

> Georgia Tech,
> Interactive Product Design Lab, http:.//www.id.gatech.edu/research/labs

Kaj Gronbcek 2014
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IDEA AND BACKGROUND

> Focus on ICT-product development
> From “systems” to(mass produced) ict-products
> Software, physical design, business models
> Inddrage kompetencer fra AAA og BSS

> Innovation processes
> FROM pure problem solving
> TO problem definition, concept design, and problem solving
> Focus on commercial and societal value

> Introduce project oriented teaching
> Without tipping over to the Aalborg Model :-)

> Industrial orientation e.qg. through study jobs
> Internationalization through “internships” abroad

Kaj Grenbcek 2014
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THE ICT EDUCATIONS

> Combines computer Science, with Design/Architecture, and Business
Modelling

DATALOGISK INSTITUT
> Department of computer, AU

DET NATURVIDENSKABELIGE FAKULTET
AARHUS UNIVERSITET

_ _ _ ©® @0 | AarhusSchool of Business
> Business and Social Sciences, AU *90®® | University of Aarhus

(1 Jol I Handelshsjskolen

c® @8C Aarhus Universitet
> Aarhus School of Architecture H
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BACHELOR +
MASTERS PROGRAM

Masters

Bachelor

5.4r

Q4
Q3

Q2

Ql

4.8r

Q4
Q3
Q2
Q1

3.4r

Q4
Q3
Q2

Q1

2.ar

Q4
Q3
Q2
Ql

1.ar

Q4
Q3
Q2
Ql

Urban Intervention

Interaktive Rum

Shape Changing Int.

Social og Astetisk

Oplevelsesdesign

Adv. Physical Comp,

Vis. og projektkomm. Designteori og -historie

Fysisk Design

Kaj Gronbcek
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GREAT ICT INNOVATIONS - COURSE PLAN 2013

> Ugel.1: Computer, Mouse, Desktop

> Ugel.2: The personal computer

> Uge2.1: World Wide Web

> Uge2.2: Search engines

> Uged.1: From Desk to Palm

> Uged.2: Ubiquitous Computing

> Uge4.1: Mobile Web

> Uge4.2: Computer Games and IT for
Play

> Ugeb.1: Multisensor and multimodal

> Ugeb.2: People and prototypes

> Ugeb.1: User-driven Innovation

> Ugeb.2: Innovation models |

> Uge7’.1: Innovation models 2
+ Wrap Up

> Uge’/.2: No Lecture - work on final
mandatory exercise

Not Covered:

> Programming languages

> Chips and semi-conductors

> Algorithms and data structures
> Robotics and Al

> GPS

> Computer Graphics

> Virtual reality

> .

Evaluation:
> 3 mandatory individual reports
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LITERATURE

Primary reading
> Bill Moggridge: Designing
Interactions. MIT Press 2006.

> http://www.designinginteractions.com/book

> Tim Berners-Lee: The World Wide
Web: Past, Present and Future,
August 1996

> http://www.w3.org/People/Berners-Lee/1996/ppf.ntml

> Mark Weiser: "The Computer for the
21st Century”

> http://dl.acm.org/citation.cfm?id=329126

Kaj Gronbcek
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INTERACTIVE MEDIA - CONCUR

RENT WITH

PvC

Uge Dobbeltforelaesning Pensum Enkeltforelasning Pensum
1 Fgrste time: Anden og tredje
28.08 Intro til kursus time: Ryan Intro
Intro til mini-projekt Interactive +
(KG) narratology and basic | Ch. 1 and 5
narrative
models (MN)
2 Evt. fortsaettelse af Fortsat fra
04.09 Ryan Ch. 5 (MN) Hansen, Kortbek & Grgnbask dobbeltforelaesning
Resten af tiden: 2011(Hansen_Kortbek Gronbaek2011.pdf) | (KG)
Mobile location-based Gordon & de Souza e Silva Ch. 3
narratives and (Gordon_de _Souza_e_silva_kap_3+4.pdf)
experiences (KG) Ballagas et al.(ballagas.pdf)
3 Computer games and Fortsat fra
11.09 their narrative Egenfeldt-Nielsen et al. dobbeltforelaesning.
structure(MN) Ryan Ch. 8 (UnderstandingVideoGames-
ch8.pdf)
(Magerkurth et al.)
4 Remediation and New Bolter & Grusin Intro + Ch. 1
18.09 Media genres (MN)
5 Interactive Fiction, Ryan Ch. 6 + 7
25.09 HyperFiction and Web-
based narrative (MN)
6 Mediated Spaces (KG) | Kortbek & Grgnbaek (artfp7647- (Rundvisning i CAVI
02.10 kortbek.pdf) som eks pé
Krueger 1977 (25-kreueger-03.pdf) medierede rum)
Gordon & de Souza e Silva Ch. 4 (MN)
(Gordon_de _Souza_e_silva_kap_3+4.pdf)
Bolter & Grusin Ch. 10
(Dindler et al. a20-dindler.pdf)
7 Afslutning, evaluering Afslutning fortsat
09.10 0og eksamensprep
(KG/MN)
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MATERIAL

> Ryan, Avatars of Story, (50% of book, to be bought)

> Focus on narrativity

> Bolter & Grusin, Remediation (15 % of book copied)
> Concepts for new media
> Overview of new media genres

> Supplemental articles on CourseAdmin
> Concrete usage of Ryans methods
> Perspectivating papers

Kaj Grenbcek 2014
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EVALUATION/EXAM

> Mandatory exercise
> A mini-project in common with Pervasive Computing
> Produce a mobile application/game with narrative
> Groups of up to 4 students
> Must pass to attend exam

> Oral exam
> Individual
> Mini-project should be used as example when using concepts

Kaj Grenbcek 2014
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SEVERAL TYPES OF PROJECTS

> itPDP first year (15 ECTS)
> Project framed with an overall theme
> 10 weeks work, no courses, some lectures
> Prototype developed for evaluation and presentation at exhibition

> Praxis Project on second year (10 ECTS)
> Empirical study of a selected commercial product development project/product
> Focus on evaluation, method and alternatives

> Bachelor project on third year (10 ECTS)
> Research topic frame the project
> Formulate hypothesis, experiment, report as paper, and a local mini-conference
presentation

> Innovation project on fourth year (15 ECTS)

> Longer project development project with a specific company
> Examples: B&O and VW

Kaj Grenbcek 2014
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ITPDP - PROJECT SUBJECTS

2008 - IT-products for Future News
2009 - IT-products for Nightlife
2010 - IT-products for Public and Semi-public Buildings
2011 - IT-products for Digital Sports grounds
2012 - IT-products for Welfare
- -products for Event Communication and
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THESIS TITLES

>

v

Gamification in a Rehabilitation Process: Exploring Technology Based Solutions for Heart Patients.
Developing Multi Touch Interactive Visualizations to Explore Big Data.

The Myth of Natural User Interfaces: How Contextual Understanding and Existing Knowledge Lead
Towards Natural Interaction

Ad Hoc Interfaces: A Tangible Approach to On-demand User Interfaces

Peripheral Display as a Motivator: An Exploratory Case Study on Motivating Employees in an Open Office
Environment

Context Aware IT Support for Children with ADHD - Development and test of the CASTT Prototype

Wind Power and Electricity Price Prediction Using Artificial Neural Networks to Support Decision Making in
the Danish Electricity Market

Let”s Graffitil Designing and experimenting with a collaborative drawing tool for children based on Clark’s
concepts of Common Ground

Styrkede sportsoplevelser: Udviklingen af CAP Frameworket

Kaj Grenbcek 2014
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Job Summary

Company
Walsworth Publishing
Company

Location
Kansas City, MO 64131

Industries
Printing and Publishing

Job Type
@ Full Time

@ Employee

Years of Experience
2+ to 5 Years

Education Level
Bachelor's Degree

Career Level
Experienced (Non-
Manager)

Interaction Designer

About the Job

Walsworth Publishing Company, a technological leader in the printing
industry, is excited to offer a great opportunity to the right candidate as an
Interaction Designer, in our Strategy and Innovation Department.

The Interaction Designer will define the directional and detailed user
experience for a wide range of highly interactive web applications and
software, delivered on desktop, mobile, and tablet devices. The Interaction
Designer will engage in a multi-step process that moves through several
levels of media, including: sketches, diagrams, digital comps, high and low
fidelity prototypes, detailed Ul design blueprints and specification documents.

A successful candidate must have a Four-year college degree in Interaction
Design or related field, and at least 2 years of user-interface and interaction
design experience. This person must have a strong understanding of visual
design, conceptual design, and human factors and usability best practices.
Experience with usability testing or other research methodologies is a plus.
Candidates must present a portfolio showing exceptional, effective interface
design work.

Walsworth offers a full benefits package. Compensation based on experience.

All candidates must submit a resume, cover letter, and salary history to be
considered.

We are an equal opportunity employer.

Kaj Gronbcek
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CONCLUSION

> Lots of UX jobs nationally and internationally

> Lots of new ICT products hits the market
> Sports
> Healthcare
> Homes
> Transport

> Strong software competences is a must!

> Physical interaction competences is a must!

> Physical form and graphical skills are important!
> Engineering comptences are important!
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