


urban education live – aim and results 
 
Aim - A new model for collaboration between universities and urban communities 
 
Results – Inclusive, vibrant and accessible urban communities – innovative ecologies 
 
Flexible methods, technologies and theory that can be implemented on a larger scale 
 
Thematic network of actors working on different models for collaboration between 
Universities and urban communities  
	
	
 
 



urban education live – methods and elements 
 
1. The University as an independent broker, curator and catalyst 
 
2. Urban capacity building: New types of empowerment, a trans-educational approach 
 
3. Social mapping: Discovering and documenting local patterns and change 
 
4. The Local Hub for learning and doing: place as a cross-connector 
 



WP 1. State of the art - Ljubljana

Establishing Advisory board 

Research of practises and litterature

Symposium Ljubljana 

WP 2. Initiating Hubs and setting goals - Bucharest

Venice - interventions and summershool

Symposium  Venice

Interim Report 2

Symposium Sheffield

WP 4. Communication - Tampere

Archive - Website and digital map 

Final report

Symposium Tampere - Presenting and discussing results

WP 3. Operating Hubs and evaluations - Sheffield

urban
education
live

Overall plan - incl WP 1 and WP 5

2017

Q3 Q4 Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Q1 Q2

2018 2019 2020

Interrim report 1

Symposium Bucharest

Sheffield and Ljubljana: local hubs and social mapping

Tampere and Bucharest: local hubs and social mapping

Coordinating publications

WP 5. Project administration - Tampere 



LJUB - Symposium + State of the art



UEL + BUCH - Venice Symposium 



Academic output: 

Publication of article - “Critique, Creativity and the Co-Optation of the Urban: A Case of 
Blind Fields and Vague Spaces in Lefebvre, Copenhagen and Current Perceptions of the 
Urban” Urban Planning (2018, Volume 3, Issue 3): Larsen, J. L. & Brandt, J. 

“Developing Social Living Labs through Innovative Urban Education – The Case of UEL 
Project”. To be presented at Global Conference on Education, University of Riverside, 
Los Angeles 14-15.11.2018. 

Session with 4 papers presented in the AAG conference in Washington DC, April 2019 

A common article will touch upon the central elements of the UEL project - The working 
title is “How to open up the processes of the production of space”. The common article 
works as a method to align the articles - 3 of them published in peer reviewed journals - 
that the partners produce themselves. 



SHEF - Live projects



SHEF - Urban Room, networks and evaluation



LJUB - Tobacna: Social Mapping



BUCH - Fellowship programme



TAMP + BUCH - Social Mapping



TAMP - Play Salo and Space Transformers

Play Salo
Programme
 
The Urban as a 
space for play, 
learning and 
transformation. 

Salo/Tampere 
week 15 - 20



TAMP - Space Transformers in Venice



TAMP - Space Transformers in Venice



TAMP - Space Transformers in Salo



TAMP - Space Transformers in Salo Hub



TAMP - Space Transformers in Salo



Basecamp in Salo  

onSite phases - field work in Salo

University students

High School students

Collaborations

Project development offSite

Summer  school - with 48 hour camp in Salo 

5 week course and project work

Intro

Sensory

Sensory - visual art, music, dance

Societal - politics, economy, history

Preparing Public event  

Event and seminar May 16

Social - communication, collaboration

Social

Societal

Action

HS students visit Tampere - Project presentations april 29  

Uni students visit Salo - Project presentations May 7

1 week full time workshop

Play Salo
Active Citizenship and 
Urban Development

Plan for the game based 
learning processes, explora-
tions and events in Salo. Week 15 Week 16 Week 17 Week 18 Week 19 Week 20

2019



I didn’t take things so seriously so I just did things without thinking too 
much. I think that gives you more freedom to be creative. 
Calling it a game made it feel less serious. That everything was so fast 
paced made it feel more game like. Many times I would have liked to have 
had more time to think and do things, but I guess the nature of the game 
was to be fast




