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Preface

We are delighted to introduce the proceedings of the 8th European Alliance for
Innovation (EAI) International Conference on Arts and Technology, Interactivity, and
Game Creation (ArtsIT 2019) and the 4th International Conference on Design,
Learning and Innovation (DLI 2019), held in Aalborg, Denmark, November 6–8, 2019.

ArtsIT 2019 was meant to be a place where people in the arts, with a keen interest in
modern IT technologies, meet with people in IT, having strong ties to the arts in their
works. Since 2009, the event has become a leading scientific forum for dissemination
of cutting-edge research results in the area of arts, design, and technology. The event
also reflects the advances seen in the open related topics of interactivity (interaction
design, virtual reality, augmented reality, robotics, etc.) and game creation (serious
games, gamification, leisure gaming, gameplay, etc.).

ArtsIT has been successfully co-located with the international conference DLI since
2016.

Design, learning, and innovation frame the world of IT, opening doors into an
increasingly playful world. The DLI 2019 conference was driven by the belief that
tools, technologies, and environments, as well as content and approaches, can spark
and nurture a passion for learning, transforming domains such as education,
rehabilitation/therapy, work places, and cultural institutions. Design, learning, and
innovation are a powerful catalyst in empowering individuals to participate, commu-
nicate, and create, whereby they can exceed their own limits in a playful way. Making
this spirit explicit and visible is crucial for identifying how specific tools, technologies,
methodologies, and solutions shape opportunities for learning and engaging with the
demands of today’s world. More than ever, challenges in the fields of design, learning,
and innovation are often approached by transdisciplinary teams and solutions that
mobilize tools, technologies, methods, and theories from different fields to unlock new
frameworks, opening up to partnerships that can enrich learning in formal and informal
learning practices. DLI 2019 intended to foster such dynamics.

The venue for the ArtsIT and DLI events was the city campus of Aalborg University
(AAU) in Aalborg, in the region North Jutland of mainland Denmark. AAU is a Danish
public university that was founded in 1974 that currently has campuses in the cities of
Aalborg, Esbjerg, and Copenhagen. The Aalborg campus has distributed faculty
buildings throughout the city as well as around the peripheral of the city boundaries.
Aalborg is Denmark’s fourth largest city by population size. The university awards
bachelor degrees, master degrees, and PhD degrees in a wide variety of subjects within
humanities, social sciences, information technology, design, engineering, exact sci-
ences, and medicine. Aalborg University differentiates itself from the older and more
traditional Danish universities with its focus on interdisciplinary, interfaculty studies;
an experimental curriculum based on an interdisciplinary, basic courses with subse-
quent specialisation; and a pedagogical structure based on problem-centered, real-life
projects of educational and research relevance – which internationally has become



known and recognised as The Aalborg Model. With the problem-based,
project-organised model, semesters at AAU are centred around complex real-life
problems which students attempt to find answers to in a scientific manner while
working together in groups. In February 2007, the foundation of the UICEE Centre for
Problem-Based Learning (UCPBL) paid recognition to Aalborg University, which
subsequently led to the appointment of AAU as UNESCO Chair in problem-based
learning. Aalborg University is a member of the European Consortium of Innovative
Universities (ECIU), which was founded in 1997 by 10 European universities. The
other 9 European universities are: Dublin City University, Ireland; Linköping
University, Sweden; Aveiro University, Portugal; Autonomous University of
Barcelona, Spain; Hamburg University of Technology, Germany; University of
Stavanger, Norway; Kaunas University of Technology, Lithuania; Tampere University
of Technology, Finland; and University of Twente, The Netherlands. The aim of the
ECIU is to create a European network where participating universities can exchange
experiences and practices in projects in education, research, and regional development.
In 2010, the ECIU consisted of 11 members and 3 foreign affiliates.

Personnel behind bringing ArtsIT and DLI to AAU are employed under Aalborg
University’s Department of Architecture, Design and Media Technology and the
Department of Culture and Learning. Further national and international research col-
laborations by these personnel is within Xlab, a research complex investigating
learning, creativity, play, and digital technologies, under the Department of Culture and
Learning at AAU’s main campus in Aalborg. Xlab hosts workshops with regional
pre-schools, schools, and institutes that are led by the in-lab team. Xlab is also active in
many international research consortia projects.

This is stated at the closure of this text as notably, at both ArtsIT and DLI 2019
events, many meetings were hosted discussing with attending delegates on potential
research project collaborations with Xlab. Contact with Xlab to discuss potential
projects is through Professor Eva Brooks, Director, Xlab: Design, Learning, Innova-
tion, Department of Culture and Learning, Aalborg University, Denmark.

We take this opportunity to thank all involved in realising the two events and
likewise to congratulate best paper winners from both ArtsIT (Thomas Westin, Henrik
Engström, and Jenny Brusk for their paper titled “Towards sustainable inclusive game
design processes”) and DLI (Emil Rosenlund Høeg, Christian Francis Reeves Scully,
Jon Ram Bruun-Pedersen, and Stefania Serafin for their paper titled “The Reality of
Implementing Virtual Reality: A case study on the challenges of integrating VR-based
rehabilitation”). We are especially grateful to our four eminent luminary keynote
speakers, namely Ernest Edmonds and Linda Candy for the ArtsIT event, and Willian
Gaver and Thomas Hillman for the DLI event.

Acknowledgements are due to Aalborg University management who hosted the joint
conference at the city campus and to the opening speakers who welcomed delegates to
Aalborg and the university, namely Claus Brøndgaard Madsen who kindly welcomed
on behalf of the Department of Architecture, Design and Media Technology, and Anja
Overgaard Thomassen who kindly welcomed on behalf of the Department of Culture
and Learning.

Alongside management acknowledgements, special thanks are due to all volunteers
and locally employed personnel who kept things on track, ensured all was set up for
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welcoming the delegates, and others who were intermediators between services and
delivery to delegates e.g. in-venue caterers for breaks and lunches, AAU IT service
personnel, and host venue service staff (to name just a few). We also herein
acknowledge all committee members and reviewers, without whom academic scientific
conferences cannot take place. Similarly, we are thankful to the sponsors of the event,
especially the Danish Music Union who supported the gala dinner musicians, namely
the Olav Gudnason duo. Thanks also to the staff and leadership of Mortens Kro
restaurant where the most fantastic conference dinner was enjoyed by all. Final thanks
goes to all who exhibited at the events, including Noldus, ATV, and INGA (Interna-
tional Green Agents), as well as Springer and O’Reilly publications who both spon-
sored the best paper prizes.

Finally, from our roles as chairs and steering leaders of the two events over the
years, we posit that once again it was a pleasure to welcome delegates from around the
world to ArtsIT and DLI. Special edition ArtsIT and DLI international journals are
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currently being formulated where 2019 delegates and others are invited to submit
extended papers.

Thanks to all – and we hope to see you in 2020!

June 2020 Anthony Brooks
Eva Brooks
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