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- rethinking 
 the library 
 as a space 

Urban Mediaspace Aarhus!

  Attractive building of 
  international quality 

  New main library 
  Citizens’ Services 
  Partners and networks 

  Total area: 18.000 m2 
  + 10.000 m2 

  250 mill. Euro incl. harbour front 
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E-books – when? 

Content suppliers 
+ 
Tele companies 
+ 
Device producers 
= 
A question of time! 

Challenges!

Users are the potentiality of 
change 

Users should be part of the  
innovation processes - from 
the creative phase to 
testing and realisation 
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User-driven innovation is a systematic 
approach to the development of new 
products, services etc., based on 
exploration and involvement of users’ 
lives, identities, practices and needs – 
including the needs that users are not 
even aware of 

User-driven innovation is a method to 
increase accuracy in developmental 
work. Users are not driving innovation, 
but innovation is anchored in users’ life 
situations and needs – more than in 
library staffs traditional thinking 

Actors  
Staff, consultants, users/citizens 

Methods 
User driven design 

Topics  
Development of services  
and activities 

Themes 
Meeting Space and Democracy 
Learning and Knowledge 
Experience 
Children and Families 

Inputs and development themes!
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Inputs and development themes!

Experiments  
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Space for co-operation 

Place for dialogue, knowledge, 
ideas and inspiration 

Open informal learning space 

Unique place for children 

The vision 

 Citizen as Key Factor 

 Lifelong Learning and Unity 

 Diversity, co-operation and network 

 Culture and Experience  

 Bridging Citizen, Technology and 
 Knowledge 

 Flexible and Professional Organisation 

 Sustainable Icon for Aarhus 

Seven Core Values 
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From 
Transactions – loans, 
search etc. 

To 
Relations – new services 
based on facilitating 
relational communication  

•  Support the user needs by 
  using pervasive technologies 

•  Facilitate the users’s 
  ownership 

•  Redesign the library 

•  Merge the digital and the 
  physical library  
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The modern library  
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Serendipity 

Music  
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Digital media 

Inspiration 
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Events 

Reaching out 



!"##"$$%

$$%

!F+3<$)<!+#(!483>(!



!"##"$$%

$#%

Lectures 

Courses 
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Informal learning 

Peer learning 
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Consultation 

Homework help 
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Word bingo 

Readers clubs 
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Guidence 

Access to analogue knowledge 
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Self service 



!"##"$$%

$*%

Meetings 

Public debate 
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Talks 

Discussions 
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Politics 

Togetherness 
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Performance 
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Online gaming 

Writers workshops 
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Gaming 
Workshops 

Play 
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Play and learning 

Bogklubber Puppet theater 
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Planning 

Brain play 
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How do we combine interactivity, media, people and space? 

How can we evoke new mental images of the public library?  

How do facilitate citizens’ involvement throughout the process? 

How do we create partnerships to ensure co-creation of activities?  


