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THE CONTENT WE DISCUSSED IN  
THE LAST TWO WEEKS WILL HELP ME 

A LOT IN MY MASTER RESEARCH

Leopoldo Augusto Leal, 
Universidade de São Paulo, Brazil

I’VE LEARNED A LOT ABOUT BEING 
CREATIVE, BUT ALSO I GOT TO KNOW 

A LOT OF INTERESTING PEOPLE.  
I AM SO THANKFUL FOR ALL THAT,  

BECAUSE IT CHANGED MY WAY  
OF THINKING IN DIFFERENT KINDS  

OF FIELDS

Michaela Hahn,
Pforzheim University, Germany

I HAVE LEARNED SO MUCH IN TWO 
WEEKS, GOT TO KNOW SUCH NICE 

PEOPLE FROM ALL OVER THE WORLD. 
WE WORKED IN COLLABORATION 

WITH COMPANIES AND FOUND  
INNOVATIVE SOLUTIONS FOR THE 

WELFARE INDUSTRY

Arianne dos Santos Amores, 
IADE - Creative University, Portugal
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Designing the  
Good Life

Designing the good life
Statistics and reports tell us that in a 
few years, the wellbeing of the elderly 
will be one of our main global chal-
lenges. Design offers methods that can 
transform this major societal challenge 
into meaningful action in a time when 
political decisions require us to achieve 
more with fewer resources, while the 
demands of the elderly are increasing. 

In October 2014, Design School 
Kolding hosted its annual international 
DesignCamp. The Camp established 
the opportunity for students, business 
people, researchers, local government 
officials, and representatives of public 
organisations to meet and work with 
challenges and opportunities within 
the welfare sector. 

New business opportunities
The Danish health and welfare sector 
is worth 3.6 percent of the Danish 
economy and is responsible for 12 per-
cent of its exports. In other words, the 
welfare sector offers great opportuni-
ties for new business.

Yet, creating radical innovation and 
stepping into a new business market 
– such as the welfare area – can seem 
challenging, as it requires companies 
to experience and explore themselves 
with naivety and wonder. They need 
to step out of their daily routines, 
look at their existing situation and 
think what if…?

Many may not associate business de-
velopment with design, but as Thomas 
Dickson says: “The designer is trained 
to imagine something that does not 
yet exist, and visualize it.” 

In addition, design is instrumental in 
creating successful welfare solutions 
that help support and improve the 
framework for both patients and 
staff. This requires deep empathy for 
the users and the tools to uncover 
their emotions and needs, and in the 
words of Professor Andrea Corradini: 
"Design offers great insight into and 
understanding of both psychology, 
physiology, social interaction and 
emotional aspects".

Cultural diversity and collaboration
Through a variety of formats – in-
troducing conferences, workshops 
on design methods, cross discipline 
collaborations etc. – the DesignCamp 
puts the Danish Welfare Model at play.

Integrated across design disciplines 
and across fields of experience – cul-
turally and professionally – students 
from some of the best schools in the 
world have challenged business peo-
ple and vice versa.

Apart from knowledge sharing and 
new experiences and inspiration on 
how we might interfere with the 
challenges of the aging population, 
the result is 16 unique design 
concepts, which are all proposals for 
new business opportunities for 10 
Danish companies.

This publication presents the  
concepts and snapshots from a fan-
tastic experience.

Please enjoy and get inspired! 

By Mette Mikkelsen, 
Prorector and Head of Development, Design School Kolding

INTERNATIONAL DESIGNCAMP2014
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The Campfire Meal

The DesignCamp is internationally recognised 
for successfully establishing a space for com-
panies, experts and design students to come 
together and engage in the creation of new 
concepts. This is our recipe.

design methods for gathering and 
recapitulating knowledge, and meth-
ods for ideation and concept devel-
opment. The international encounter, 
the unique Danish culture and the 
creative setting at Design School 
Kolding constitute the perfect start-
ing point for innovation.  

The design process is kindled by a 
two-day conference and workshop 
after which the professional designers 
start their further training programme 
and design students become im-
mersed in their projects. After 10 days 
of intense work, the results of the 
Camp are ready to be presented. 

And the outcome is multifarious. A 
number of companies begin work-
ing directly with the concepts. New 
business opportunities appear. Design 
methods become integrated in the 
companies. New forms of collabora-
tions emerge. Companies hand-pick 
students to complete assignments or 
internships. New knowledge is shared 
with the rest of the World through ar-
ticles and via students, and the design 
profession evolves. Dinner is served! 

The DesignCamp revolves around a 
current topic that relates to design. It 
brings together international experts, 
experienced designers, companies 
and design and business students 
from the World’s leading universities 
to exchange and develop new knowl-
edge around specific challenges.  

Different ingredients are mixed 
together inside an ideal space for 
creative development where speci- 
fic challenges that face the partner 
companies undergo an intense design 
process facilitated by experienced 
design teachers. The design process 
applies methods for collaboration, 
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DesignCamp

Since 2009, the DesignCamp has evolved into an interna-
tional development platform creating design concepts for 
its partner companies and new knowledge for the design 

profession based on global, societal challenges. 

Workshop
Conference

Project work
Further training

High intensity

The design process

Space for development:
Creative knowledge institution

Experienced design teachers
Danish culture

New thoughts and ideas

Companies and their 
present challenges 

International experts

Professional designers

Design students from the 
World’s top universities

Hot topic

Design conceptsNew knowledge New forms of collaboration

INTERNATIONAL DESIGNCAMP2014
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Camp Design

DESIGNCAMP
The DesignCamp comprises a number of events carefully 
planned and coordinated to generate maximum outcome.

StudentCamp

Camp 
Exhibition

Business
Conference

DesignCourse
for Trained 
Designers

INTERNATIONAL DESIGNCAMP2014
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Ana Paula Scabello Mello, 
Universidade de São Paulo, Brazil

THANK YOU GUYS, 
IT WAS A WONDERFUL 

EXPERIENCE!
INTENSE, EXCITING, 

CREATIVE, ORGANIZED
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Welfare as Good Business explores the  
business of welfare within the context of design. 
As we all know, design is about creating products 
and services that benefit users and improve the 
bottom line of companies. Yet, design is also a 
strategic tool to set the direction for a business. 

Sidestepping 
into the Welfare  
Industry

The market potential for welfare 
technology and service is huge. Com-
panies with no history in the welfare 
industry can tap into the market 
generating innovative solutions, new 
possibilities, and bigger revenues.  
Welfare as Good Business devel-
ops and boosts the possibilities of 
businesses to make the step and 
influence those welfare processes, 
systems, products and services which 
help create ”the good life” for the 
citizens of our society. 

Through user-studies, visualisations 
and constant prototyping, design can 
provide overview and knowledge, es-
tablish possible future scenarios, and 
connect people and professions. All of 
these are essential components when 
a business wants to “sidestep” into a 
new area of business using the same 
competences, services or technolo-
gies which are already used to run the 
company and so successfully combine 
the skills and know-how of one field 
with the needs of another. In this par-
ticular case, that of welfare.

THE  
OPPORTUNITY  

TO MAKE A  
SIDE STEP INTO  
THE WELFARE  
INDUSTRY HAS  
NEVER BEEN  

BETTER 
 

Maria Moni, Welfare Tech Region 

INTERNATIONAL DESIGNCAMP2014
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Conference:

Moving  
into Welfare

The conference also included a series 
of open workshops that allowed the 
participants to test methods and 
tools for understanding and develop-
ing new business.

Keynote speakers were Marianne 
Levinsen from Fremforsk – Centre 
for Future Studies, Troels Bierman 
Mortensen from Welfare Tech and Leif 
Thomsen from RoboTool. 

More than 100 people with a par-
ticular interest in design and welfare 
participated in the open conference 
on 1 October, which presented talks 
by prominent speakers who gave their 
take on how companies can success-
fully enter into the welfare arena by 
using their existing competences, 
services or technologies. The speak-
ers covered themes such as creating 
growth through sidestepping, user 
involvement, implementation, future 
needs and trends.

INTERNATIONAL DESIGNCAMP2014
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Troels Bierman Mortensen 

A great challenge in the future is 
securing better health and care 
for citizens, which was the topic of 
the presentation of Troels Bierman 
Mortensen, CEO at Welfare Tech, one 
of Europe’s leading industry clusters 
within Health and Care. The Danish 
health care system faces significant 
challenges: An increase in the number 
of senior citizens with more complex 

diseases combined with fewer beds 
in the hospitals and less staff to care 
for the patients. According to Troels 
Mortensen, these challenges repre-
sent a substantial business potential 
as both the new super hospitals and 
the municipalities in Denmark will be 
needing new and/or more welfare 
technology to meet them. 

Marianne Levinsen 

In her capacity as a futurist and Head 
of Research at Fremforsk – Centre for 
Future Studies, Marianne Levinsen 
addressed the fact that people are 
becoming older and older and even 
referred to the phenomenon as a ‘sil-
ver tsunami’. The different generations 
of elderly have different needs and as-
pirations that open up for innovation 
and co-creation for companies.  

As a result, new products must be 
innovated for different generations  
of elderly people and different stages 
of being old. 

Leif Thomsen 

As an example of sidestepping, Leif 
Thomsen, CEO of RoboTool A/S, 
which engages in robotic technology, 
enhanced Frigortek Cooling Systems. 
The company is a public-private 
innovation partnership that focuses on 
the development of a bio-bank where 
robots rather than people handle 
blood samples in extremely cold tem-
peratures. RoboTool has put almost 

one million Danish kroner into the 
development project. Another million 
kroner is put into the project, which 
is partnered and housed at Odense 
University Hospital, via a growth fund, 
and more money is on the way. 

INTERNATIONAL DESIGNCAMP2014
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ON THE CONFERENCE DAY, I HEARD SOME 
INTERESTING TALKS THAT MADE ME SEE 

THE POSSIBILITIES OF SIDESTEPPING, AND 
THE WORKSHOPS GAVE ME A REALLY GOOD 

INSIGHT INTO THE METHODS AND TOOLS 
THE DESIGN STUDENTS APPLY –  

AND HOW THE INDUSTRY CAN USE  
THEIR COMPETENCIES. 

 
Aleksandar B. Langelykke,  

Front-End Innovation Manager at KMD

THERE WERE MANY EYE-OPENERS AT  
THE CONFERENCE. SIDESTEPPING IS  

SOMETHING WE WOULD LIKE TO WORK 
WITH, AND WE ARE CONSIDERING  
INCLUDING DESIGNERS IN FUTURE  

PROJECTS – BOTH TO CHALLENGE OUR  
USUAL PROCESS, BUT ALSO TO OPTIMIZE  
IT AND GET A DIFFERENT ANGLE ON IT. 

 
Morten Erikstrup,  

Head of Development at Frøslev Træ

INTERNATIONAL DESIGNCAMP2014
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Projects
Students and companies used design  
thinking and design methods to come up  
with solutions for how to sidestep into  
new business areas. Their solutions  
are presented on the following pages. 
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PARTNER:  
Neets
 
GROUP 1: 
Arianne dos Santos Amores, 
IADE - Creative University

Hans Christian Heide Petersen 
Design School Kolding
 
Ludovica Zengiaro 
Politecnico di Milano

THE COMPANY
Neets is a Danish company and 
known as Scandinavia’s leading 
supplier of AV control systems found 
in schools and boardrooms. For more 
than a decade, Neets has pursued 
a course of customer-driven devel-
opment and innovation, which com-
bines sleek styling and functionality. 
Neets’ goal is to make the control of 
any AV system as uncomplicated and 
foolproof as possible.

CONCEPT AND VALUES 
Neets Eye is a control system, which con-
nects a lamp and application to the home 
screen of the senior user. This object gives 
seniors with eye problems the possibility 
of digitalizing any kind of object with the 
simplicity of technology. The Eye lamp and 
application will be connected to the TV/
projector, amplifying anything in a bigger 
scale and letting the senior control the 
devices that are connected to it. 

The Neets Eye lamp can be considered as a 
substitute for the big and inept devices for 
reading disabilities that are already availa-
ble on the market as it spreads light and at 
the same time functions like a camera.  
 
The lamp:
•  has a simple design and its immediate use 

makes seniors’ home life easier
•  works like a piece of furniture that blends 

easily into the environment of the home 

The Neets Eye application is a simple and 
easy way to help seniors with memory loss 
to stay in contact with their relatives, pro-
viding useful tools in their day-to-day life. 
As most technology is quite complicated 
these days, the application is a combina-
tion of easy to use utilities appropriate for 

seniors. The application reminds seniors of 
their daily activities, medications and helps 
them stay in contact with their relatives. 

THE BUSINESS ASPECT 
With this project, Neets can combine AV 
control systems with a functional appli-
cation and the lamp/camera specifically de-
veloped for seniors with memory loss and 
lack of vision. Neets has the opportunity to 
change the actual business model of a B2B 
company into a new B2C market, focusing 
more on end users and their needs.

OUTCOME
To Tue S. Andersen, CEO and Founder of 
Neets, the processes involved in sidestep-
ping has been particularly inspiring:

“Participating in the DesignCamp and 
working with the design students has 
been highly interesting. One of the things 
we take with us is that it is a good idea to 
look at the low-hanging fruit.” 

      

Neets Eye  
Project: How can the values and technology of Neets  
contribute in improving seniors’ visual experiences?

INTERNATIONAL DESIGNCAMP2014
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ONE OF THE THINGS WE  
TAKE WITH US FROM THE  

CAMP IS THAT IT IS A GOOD  
IDEA TO LOOK AT THE  
LOW-HANGING FRUIT

Tue S. Andersen,  
CEO and Founder of Neets

INTERNATIONAL DESIGNCAMP2014
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CONCEPT AND VALUES
As technology advances, our homes are 
becoming more digitally connected – a chal-
lenge to many seniors. Now, news and big 
life moments that cannot be shared by voice 
alone don’t have to wait until the next visit. 

VideoKol offers a frictionless and user- 
friendly medium for seniors who want to 
connect easily and communicate visually 
with their loved ones. Through a simple 
and ergonomic interface, VideoKol gives 
elderly people access to video calls on their 
television screen in the comfort of their 
own home without the need of a computer. 
VideoKol improves the video call experience 
for elderly people because it:

•  is a simple ergonomic device with only  
one function 

•   requires no computer and simplifies  
complex operating systems 

Each of us prefer different forms of digital 
communication, whether on our laptops 
or through our phones. VideoKol knows 
which channel is the most suitable to reach 
every user registered in its list of contacts. 
Estranged seniors will have confidence and 
peace of mind knowing that video calling is 
two clicks of a button away.

THE BUSINESS ASPECT 
VideoKol delivers the same intuitive expe-
rience as the current control systems Neets 
produces, because the product is built 
on Neets’ technical expertise and caring 
values. Stepping into welfare is an oppor-
tunity for Neets to make its first move into 
the smart home − an environment that will 
see a rise in technology in the near future. 
Neets has an option to distinguish itself by 
answering this need through emotionally 
driven design that benefits the user.

OUTCOME 
The students did an amazing job at Design-
Camp2014, Tue S. Andersen, CEO and 
Founder of Neets, thinks:

“The project was extremely well-prepared, 
and the presentation was fantastic. I'm 
really impressed how much the students 
were able to accomplish in a week”, he says 
and adds that participating in the camp has  
inspired him to work with sidestepping and 
new, interesting angles on technology.  

VideoKol
Project: How might we accommodate for  
emotional needs in elderly people's homes?

PARTNER:  
Neets
 
GROUP 2: 
Baptiste Bachellerie, 
University of Technology Sydney

Sara Brandt Kronborg, 
Design School Kolding

Thomas Ward, 
Kingston University London

THE COMPANY
Neets is a Danish company and 
known as Scandinavia’s leading 
supplier of AV control systems found 
in schools and boardrooms. For more 
than a decade, Neets has pursued 
a course of customer-driven devel-
opment and innovation, which com-
bines sleek styling and functionality. 
Neets’ goal is to make the control of 
any AV system as uncomplicated and 
foolproof as possible.

INTERNATIONAL DESIGNCAMP2014
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THE PROJECT WAS EXTREMELY 
WELL-PREPARED, AND THE  

PRESENTATION WAS FANTASTIC.  
I'M REALLY IMPRESSED HOW MUCH 

THE STUDENTS WERE ABLE TO  
ACCOMPLISH IN A WEEK 

Tue S. Andersen,  
CEO and Founder of Neets

Possiblity to buy a home installation package, 
including an installation by a skilled technician and 

a demonstration of the features of the device.

EcHo (an existing controller) which Neets installs 
in board rooms. Just like EcHo, VideoKol triggers 

actions on several devices and softwares.

VideoKol is sold as a ready-to-install kit including 
three elements: the dock, the handheld piece and  

a wireless dongle.

INTERNATIONAL DESIGNCAMP2014
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CONCEPT AND VALUE
Storytelling focuses on two already ex-
isting values of Mungo Park Kolding: Will 
to include the audience and interest in 
local stories. Via workshops, the project 
brings the elderly closer to the theatre 
and establishes a relationship between the 
two. Furthermore, the theatre can collect 
knowledge and personal stories from the 
elderly and use them as an idea bank or 
research for new plays. 

One of Mungo Park Kolding’s biggest chal-
lenges concerning the elderly is to get them 
to visit the theatre for the first time. By 
inviting them to co-create the play and thus 
be a part of it, they get an extra incentive to 
go to Mungo Park Kolding, and at the same 
time the theatre will benefit from authentic 
stories. After the workshop and before the 
play, the elderly are invited to visit the the-
atre in order to make them familiar with the 
theatre and its facilities.  
 
The aim of the project is to:
•  make the elderly more interested in  

going to the theatre
•  create a comfortable situation for the 

elderly by establishing a relationship  
between them and the theatre  

THE BUSINESS ASPECT 
When creating plays, Mungo Park Kolding 
is already using different kinds of experts. 
Who could be better experts in the local 
stories than the elderly people living in the 
city? For Mungo Park Kolding, this project 
results in two new segments; mainly the 
one of the elderly aged 65+ and secondar-
ily the segment of the volunteers who help 
facilitate the workshops.

THE OUTCOME  
The possibility of gathering authentic 
stories fits into Mungo Park Kolding’s 
picture of having a close relationship with 
the audience:
 
“The idea about collecting stories among 
the citizens of Kolding is definitely a way 
for us to go, as we already do it to a limited 
degree,” says Anne Splittorf, Head of PR 
and Marketing and continues:

“The students have incorporated our values 
and expressions, which makes it a concept 
we can relate to. They have made careful 
considerations about both the concept 
and the implementation of it. We might go 
ahead and realise at least parts of it.” 

PARTNER:  
Mungo Park Kolding
 
GROUP 3: 
Kenza El Hana 
Case Western Reserve University

Nanna Mølsted Asmussen
Design School Kolding

Teresa De Carvalho F. M. Dos Reis 
IADE – Creative University

THE COMPANY
Mungo Park Kolding is a repertoire 
and ensemble theatre that annually 
produces 2-3 new plays. The theatre 
rests on four pillars; relevance, local 
stories, new plays and dialogue as 
they wish to include the audience as 
much as possible. For Mungo Park 
Kolding it is not about making art for 
the sake of art, but making art for 
the people. 

Storytelling
Project: How might we invite the elderly to  
co-create with Mungo Park Kolding?

INTERNATIONAL DESIGNCAMP2014

Page 22

Welfare as Good Business



THE STUDENTS HAVE  
INCORPORATED OUR VALUES 

AND EXPRESSIONS, WHICH 
MAKES IT A CONCEPT WE CAN 
RELATE TO. THEY HAVE MADE 
CAREFUL CONSIDERATIONS 
ABOUT BOTH THE CONCEPT  
AND THE IMPLEMENTATION 
OF IT. WE MIGHT GO AHEAD  

AND REALISE AT LEAST  
PARTS OF IT

Anne Splittorf,  
Head of PR and Marketing at Mungo Park Kolding

Memory of the elderly will be triggered by the use 
of senses in a workshop, which is facilitated by 

volunteers, who are interested in writing, drama or 
local history.

CREATE

The elderly will become familiar with Mungo Park 
Kolding by learning about the history of Mungo 

Park, meeting the actors and touring the theatre.

EXPLORE

The writer can use the stories from the  
workshop either as direct inspiration for play,  

or as history research.

ENJOY

INTERNATIONAL DESIGNCAMP2014
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CONCEPT AND VALUE
The purpose of the project is to create a 
partnership and relationship between Mun-
go Park Kolding and the local elderly. The 
theatre opens its doors to the elderly and 
invites them to share their stories, which 
should be recorded and serve as a source 
of inspiration for the theatre play writers. 
The local stories could be shared with the 
community through theatre plays or an 
online archive.

The elderly are a growing segment in society 
and need to be considered when we are 
designing for welfare. Many elderly live alone 
and do not get much social interaction.  
 
The project will: 
•  contribute to social engagement that  

can build healthy relationships within  
the community

•  expand Mungo Park Kolding's audience

Co-creation Through Storytelling makes 
good use of the potentials of the elder-
ly, engages them in a social context, and 
makes them feel like an active part of the 
society. Mungo Park also has the possibility 
of increasing their target group by encour-
aging the elderly to go to the theatre. 

THE BUSINESS ASPECT 
Mungo Park Kolding will enrich its so-
cial engagement within the community 
by involving the elderly, as well as serve 
the community with a new platform for 
self-recognition and cultural identity. The 
social aspect of the project is that the 
theatre is both interested in political issues 
and in creating new authentic resources for 
their own plays.

THE OUTCOME 
With the project, Mungo Park Kolding has 
learned about strengths and weaknesses 
concerning the possibilities and challenges 
that are associated with the elderly, as the 
theatre normally doesn’t focus the attention 
exclusively on seniors as a target group.

“It has been rewarding for us to work with 
the students who have completed the task 
with great commitment. Their enthusiasm 
has been infectious and a stimulating con-
tribution,” says Anne Splittorf, Head of PR 
and Marketing.

Mungo Park Kolding considers scaling 
down the concept a bit and using it in  
connection with future productions.

Co-creation Through Storytelling
Project: How might we expand Mungo Park  
Kolding’s values by engaging with the elderly?

PARTNER:  
Mungo Park Kolding
 
GROUP 4: 
Alexsandro Da Silva 
Design School Kolding
 
Anna Høy Mikkelsen 
Design School Kolding

Caitlin Sloane 
Greenside Design Center

Pachara Kangchirdsri
Pratt Institute

THE COMPANY
Mungo Park Kolding is a repertoire 
and ensemble theatre that annually 
produces 2-3 new plays. The theatre 
is resting on four legs; relevance, 
local stories, new plays and dialogue 
as they wish to include the audience 
as much as possible. For Mungo Park 
Kolding it is not about making art for 
the sake of art, but making art for 
the people. 

INTERNATIONAL DESIGNCAMP2014
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IT HAS BEEN REWARDING FOR  
US TO WORK WITH THE STUDENTS 
WHO HAVE COMPLETED THE TASK 

WITH GREAT COMMITMENT.  
THEIR ENTHUSIASM HAS BEEN  

INFECTIOUS AND A STIMULATING 
CONTRIBUTION

 
Anne Splittorf,  

Head of PR and Marketing at Mungo Park Kolding

INTERNATIONAL DESIGNCAMP2014
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CONCEPT AND VALUES
When one part of an elderly couple is ill, 
the spouse usually becomes the primary 
caretaker in the home, and the main focus 
of the care is often on the person who 
is sick. Scandicare helps contribute to a 
change in attitude towards the neglected 
partner and hopes to provide a level of 
emotional stability to the union of couples. 

Via a series of activities and weekend 
workshops, different phases of emotional 
healing are presented focusing on the  
individual, the partnership and their bond. 
The process includes the following stages:

• defining the emotions  
•  confronting them and letting go 
• dealing with the emotions 
•  appreciating what they offer to  

each other

The result is better understanding and tools 
to make a better and more comfortable 
everyday life at home. 

THE BUSINESS ASPECT 
With Scandicare, Scandic Kolding will enter 
a new business area, which originates from 
one of the core values of Scandic Kolding: 
service. Through their large facilities and 
comfortable environment, Scandicare will 
provide and contribute to personal devel-
opment activities for couples and partners, 
and it will enhance the value of service, 
as it provides a new human-centered 
approach to the elderly. By offering the 
concept, Scandic Hotels will enter the next 
level of service and individual care.

THE OUTCOME
Hotel Scandic Kolding had two groups pre-
senting their products. According to Maria 
Forsberg, Front Office Manager at the 
hotel, it has been a rewarding experience to 
participate in DesignCamp2014:

“It’s been amazing working with the de-
sign students and lovely that they are such 
go-getters. Prior to our first meeting, they 
had already done research on our compa-
ny and had some qualified questions ready 
for me,” she says and explains that she 
stayed in close contact with the students 
during the process, and the students even 
stopped by to have a look at the hotel.

Scandicare
Project: How might we support the spouse of a  
seriously ill person by focusing on the couple?

PARTNER:  
Hotel Scandic Kolding
 
GROUP 5: 
Bettina Christophersen Mikkelsen
Design School Kolding

Dylan Mighell
University of Technology Sydney

Janni Svane Madsen
Design School Kolding

Kirstine Gjerstad Mackeprang
Design School Kolding

THE COMPANY
Scandic is the leading Nordic hotel 
chain with 230 hotels, and it distin-
guishes itself as this region’s most 
sustainable hotel chain focusing on 
the environment, social responsibility 
and accessibility. Scandic Kolding 
serves a large target group from 
business people holding conferences, 
to the family having a weekend stay.
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Awareness

Welcome!

Table Trivia

Design your
own Meal

Friday Saturday Sunday

Seminar
& Meditation

Physical
Therapy

Reflexology

Art Therapy

Sauna Talk

Circle Talk

The Calming
E ect

Yoga

Stretching
Exercise

Balloons Away

Time Away

Romantic
Dinner

Pet Therapy

Crafts Creation

Where to go?

Visualisation

Strength Training

Laughing Therapy

Letter Close

Final Dinner 
and Goodbye

Avoidance Confrontation Staying with
your Emotions

Clarity
& Action

Epiphany
& Gratitude

IT’S BEEN AMAZING 
WORKING WITH THE 

DESIGN STUDENTS AND 
LOVELY THAT THEY ARE 

SUCH GO-GETTERS. PRIOR 
TO OUR FIRST MEETING, 

THEY HAD ALREADY DONE  
 RESEARCH ON OUR  

COMPANY AND HAD SOME 
QUALIFIED QUESTIONS 

READY FOR ME
 

Maria Forsberg,  
Front Office Manager at Hotel Scandic Kolding
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Scandic Old Friends
Project: How might we enable Scandic Kolding to provide a service 
to support existing Scandic Friends transitioning into retirement?

CONCEPT AND VALUE
The project Scandic Old Friends picks up 
where the mobile app Scandic Friends, 
which allows business travellers to book 
hotel rooms and provides opportunities 
for networking, left off. With this project, 
the ‘friend’ after years of being a loyal  
customer will be invited to become a 
Scandic Old Friend. 

Transitioning from one app to another, the 
Scandic Old Friends will enjoy the additional 
benefits and service of tailor made holiday 
experiences; catering for their needs and 
desires during their early retirement years. 
Scandic Old Friends recognizes the impor-
tance of travel for many retirees, and the 
sense of wellbeing this can bring. Through 
the option of accumulating and saving 
Scandic Friends points for retirement, Scan-
dic Old Friends will provide support with the 
expense of travel once retired. The aim of 
the Scandic Old Friends app is to provide a 
natural transition for loyal Scandic Friends 
customers who value the personal service 
and consistency that they have experienced 
during their years as a business traveller. 

THE BUSINESS ASPECT
Scandic Old Friends will enable Scandic to 
maintain and develop a relationship with the 

important customer segment of business 
travellers, retaining their customers into 
the retirement years by addressing a new 
need of leisure travel provided by a brand 
that is familiar and trusted. Retirees that 
have spent their business lives staying at 
Scandic hotels will now have peace of mind 
that their new travel adventures will be at 
the same level. Scandic Old Friends has the 
potential to develop with the first genera-
tion to use it, and it will provide a platform 
for effective and regular communication 
with a growing customer market.

THE OUTCOME 
Maria Forsberg, Front Office Manager at 
Hotel Scandic Kolding, was pleased to take 
part in DesignCamp2014 and found the 
commitment of the students motivating:

“I was impressed by the work of the stu-
dents considering the short time available. 
Especially their film and workshop. A very 
nice end product.”

Scandic Kolding is planning on sending 
the project suggestion from Scandic Old 
Friends to the head office of the hotel chain 
together with a description of the process, 
problem formulation and the final result.

PARTNER:  
Hotel Scandic Kolding
 
GROUP 6: 
Helena Tvermose
Design School Kolding

Jessica Ball
London College of Fashion

Leopoldo Augusto Leal
Universidade de São Paulo

THE COMPANY
Scandic is the leading Nordic hotel 
chain with 230 hotels, and it distin-
guishes itself as this region’s most 
sustainable hotel chain focusing on 
the environment, social responsibility 
and accessibility. Scandic Kolding is 
situated 6 km from the city center 
and mainly caters to different kinds 
of business customers.
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I WAS IMPRESSED BY THE WORK OF THE 
STUDENTS CONSIDERING THE SHORT TIME 
AVAILABLE. ESPECIALLY THEIR FILM AND 
WORKSHOP. A VERY NICE END PRODUCT 

 
Maria Forsberg,  

Front Office Manager at Hotel Scandic Kolding

INTERNATIONAL DESIGNCAMP2014

Page 29

Welfare as Good Business



CONCEPT AND VALUE
Being outdoors improves one's well-being 
and has a number of mental and physical 
benefits. However, as the body ages, it gets 
harder to face harsh winter climates, and 
long walks can be tiring. 

Groasis is a semi-enclosed outdoor space 
that encourages residents of nursing 
homes to go outside explore and take 
part in social activities. The structure 
blocks harsh winds, while various heated 
structures and furniture allow people to 
relax comfortably regardless of the tem-
perature. The space is designed to offer 
the elderly a place where they can have 
a breath of fresh air without facing any 
physical exertion or discomfort during the 
winter months. 

Groasis also features a hanging garden, 
a “beach” area with warm water, and a 
suspended gathering table that rises to 
the ceiling allowing group classes such as 
yoga. A series of handrails helps prevent 
fall accidents, a big health issue, and makes 
it easier to move around the area, which is 
wheelchair accessible. At the same time, 
the sensor-based heating system, which is 
energy efficient, guarantees comfort in an 
atmosphere that is welcoming and relaxing. 
The garden is made of modular microen-

vironments allowing each nursing home to 
scale the garden to it's needs.

THE BUSINESS ASPECT 
Pettinaroli is currently advancing the 
methods for individualized climate control. 
Heating individual pieces of furniture 
would thus be a logical next step for 
the company. The garden leverages the 
existing means of heating, and the sensor 
system helps bring climate control to the 
future. With Groasis, Pettinaroli has the 
possibility to enter the rapidly growing 
market of seniors.

THE OUTCOME 
DesignCamp2014 gave Kim Pedersen, 
Managing Director at Pettinaroli, an insight 
into the students' ability to solve tasks on 
a very concrete level. 

”They had really studied the target group’s 
needs and the technology we work with 
at Pettinaroli. Really nice work and a high 
level of ambition.” 

According to Kim Pedersen, Pettinaroli 
might very well realize Groasis in the future, 
when the company has found larger manu-
facturers to work with. 

Groasis
Project: How might we bring the comfort of  
climate-controlled indoor spaces outside?

PARTNER:  
Pettinaroli
 
GROUP 7: 
Bo Frøsig
Design School Kolding

Jessica Weeden
Carnegie Mellon University 

Ana Paula Mello Scarbello
Universidade de São Paulo

Margherita Dell’Era
Design School Kolding

THE COMPANY
Pettinaroli is a supplier of high quality 
components and complete system 
solutions to the Danish plumbing 
industry and a large number of 
European customers. Besides brass 
components and under floor heating 
systems, the company delivers a wide 
range of renewable energy solutions.
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FRESH AIR PHYSICAL ACTIVITYSOCIAL ACTIVITY

THEY HAD REALLY STUDIED  
THE TARGET GROUP’S NEEDS 
AND THE TECHNOLOGY WE 

WORK WITH AT PETTINAROLI. 
REALLY NICE WORK AND A HIGH 

LEVEL OF AMBITION 
 

Kim Pedersen,  
Managing Director at Pettinaroli
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CONCEPT AND VALUE
From 1996 to 2008, 80 patients died as a re-
sult of inappropriate medication, according 
to the Danish Patient Insurance Association.

Lene is a user-friendly medication manage-
ment system designed for nursing homes 
that combines NFC technology in smart-
phones or tablets with NFC stickers using 
an innovative visual language. Simple and 
recognizable shapes and a colour code sys-
tem make medical staff able to administer 
medication properly. 

This simple solution reverses the paradigm 
of current medication management. It 
aims to help keep track of the medication 
regime, and to manage the overall wellbe-
ing and treatment of the elderly. With this 
solution, the nursing homes have access 
to the resident’s profile, treatment regime, 
schedules and dietary restrictions, etc. 
Lene includes features such as:

• resident database
•  medication library (connected to  

major medical databases)
• visual language to prevent errors
• medication schedule and dosing

• customizable reminders
• internal network note sharing
• refill aid (step-by-step visual guide)
• constant doctor update
•  error prevention with NFC technology

THE BUSINESS ASPECT 
Pay4it holds the necessary infrastructure, 
IT service and technology to implement 
the Lene solution, which addresses an 
unexplored sector in medical care. The 
company is already able to comply with 
and implement technological solutions 
based on a business-to-business model, 
and it applies existing NFC technology in 
multiple areas. 

THE OUTCOME 
René Lundbæk, Owner of Pay4it, says that 
this has opened his eyes to what design 
can be used for: 

”We have gained a lot from seeing how 
talented the students are at sketching their 
thoughts in a vivid way and communicating 
the message visually,” he says and adds 
that he was surprised to see how technical-
ly adept the students are and how well they 
use the technology in their concepts. 

Lene
Project: How might we use data collection and  
NFC technology to improve the existing medication  
management system used in nursing homes? 

PARTNER:  
Pay4it
 
GROUP 8: 
Mariana Arrioja Gonzalez 
Pratt Institute

Noémie Thomas
Design School Kolding

Nynne Nadja Boje Sander
Design School Kolding

THE COMPANY
Pay4it is a mobile payment solution 
company that uses both hardware 
and software technologies. A core 
of their business lies in text payment 
at automated payment machines. 
Among the products are payment 
services for tanning studios, public 
toilets, and city bike systems.
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WE HAVE GAINED A LOT FROM SEEING HOW TALENTED THE  
STUDENTS ARE AT SKETCHING THEIR THOUGHTS IN A VIVID WAY 

AND COMMUNICATING THE MESSAGE VISUALLY

René Lundbæk,  
Owner of Pay4it
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CONCEPT AND VALUE
One of the issues that the elderly experi-
ence with mental deterioration is difficul-
ties remembering their meals. Levlet wishes 
to empower the elderly to be able to fend 
for themselves. In addition to the clock, 
the watch incorporates biometric sensors 
and is designed to monitor food and water 
consumption of the seniors throughout the 
day. The information is displayed on two 
easy to read meters, which will help the 
user realize the intake and adjust accord-
ingly to reinsure a proper level of nutrition 
essential to keep up the human body.

It is recommended that an average person 
drinks 1-1.5 liters of water a day, but each 
human body is different and has different 
needs. Levlet is customized to the indi-
vidual user and keeps track of how many 
meals they consume during the day. The 
senior will learn how to regulate the food 
and water consumption, so there will e.g. 
be no risk of either over- or under eating. 
If a person forgets whether he/she has 
consumed a meal, he/she can simply look 
at our Levlet and immediately know what 
to do. The concept offers:

•  a customized watch that reinsures a prop-
er level of nutrition throughout the day

•  a web application linked to a personal ac-
count which allows families and caregiv-
ers in general to be constantly informed 
about their beloved ones. The application 
includes a database from which data can 
be retrieved at any time. 

THE BUSINESS ASPECT 
The Levlet is built upon wireless interface 
technology, which is something that Pay4it 
has a strong expertise in. The project 
moves into the market of homecare and 
health, which proposes great business op-
portunities. Apart from the commercial use, 
the project is a great implementation for 
nursing homes and care centers as it allows 
them to actively monitor all their residents. 

THE OUTCOME 
Participating in DesignCamp2014 has 
opened Pay4it’s eyes to what designers can 
do and what design can be used for, says 
René Lundbæk, Owner of Pay4it.

”We are programmers and design is not our 
strength. Therefore we often have diffi-
culties visualizing things, but the students 
managed to present their projects in a way 
everyone could follow”, he explains and 
adds that Pay4it are considering hiring a de-
signer when the company becomes bigger.

Levlet Smart Health Monitor
Project: How might we use existing technology to empower 
the elderly to feel comfortable about their own safety?

PARTNER:  
Pay4it
 
GROUP 9: 
Edwin Lo
Case Western Reserve University

Elena Marengori
Politecnico di Milano

Gry Holst Jensen
Design School Kolding

THE COMPANY
Pay4it is a mobile payment solution 
company that uses both hardware 
and software technologies. A core 
of their business lies in text payment 
at automated payment machines. 
Among the products are payment 
services for tanning studios, public 
toilets, and city bike systems.
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WE ARE PROGRAMMERS AND DESIGN IS NOT OUR 
STRENGTH. THEREFORE WE OFTEN HAVE  

DIFFICULTIES VISUALIZING THINGS, BUT THE STUDENTS 
MANAGED TO PRESENT THEIR PROJECTS IN A WAY 

EVERYONE COULD FOLLOW

René Lundbæk,  
Owner of Pay4it

SENSORS

Biometric sensors can read biological 
information and collect information from 

the wrist.

WIRELESS INTERFACING

The watch communicates with the server 
through the Internet and brings data into 

the account.

PAYMENTS

Daycare centres charge occasional fees 
for specific services. The watch could be 

adapted for payments too.

FamilyDoctor/nurse

Levlet - Watch 
bio-metric features
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CONCEPT AND VALUE
80% of all health care costs in Denmark are 
spent on elderly with chronic diseases. Thus, 
most attention is paid to the chronically ill 
and not to the primary caregiver, who is in 
constant contact with the sick person. In 
consequence, caregivers are more likely to 
suffer from depression, lowered immune 
system functionality, slower wound healing, 
and high blood pressure - symptoms that 
will contribute to premature death. 

If the caregiver is not well, the patient 
most likely won’t be well either. The project 
found that emotional support to the care- 
givers is important for both the physical 
and mental well-being. Helping Hand will 
facilitate creating connection with others 
who have the same experiences. In that 
way, the users will be able to get the infor-
mation, resources, and support they need. 

With Helping Hand, the caregivers can 
find peers within the local area to provide 
them with the support they may not find 
elsewhere. The service functions with 
smartphones and talk and text cell phones, 
and is different from a support group, as 
it is an informal, casual, and easy way to 
meet and connect. Technologically, it is 
accessible to even the elderly who are not 
proficient with digital technology.

THE BUSINES ASPECT
Helping Hand expands KMD’s customer 
base by including caregivers of those with 
chronic illnesses. In the future, the solution 
could be scaled to facilitate multiplicity, 
such as providing a network of relatives or 
allowing group interactions, not just indi-
vidual interactions and connections. Going 
further, Helping Hand could even begin 
to include a vast variety of stakeholders, 
including doctors, psychologists, and other 
healthcare professionals. 

OUTCOME
KMD has chosen to go further with Help-
ing Hand and make a prototype of the 
project, so the company can see how the 
market will react.

“The project meets a unique demand 
and is ready to be tested without major 
changes. We see a great potential in this,” 
says Aleksandar B. Langelykke, Front-End 
Innovation Manager.

Following the DesignCamp, design student 
at Design School Kolding, Julie Andersen 
Feldthaus, has visited KMD to work out a 
plan for testing the maturity and demands 
of the market. 

Helping Hand
Project: How might we improve the quality of life for the 
primary caregivers of patients with chronic diseases?

PARTNER:  
KMD
 
GROUP 10: 
Anu Malin Nokua
Aalto University

Hsin-Jou Cheryl Li
Emily Carr University

Julie Andersen Feldthaus
Design School Kolding

THE COMPANY
KMD is one of Denmark’s largest 
IT and software companies. The 
majority of KMD’s business derives 
from software development, and 
the company develops and delivers 
IT solutions for local governments, 
central government and private mar-
kets taking pride in the security and 
reliability of their products. 
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THE PROJECT MEETS  
A UNIQUE DEMAND AND IS 

READY TO BE TESTED  
WITHOUT MAJOR  

CHANGES. WE SEE  
A GREAT POTENTIAL  

IN THIS

Aleksandar B. Langelykke,  
Front-End Innovation Manager at KMD

The app will suggest you volunteers near your living area. The volunteers 
are part of the Helping Hand Community and are willing to answer your 
questions, talk with you and give the resources you need.

Through the Helping Hand you can find friends to talk to and 
contact the way you want: phone, text, or meeting in person.
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CONCEPT AND VALUE
Due to the aging population in Denmark, 
promoting empathy in social care for the 
elderly has become a topic of interest. 
By providing social connections between 
younger and elder generations via an easily 
accessible platform, we can increase the 
welfare of both groups – as studies have 
shown that both younger and older gener-
ations enjoy storytelling and sharing what 
they are passionate about. 

With KMD Vi, seniors get an online profile 
where they can write about their interests, 
competences and which qualities they 
would like to pass along to young people. 
In that way, the elderly will gain self-worth 
and feel purposeful. The young people, on 
the other hand, can look through the pro-
files and see who are e.g. good at playing 
the piano. In the end, it creates a win-win 
situation where the youths have the oppor-
tunity to learn from experienced seniors 
in an interactive way, and the elderly can 
reintegrate themselves into society and 
learn from the tech-savvy youth. 

The project was named KMD Vi with inspi-
ration from the intention of the project of 
creating a “we” between the young and the 
elderly and from the word “we” in Danish. 
The target group is retired seniors in search 

of companionship, and students and young 
professionals that search for mentors. The 
user friendly and simplified computer plat-
form KMD Vi welcomes everyone including 
people with mobility issues. 

THE BUSINES ASPECT
KMD is committed to contributing to social, 
economic and environmental sustainability, 
and one of the company’s focus areas is 
digital welfare. The project KMD Vi pro-
vides two demographic significant groups 
– the youth and the elderly – with the latest 
knowledge-sharing software, that will cre-
ate a society which is richer, safer and more 
sustainable, but also interacts more.

OUTCOME
KMD was presented with two projects that, 
according to Aleksandar B. Langelykke, 
Front-End Innovation Manager, were incredi-
bly well-prepared, thorough and relevant:

”Both projects had a high professional 
quality based on good research and an 
insight into the users’ needs. The concepts 
were thought through and holistic, and the 
presentation was very well-rounded,” he 
says, adding that KMD both got a phys-
ical product, a digital application, visual 
support and an explanatory text out of 
participating in DesignCamp2014.

KMD Vi
Project: How might we connect  
the youth & the elderly?

PARTNER:  
KMD
 
GROUP 11: 
Hongye Amy Li
OCAD University

Michaela Hahn
Pforzheim University

Nanna Maria Ingemann Mortensen
Design School Kolding

Sebastian Askari Schmidt
Design School Kolding

THE COMPANY
KMD is one of Denmark’s largest 
IT and software companies. The 
majority of KMD’s business derives 
from software development, and the 
company develops and delivers IT 
solutions for local governments, cen-
tral government and private markets.
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BOTH PROJECTS HAD A  
HIGH PROFESSIONAL  

QUALITY BASED ON GOOD 
RESEARCH AND AN INSIGHT 

INTO THE USERS’ NEEDS.  

THE CONCEPTS WERE 
THOUGHT THROUGH AND  

HOLISTIC, AND THE  
PRESENTATION WAS VERY 

WELL-ROUNDED

Aleksandar B. Langelykke, 
Front-End Innovation Manager at KMD

Multiple dialogue mode (e.g. video com-
munication, live chat, offline message)

Intelligence matching creates  
more relations

Complementary relation allows  
two-way inspiration
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CONCEPT AND VALUE
Home care professionals spend a lot of 
their time going from home to home to aid 
the elderly. In this process, a considerable 
amount of time is lost e.g. trying to find ob-
jects around the house and getting updates 
about the elderly from other professionals. 

The Home Help Helper is an application 
based on Schneider Electric’s accurate 
monitoring and tracking system technology 
and is inspired by the concept of Internet 
of Things, where you connect physical ob-
jects to the Internet. The app is easy to use 
and is much more intuitive compared to the 
current redundant information system of 
the home care professionals.  
 
The app:
•  centralizes relevant information about the 

elderly citizens for effective distribution 
•  connets physical objects via Bluetooth- 

enabled stickers that can make a sound. 
Within the app you can navigate for easy 
location in the house.

•  creates a system that helps home care 
professionals with easy re-stocking of 
food and items of daily use for the  
elderly citizens

On the basis of this information, the project 
provides home helpers with the possibility 
of working more efficiently with the elderly 
citizens and adding some quality time.

THE BUSINESS ASPECT
The project extended Schneider Electric’s 
idea of tracking and monitoring servers and 
their conditions to also include the everyday 
lives of the elderly. The Home Help Helper 
allows the company to sidestep into the 
home care market for the elderly and the 
home and lifestyle market, which helps peo-
ple easily track objects they tend to lose.

OUTCOME
The students’ approach to the task and the 
energy that was put into it was very inspir-
ing for Søren Bruncke Mikkelsen, Technical 
Community Manager at Schneider Electric. 
He emphasizes that it was especially inter-
esting to see how the students as outsiders 
could use the company’s experiences and 
adapt them to a new segment.

“Personally, I think it is a great idea, and 
it is well spotted that you can use a small 
part of our product and adapt it to the 
home care industry. The solution was very 
nicely presented as a prototype,” he says 
and adds that the company would like to 
participate in the DesignCamp again.

The Home Help Helper 
Project: How might we increase efficiency and  
stability of the home care services by using  
monitoring and tracking? 

PARTNER:  
Schneider Electric
 
GROUP 12: 
Hannah Gower
London College of Fashion

Kasper Lundsfryd Pedersen
Design School Kolding

Dao Quang Phoung
Aalto University

Suren Makkar, 
Srishti School of Art, 
Design and Technology

THE COMPANY
Schneider Electric is a global 
specialist in energy optimization 
and management. The company is 
orienteded towards helping people 
and organizations make the most of 
their energy. One of their focus areas 
is Data Centre Infrastructure Manage-
ment around server farms and data 
centres for corporations with big 
data management needs.
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PERSONALLY, I THINK IT IS A GREAT IDEA, AND IT 
IS WELL SPOTTED THAT YOU CAN USE A SMALL 
PART OF OUR PRODUCT AND ADAPT IT TO THE 

HOME CARE INDUSTRY. THE SOLUTION WAS VERY 
NICELY PRESENTED AS A PROTOTYPE

 
Søren Bruncke Mikkelsen,  

Technical Community Manager at Schneider Electric
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CONCEPT AND VALUE
The modular outdoor furniture system Re-
Play is designed to encourage interaction 
between the elderly and children by facili-
tating safe and easy spaces for play. It is a 
multi-functional, dynamic and playful tool 
that invites young and old to participate.  
 
Re-Play:
•  can be installed as an independent struc-

ture and requires no additional resources 
or running costs from the parties involved 

•  is made of non-toxic, ethical wood from 
the leading Danish wood supplier Frøslev 
Træ, and it is expertly seasoned for out-
door wear and long-term use 

•  is available in multiple configurations  
and finishes

The project’s research interviews with el-
derly people and people working with them 
showed that something as simple as watch-
ing children play and being close to them 
will make the elderly “light up” and that the 
experience will stay with them for days. 

Re-Play wishes to nurture the special attach-
ment of children and the elderly, and create 
a space that encourages the connection. 
The hope is that early childhood interaction 
with seniors will have lasting effects on 
future generations of youngsters improving 
their perceptions of the value of them. 

THE BUSINESS ASPECT
Frøslev Træ finds that the modular struc-
tures of Re-Play compliment their current 
product offerings and will make the com-
pany pioneers in the market of playgrounds 
built especially to include the elderly. Re-
Play can be expanded to include modules 
for public parks and spaces with easy 
scalability. The “play-benches” provide an 
ideal showcase for Frøslev Træ’s extensive 
range of products through a flexibility of 
form and function.

OUTCOME
Frøslev Træ has gained a lot from participat-
ing in DesignCamp2014. Head of Devel-
opment, Morten Erikstrup, has specifically 
received input on how to work with product 
development, and feels that the company 
was met with students who were curious 
and wanted to understand the company’s 
DNA. This shows in the final product:

”In relation to the concept, the students 
have made a product that seems possible 
to realize, and this is important for the fur-
ther process,” he says, and explains that the 
company is considering including designers 
in their future projects and working with 
sidestepping as a focus area.

Re-Play Modular System
Project: How might we create a space that  
encourages children and the elderly to connect? 

PARTNER:  
Frøslev Træ
 
GROUP 13: 
Louise Pernille Johannesen
Design School Kolding

Mrinali Arun Kamath
Sristhi School of Art, Design  
and Technology 

Rasmus Torp Bøgel 
Design School Kolding

Sasha Abram
University of Technology Sydney

THE COMPANY
Frøslev Træ is both a trading and a 
production company specializing in 
processed softwood made for exte-
rior use. Products include softwood 
for construction, preservative treated 
timber, processed/planed timber, 
garden fence products, logs, related 
products mainly for construction, 
gardening and hardwood.
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IN RELATION TO THE CONCEPT, 
THE STUDENTS HAVE MADE  

A PRODUCT THAT SEEMS  
POSSIBLE TO REALIZE, AND  
THIS IS IMPORTANT FOR THE 

FURTHER PROCESS
 

Morten Erikstrup, 
Head of Development at Frøslev Træ
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CONCEPT AND VALUE
Today’s shopping is a very stressful and fast 
paced process and not very ‘senior friendly’. 
Accompanied Shopping hopes to provide 
a design solution to equip stores for the 
accommodation of seniors. Once the stores 
are equipped, seniors will remain physically, 
mentally and socially active for longer. 

The project provides a safe and social 
environment for the frail seniors to acquire 
their basic necessities through the act of 
accompanied shopping. It consists of a 
mobile application combined with a  
smart accessory:

•  A mobile application with a profile of the 
senior that e.g. shows personal informa-
tion, frequent items, membership level, 
and a conversation starter for the assis-
tant. The relatives of the senior, the helper 
and the assistant have access to the app 
providing a caring environment physically 
for the seniors and virtually through the 
mobile application

•  Furthermore, a chipped accessory will 
be applied to the seniors discreetly 
and seamlessly. It could for example be 
attached to keys, a wallet or a necklace. 
The accessory could be customized, by 
adding a small object or a picture to it 

Accompanied Shopping aims to build the 
self-esteem of senior by giving them the 
independence of shopping on their own, 

while respecting them as older members of 
society. The project changes the fast paced, 
high tech shopping experience into a more 
traditional one, full of empathy, tactility, a 
sense of belonging and caters for the indi-
vidual needs of the senior shopper. 

THE BUSINESS ASPECT
&hype provides loyalty programs for 
retailers in form of mobile applications. 
Accompanied Shopping will be a collabora-
tion of &hype’s skills of collecting data and 
creating profiles, the store’s services and 
the relatives’ wish to help the senior. The 
result is a unique shopping experience for 
the senior without being directly involved 
in the new technology. 

OUTCOME
Accompanied Shopping is such a well-
made product that, according to Mikkel 
Overgaard who is Partner at &hype, makes 
it possible for the company to sidestep into 
the welfare area:

”We have received a finished game plan 
with only a few unknown factors. Impres-
sive work in just a few days” he says.

He adds that &hype will definitely  
continue working on the product if the 
company can find the resources as well as 
the manufacturers.

Accompanied Shopping 
Project: How might we create a shopping experience 
for the seniors, so that they feel more secure and  
involved in the process?  

PARTNER:  
&hype
 
GROUP 14: 
Edit Emese Vizer
Design School Kolding

Katrine Westenholz Nielsen
Design School Kolding

Maryke Meyer
Greenside Design Center 

Ruchir Gupta
Srishti School of Art,  
Design & Technology 

THE COMPANY
&hype develops and produces loyalty 
and bonus programs that run on 
mobile phones via apps, email, text, 
push and social media. The system 
makes it easier for customers to 
monitor bonuses and discounts and 
makes it much easier for companies 
to communicate directly with their 
customers. 
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Mobile application with a profile of the senior and 
the helper, which consists of personal information, 

frequent items, membership level, conversation 
starter for the assistant etc.

The accompanied shopping experience provided 
for the elderly will change their shopping habits 
and make the experience more relaxed, smooth, 

nostalgic, and personal.

The chipped accessory is discreetly implemented 
into the everyday lives of the elderly as it can be 

attached to keys, a wallet, a necklace, etc.

WE HAVE RECEIVED A FINISHED  
GAME PLAN WITH ONLY A FEW  

UNKNOWN FACTORS. IMPRESSIVE 
WORK IN JUST A FEW DAYS

 
Mikkel Overgaard,  
Partner at &hype
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CONCEPT AND VALUE
Throughout their lives, people collect a lot 
of objects that are meaningful to them. For 
the elderly, thinking about what to do with 
them when they move into a smaller home, 
or after they pass away, can be stressful, 
and families are often left with the burden 
of choosing what to save within a short 
period of time. 

Archive is an object-scanning system 
designed to help families save their loved 
ones’ meaningful objects as data generated 
from scanned objects. An iPad application 
designed specifically for the purpose helps 
family members bring back the memories 
associated with the stored objects, and they 
can add stories and photos to complete 
their memory of the object when ‘visiting’ it 
digitally. Archive is valuable because: 

•  it gives the elderly reassurance that they 
will be remembered, as it helps the family 
collect memories of the elderly

•  it eases the burden of what to do with 
important objects that are ‘left behind’

Instead of a family rushing to pack up the 
contents of their loved ones’ home, they can 
begin earlier so the process isn’t rushed; 
stories can be shared, and then objects are 

‘saved’ digitally. In this way, tensions are 
eased, family members won’t fight over who 
gets what, and the important memorable 
objects are available for everyone to see. 
 
THE BUSINESS ASPECT
The project connects the current core busi-
ness of Zebicon with the welfare sector by 
applying the use of their current 3D scan-
ning techniques to personal items: aiding 
the elderly in being remembered, and thus 
improving their welfare by relieving what 
can be a stressful life event. By providing 
this personalized service, Zebicon will get a 
new, steady business opportunity.

OUTCOME
At Zebicon, Jeppe Hebsgaard Laursen, CEO, 
Marketing & Administration, has gained 
an insight into what can be achieved and 
how far you can go in a short time by using 
design methods and design thinking. He 
emphasizes the students’ different way of 
thinking about Zebicon’s core competencies: 

“With the Archive project, the group man-
aged to use 3D scanning as a service and 
find an innovative way of using it,” he says, 
and adds that the company will continue 
using the methods of design thinking in 
their daily operations and development.

Zebicon: Archive
How might we aid the elderly in being  
remembered through the use of 3D scanning?  

PARTNER:  
Zebicon
 
GROUP 15: 
Clara Maria Ernst
Design School Kolding

Lisa Schwendemann
Pforzheim University 

Michelle Clement
Emily Carr University 

THE COMPANY
Zebicon provides 3D scanning and 
CT scanning services, mostly for 
industrial production processes. 
With state-of-the-art equipment 
and great technical and professional 
know-how, the company assists cus-
tomers in both simple and complex 
measurements.
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WITH THE ARCHIVE PROJECT, 
THE GROUP MANAGED TO USE 
3D SCANNING AS A SERVICE 

AND FIND AN INNOVATIVE WAY 
OF USING IT

 
Jeppe Hebsgaard Laursen,  

CEO, Marketing & Administration at Zebicon

THE E LDERLY

INTERNATIONAL DESIGNCAMP2014

Page 47

Welfare as Good Business



CONCEPT AND VALUE
Fall accidents account for 71% of all fatal ac-
cidents for people aged 65 years and over. 
Insight is a service focusing on empowering 
the elderly with confidence, autonomy and 
assurance. Infrared 3D technology:

•  scans the home, intercepting dangers and 
gestural signals from the user to assist 
them with daily tasks 

•  does precise measurements and detects 
changes in heat, movement and shape via 
the frequent scans

The scanned data is fed into a smart hub, 
which processes patterns and deciphers a 
person’s state, and decides what step must 
be taken based on this information. If the el-
derly has e.g. forgotten to turn off the stove, 
the device gives the user instructions with a 
voice reminder.

In case of danger, the system reassures the 
user through a calm voice alarm and auto-
matically calls the emergency services. The 
fire department is provided with a plan of 
the house in case of fire. 
 

THE BUSINESS ASPECT
With CT scanners and 3D blue light 
scanners, Zebicon offers services of 
quality control, reverse engineering and 
measurement. Insight focuses on these 
abilities and pushes them into a new 
application. The level of detail detectable 
with this technology matches the level of 
attention necessary in the home to keep 
the elderly safe and independent. 

OUTCOME
For Zebicon, the outcome of Design-
Camp2014 has primarily been that the 
company has received inspiration and a 
different angle on things. 

Jeppe Hebsgaard Laursen, CEO, 
Marketing & Administration, says: 

“We have gained a deeper insight into how 
design methods are used in different con-
texts to clarify processes, problems and to 
refine the solution.”

Insight 
How might we empower the elderly  
through new technology?

PARTNER:  
Zebicon
 
GROUP 16: 
Anne Sofie Elkjær Rasmussen
Design School Kolding

Omayra Maymó
Design School Kolding

Maya Alvarado
Kingston University

THE COMPANY
Zebicon provides 3D scanning and 
CT scanning services, mostly for 
industrial production processes. 
With state-of-the-art equipment 
and great technical and professional 
know-how, the company assists cus-
tomers in both simple and complex 
measurements.
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WE HAVE GAINED A DEEPER  
INSIGHT INTO HOW DESIGN 

METHODS ARE USED IN  
DIFFERENT CONTEXTS TO  

CLARIFY PROCESSES,  
PROBLEMS AND TO REFINE  

THE SOLUTION
 

Jeppe Hebsgaard Laursen,  
CEO, Marketing & Administration at Zebicon

DETECTION: The infrared 3D scanning system 
detects patterns and anomalies in heat, movement 
and shape by taking frequent scans of each room.

COMMUNICATION: The hub com- 
municates the issue with the user, 
either with a voice reminder or on 
the interface shown above.

OUTPUT: The action directed by the 
hub is undertaken. Here the user 
switches off the hub after being 
instructed by a voice reminder.
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Dressing: 
Mix the red dressing. First, mix the 
paprika into the asparagus water and 
then add the other ingredients. Chop 
or squeeze the garlic and add it. 

Season with salt and pepper. 

Sauce: 
Melt the butter into clarified butter. 
Boil vinegar and water in a steel pot. 
Add the egg yolks and stir/thicken 
into a creamy texture at low tempera-
ture, possibly using a water bath. Add 
the cooled and clarified butter little 
by little while stirring. Keep the sauce 
heated using a water bath. Keep the 
temperature between 50 and 70 de-
grees Celsius. 

Coat the 4 fish fillets in whipped egg 
and breadcrumbs and fry them until 
they are golden. Put the remaining 4 
fish fillets in boiling, lightly salted wa-
ter. Turn down the heat and take them 
out when they are white and tender. 

Toast the bread on a toaster or in a 
skillet using butter. 

Arrange the pieces of lettuce and  
the fish fillets onto the bread.  
Garnish with Norway lobster, shrimp,  
1 can of asparagus, caviar, lemon slices 
and tomatoes. 

Pour the dressing and the sauce over 
the shooting star before serving and 
garnish with herbs.

INGREDIENTS:
8 fish fillets
1 egg
breadcrumbs

4 pieces of lettuce
150g of Norway lobster or crayfish tail 
150g of shrimp
1 small can of asparagus (save the 
water)
1 glass of black caviar
4 lemon slices
1 tomato

Dressing: 
75g of mayonnaise 
1.25 dl of sour cream
0.5 teaspoon of Edelsüss paprika 
1-4 tbs tomato paste
0.25 tbs lemon juice 
0.5 tbs asparagus water 
1 clove of garlic 

Sauce: 
4 pasteurised egg yolks 
250g of butter 
0.25 dl of vinegar and/or white wine 
0.25 dl of water 
a squeeze of lemon juice

4 large pieces of white bread
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IT WAS AN EXPERIENCE  
I WILL NEVER FORGET.

AND THE FOOD!  
THE FOOD WAS  

AMAZING.
 

Arianne dos Santos Amores, 
IADE - Creative University, Portugal
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THE LAST TWO WEEKS  
WERE AMAZING. SO CRAZY  

AND SO ORGANIZED !  
I REALLY LIKED EVERYTHING.  

INTERESTING  LECTURES,  
AMAZING WORKSHOPS,  

LOVELY PEOPLE AND  
MARVELOUS FOOD

Leopoldo Augusto Leal,  
Universidade de São Paulo, Brazil
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WHAT I LIKED BEST WAS HOW EVERYONE 
WAS WORKING TOGETHER, GETTING ALONG, 

AND MAKING THINGS HAPPEN IN SUCH A 
SHORT AMOUNT OF TIME. I ALSO LOVED THE 

FACT THAT IT WAS SO MULTICULTURAL

Arianne dos Santos Amores, 
IADE - Creative University, Portugal
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Facilitators  
and Teachers 
Anette Flinck, Head of International Relations

Trine Engelbrecht Jensen, Design Consultant, D2i – Design to innovate

Anne Carstensen, Project Worker, LAB

Marieke Amalieh Bülow, Design Consultant, D21 – Design to innovate 

Michael Frederiksen, Industrial Designer, Owner of Just Add Design

Cordy Swope, Design Strategist, partner at StudioMEM

Armando Vilas-Boas, Program Director, IADE
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Students

 

Baptiste Bachellerie, University of Technology Sydney, Australia 

Dylan Mighell, University of Technology Sydney, Australia

Sasha Abram, University of Technology Sydney, Australia

Ana Paula Scabello Mello, Universidade de São Paulo, Brazil

Leopoldo Augusto Leal, Universidade de São Paulo, Brazil

Hsin-Jou Cheryl Li, Emily Carr University, Canada

Michelle Clement, Emily Carr University, Canada 

Mrinali Arun Kamath, Srishti School of Art, Design and Technology, India 

Suren Makkar, Srishti School of Art, Design and Technology, India

Caitlin Sloane, Greenside Design Center, South Africa

Maryke Meyer, Greenside Design Center, South Africa  

Jessica Weeden, Carnegie Mellon University, USA 

Mariana Arrioja Gonzalez, Pratt Institute, USA

Pachara Kangchirdsri, Pratt Institute, USA

Edwin Lo, Case Western Reserve University, USA

Kenza El Hana, Case Western Reserve University, USA

Lisa Schwendemann, Pforzheim University, Germany

Michaela Hahn, Pforzheim University, Germany

Maya Alvarado, Kingston University, Great Britain

Thomas Ward, Kingston University, Great Britain

Hannah Gower, London College of Fashion, Great Britain

Jessica Ball, London College of Fashion, Great Britain

Anu Malin Nokua, Aalto University, Finland

Dao Quang Phuong, Aalto University, Finland

Elena Marengori, Politecnico di Milano, Italy

Ludovica Zengiaro, Politecnico di Milano, Italy

Arianne dos Santos Amores, IADE - Creative University, Portugal

Teresa De Carvalho F. M. Dos Reis, IADE - Creative University, Portugall

Alexsandro Da Silva, Design School Kolding, Denmark 

Anna Høy Mikkelsen, Design School Kolding, Denmark

Anne Sofie Elkjær Rasmussen, Design School Kolding, Denmark

Bettina Christophersen Mikkelsen, Design School Kolding, Denmark

Bo Frøsig, Design School Kolding, Denmark

Clara Maria Ernst, Design School Kolding, Denmark

Edit Emese Vizer, Design School Kolding, Denmark

Gry Holst Jensen, Design School Kolding, Denmark

Hans Christian Heide Petersen, Design School Kolding, Denmark 

Helena Tvermose, Design School Kolding, Denmark

Hongye Amy Li, DSKD, Exchange from OCAD, Canada

Janni Svane Madsen, Design School Kolding, Denmark

Julie Andersen Feldthaus, Design School Kolding, Denmark

Kasper Lundsfryd Pedersen, Design School Kolding, Denmark

Katrine Westenholz Nielsen, Design School Kolding, Denmark

Kirstine Gjerstad Mackeprang, Design School Kolding, Denmark

Louise Pernille Johannesen, Design School Kolding, Denmark

Margherita Dell’Era, Design School Kolding, Denmark 

Nanna Maria Ingemann Mortensen, Design School Kolding, Denmark

Nanna Mølsted Asmussen, Design School Kolding, Denmark

Noémie Thomas, Design School Kolding, Denmark

Nynne Nadja Boje Sander, Design School Kolding, Denmark

Omayra Maymó, Design School Kolding, Denmark

Rasmus Torp Bøgel, Deisgn School Kolding, Denmark 

Ruchir Gupta, DSKD, Exchange from Srishti, India

Sara Brandt Kronborg, Design School Kolding, Denmark

Sebastian Askari Schmidt, Design School Kolding, Denmark
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Partners

#01
Neets
Langballe 4
8700 Horsens
Tue Steen Andersen

#02
Mungo Park Kolding
Fredericiagade 1
6000 Kolding
Lasse Bo Handberg

#03
Scandic Hotel Kolding
Kokholm 2 
6000 Kolding
Maria Forsberg

#04
Pettinaroli
Mandal Alle 21 
5500 Middelfart
Kim Pedersen

#05
Pay4it
Saxovej 18 
6000 Kolding
Rene Lundbæk

#06
KMD
Lautrupparken 40-42  
2750 Ballerup 
Aleksandar Bjelobrk Langelykke

#07
Schneider Electric
Silcon Alle 1
6000 Kolding
Søren Brogaard

#08
Frøslev træ
Industriparken 5
6630 Rødding
Morten Erikstrup 

#09
&hype
Dalbygade 40 A, 2. sal
6000 Kolding
Mikkel Overgaard

#10
Zebicon
Hedegårdsvej 11
7190 Billund
Katja Ramsing
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Local partners from all over the Region  
of Southern Denmark – and more



Welfare as  
Good Business
Projects, Insights and Inspiration

The International DesignCamp2014 
took place from Monday 29 Septem-
ber to Friday 10 October and was 
organized by Design School Kolding 
and D2i – Design to innovate.

Read more on  
designcamp2014.dskd.dk

International experts, hand-picked 
international design and business 
students, companies and experienced 
designers gathered at the Internation-
al DesignCamp2014 Welfare as Good 
Business to explore the business of 
welfare within the context of design.

By using design thinking principles, 
students and ten Danish companies 
teamed up and worked together fo-
cusing on establishing the possibilities 
of businesses to use sidestepping to 
move into new areas, and how side-
stepping into the welfare industry can 
create innovation, growth and value.

INTERNATIONAL  
DESIGNCAMP2014


