
BEST PRACTICE EXAMPLE

Wooden windows production line from Agat + 
(family business)

Product design

Szczecin
Poland

Wood, aluminium 
processing

CREATIVITY
DRIVES INNOVATION

Challenge
The goal of the Agat + family company located in 
Szczecin was to build the company’s competitive 
advantage on the European market in the wooden 
windows segment. The company has been on the 
market since 1998 and employs 50 people. The 
challenge of the project was to develop a new line 
of wooden windows with a plastic drip, whose main 
recipient is the Scandinavian countries.

It is a tradition in Scandinavian 
countries to install wooden 
windows in homes that match the 
architecture of buildings. Both 
new and old construction requires 
meeting criteria specific to this 
market.

The aim of the project was to 
meet these requirements and 
add new value to the product. It 
consisted of extending the life of 
a wooden window – durability in 
harmful weather conditions. The 
goal was achieved by adding a drip 
cap function and a new window 
design using innovative materials.

The project was implemented in 
2018, thanks to the cooperation 
of the Agat + company with a 
team of designers and scientists 
from the Design Department and 
the Creative Industries Center 
of the Art Academy in Szczecin. 

The project was co-financed with 
regional EU funds for R&D.

• Application to the patent 
office for an innovative 
solution of a new product.

• Acquiring subsidies from 
regional R&D funds.

• Building an interdisciplinary 
research and development 
team based on the resources 
of the university in Szczecin.

• Implementation of research 
and development work in a 
family company in the form 
of qualitative research on 
the needs of recipients and 
expectations of architects, 
development of a design 
project and a prototype of a 
new window model.

• The product is waiting for the 
purchase of a new technological 
line and implementation in 
2020/21./21.

Result



BEST PRACTICE EXAMPLE

Conceptual Joining

Art

Wood Structures from Detail to Utopia

Vienna
Austria

Architects, 
Designers, 

Carpenters and 
Engineers

CREATIVITY
DRIVES INNOVATION

Challenge
To integrate different languages and understandings 
from the areas of design, algorithm, machine 
parametric into the project, to optimize each of 
these areas without restricting another.

The artistic research project 
Conceptual Joining investigates 
wood constructions in a series 
of structural and spatial 
experiments. By combining 
the intelligence of traditional 
craftsmanship with the potential 
of computational techniques 
different design methods and 
techniques are developed.

Branch Formations is about 
utilizing naturally grown wood 
elements as components of a 
spatial framework. In Interlocking 
Spaces joining principles, derived 
from traditional Japanese 
Architecture, are expanded by 

digital systematics, forming 
complex configurations.

In contrast with a more common 
design approach that starts 
with a predefined scheme and 
adapts building elements to 
it, this project focuses on the 
emerging formations embedded 
in the material’s logic producing 
novel architectural forms. This 
project proposes an experimental 
methodology for the design of 
spatial frameworks that utilize 
natural forked hardwood branches 
as structural components. 

Result



BEST PRACTICE EXAMPLE

Directory of Creative Service 
Providers in the Stuttgart Region

Cultural and 
Creative 

Industries

Stuttgart Region
Germany

Other sectors

CREATIVITY
DRIVES INNOVATION

Challenge
The directory aims to give an overview of CCIs 
and supports entrepreneurs in finding a creative 
service provider as close as possible to them.

The directory of creative service providers in the Stuttgart region is 
published every two years with about 100 entries and a circulation 
of 10,000 copies. It is sent directly to more than 4,000 marketing 
managers and decision-makers in the region.

In the ten categories Architecture and Communication in Space, 
Design, Film and TV, Photo and Illustration, Art and Culture, Music 
and Audio, PR and Event, Software and Games as well as Publishing 
and Advertising, new and established creative companies present 
themselves. 

The project is funded and carried out by the Stuttgart Region 
Economic Development Corporation (WRS).

Result



BEST PRACTICE EXAMPLE

Frank the Steelmaker

Art and game 
design

Follow the steel production processes with “Hutník Fero” (Frank the Steelmaker)

Košice
Slovakia

Steel production

CREATIVITY
DRIVES INNOVATION

Challenge
The goal of the Creativity for Business program was 
to make it possible for artists to create something in 
the actual working environment of well-established 
companies.

Architect Dana Bodnárová took 
part in a residency program at 
U. S. Steel Košice, a large steel 
producer company in Košice, 
Slovakia. Her residency was part 
of the Creativity for Business 
program, which is supervised by 
Creative Industry Košice. 

The result of this residency was a 
board game called “Hutník Fero” 
or Frank the Steelmaker. “During 
my stay at U. S. Steel Košice, I 
came up with various ideas, and 
in the end, I chose to work on a 
board game. The main character in 
this game is Frank the Steelmaker 
and he explains, together with 
his girlfriend Zlatka, the steel 
production processes to the 
players,” says Dana.

Many ideas for this game came 
from the firefighters. The 
employees of the repair shop also 

helped by softening the edges 
of the board game so they don’t 
hurt the players. Importantly, 
the whole game is made out of 
galvanized steel sheets made at 
U. S. Steel.

The game bears similarities with 
the popular game Monopoly. On 
the game board, there are marked 
fields that reflect the production 
processes in steelmaking. Iron-ore 
mine, blast furnace, steel mill, a 
rolling mill can all be found here. 
These fields are connected to the 
game cards.The players roll a dice 
and move their magnetic figures 
around the board. While doing 
so, they can purchase different 
metallurgical divisions. The other 
players will have to pay rent to 
you if they stop on your field. The 
currency is slabs and the winner 
is the player who has the highest 
number of slabs at the end.

Result



BEST PRACTICE EXAMPLE

Furniture eServices

Desing, Software, 
Marketing

Via a digital twin directly from end consumer to machine

Linz
Austria

Architects, 
Designers, 

Carpenters and 
Engineers

CREATIVITY
DRIVES INNOVATION

Challenge
The plan was to expand and internationalize 
digitalization solutions for carpenters and timber 
merchants. Design global. Produce local.

Furniture eServices GmbH, EGGER 
and Roomle want to serve and 
decisively support the target 
group of joineries and timber 
merchants.

The joint marketing company will 
offer international carpenters 
and timber merchants suitable 
solutions for digital market 
access.

The core of the service portfolio is 
a comprehensive furniture library, 
which is produced and marketed 
by licensed partners through 
connection to the production 
programmes commonly available 
on the market.

This supports carpenters in 
selling their services and helps 
end consumers in their search for 
and price estimation of suitable 
furniture and purchase on-site.

Roomle copies real furniture 
1:1 into the digital world and 
offers virtual products with all 
functionalities and features. This 
changes inspiration and the way 
furniture is designed and bought 
in the future. The use of the latest 
technologies makes working with 
Roomle simple, intuitive, and 
available to everyone everywhere 
- mobile and on web.

Result



BEST PRACTICE EXAMPLE

On-the-go development of managerial skills

Gamification

Gamification in management

Slovakia

Innogy (energy 
company)

CREATIVITY
DRIVES INNOVATION

Challenge
One of the largest gas suppliers and electricity 
network providers in the Czech Republic underwent 
a transformation and introduced lean principles. 
A change of this magnitude required managers to 
change their approach in managing subordinates. 
The challenge for Luducrafts to be solved was to 
effectively help managers apply new competencies.

After a couple of workshops, 
Luducrafts came up with a 
gamified solution: a mobile app 
that enables regular, daily, but 
not time-demanding interactions. 
Every workday, the user receives a 
push notification, informing him/
her that there is a task-of-the-day 
to be completed.

SIMPLE AND CONVENIENT – In the 
mobile app, there are no wrong / 
right answers. These interactions 
are simple reality checks/nudges 
that make them reflect on their 
own routine.

CONTENT, THAT SUPPORTS 
VALUES – The majority of the 
content refers to practices that 
might be new to managers. 
Thanks to daily push messages, 
users become familiar with the 
activities, which are backed by 
two sentence examples, which 

they can easily project into their 
own routine.

As a result, the manager has 
this development tool in his/her 
pocket and can work on his/her 
development anytime – even when 
waiting in queue in a cafeteria.

• More than 80% of the target 
group has downloaded and 
used the app.

• More than 230 suggestions for 
practice improvement.

• Increase in the awareness of 
company’s new strategy.

• The feedback on the app is 
very positive and the client 
decided to use it for other 
purposes as well as for a 
different target audience.

Result



BEST PRACTICE EXAMPLE

Media Art helps patients in a hospital

Media Art

L. Pasteur University Hospital in Košice uses the art to rehabilitate patients

Košice
Slovakia

Health Sector

CREATIVITY
DRIVES INNOVATION

Challenge
The best solutions are created when seemingly 
unrelated things come together. Creativity for 
Business is a project of Creative Industry Košice in 
which we look for cooperation opportunities between 
sectors such as transportation, IT or medicine and 
creative and cultural industries. We believe that this 
can lead to innovative solutions for companies and 
give new projects to creative people.

A new media artist Boris Vaitovič 
invented devices for the needs 
of patients at the L. Pasteur 
University Hospital in Košice as 
part of the Creativity for Business 
project. Boris has connected visual 
art with rehabilitation which is 
tailored to the individual needs 
of a patient with musculoskeletal 
disorders.

Boris first created a joystick and 
a simple application that tracks 
the patient’s movement. Based 
on this, he adjusted the duration, 
complexity and the parameters 
of the game. In total, he created 
three media devices and software 
that gathers data about the 
patient’s progress.

The pressure sensor uses well-
known paintings by world-class 
artists which are split into 

smaller parts. Once the patient 
reaches equilibrium pressure, the 
composition will align.

“I was approached as an artist 
and I thought that they wanted 
something artistic from me. But 
once I got here and saw how people 
were suffering, I dropped any 
ideas of   making my own project 
here. I turned it around because 
of the patients and I became just 
a tool for them,” explains Boris.

“We see the importance of this 
treatment not only in improving 
the functional deficit of the 
patient, in alleviating their 
handicap and improving their 
mobility, but also in the positive 
psychological stimulation of the 
often depressed patients,” adds 
the Head of the Department, Dr 
Dziaková.

Result



BEST PRACTICE EXAMPLE

MyEquilibria

Architecture, 
Design, Art

Design inspired by nature as a functional art sculpture, for high-tech outdoor 
training

Resana, Treviso
Italy

Functional training, 
Eco-sustainability, 

Wellness

CREATIVITY
DRIVES INNOVATION

Challenge
MyEquilibria aims to redefine the workout experience 
create innovative outdoor wellness parks in green 
areas of the city, in order to beautify public spaces and 
inspiring people leading an outdoor fitness lifestyle. 
This project is based on the recent growing demand 
for outdoor bodyweight training.

Western people usually live in 
urban areas, but most of them 
want to spend more time in nature 
and need to be more active. 470 
million people already work out 
outdoors, but they often don’t 
have the right workout equipment 
to help them exercise.

• Unique installations in parks, 
gardens and public spaces all 
over the world to complement 
natural surroundings and 
create beautiful wellness 
parks for the community.

• Art and high-tech outdoor 
training equipment are 
merged, in order to reinforce 
a community development 
approach.

• Innovative technologies, 
combined with smartphone’s 
applications, which can help 
people in their personal 
workout experience.

• Eco-sustainable materials and 
products, to combine high-
tech equipment and nature 
impact factors.

Result



BEST PRACTICE EXAMPLE

Ryba Košice and art residency

Visual 
communication

and design

Košice
Slovakia

Gastronomy

CREATIVITY
DRIVES INNOVATION

Challenge
Art and creativity, an unconventional perspective 
on a problem, or an extremely interesting topic – 
this can attract creativity to situations that create 
benefits both for artists and firms. Having an artist in 
your firm can trigger and speed up changes in a short 
period of time. With a fresh perspective on the firm, 
its processes and communication, he/she comes up 
with new and innovative solutions in cooperation with 
employees.

Creativity for Business is a program 
for firms in Košice which are open 
to innovation. Artists, scientists, 
students or sociologists can help 
them improve. Together, they 
can create new, unusual products 
while upgrading their and city’s 
standard. 

Ryba Košice is a Fish & Seafood 
Restaurant & Fish Market with a 
long history in Košice. It is also a 
result of a lot of creative work. 
Two residents have completed 
their projects there.

Mária Bujňáková, a graphic 
designer, was not afraid of a 
company with a long history and 
a focus, which at first glance may 
not be very appealing to a fresh 
design school graduate. Her work 
at Ryba Košice focused on the 
concept of visual communication. 
To celebrate the 70th anniversary 

of the Ryba Košice company, she 
created several gift items such 
as a business card holder with 
a wooden base and a sliding 
aluminium part in the shape of a 
fishtail and a piece of jewellery.

Viktor Fehér, the second 
artist, also happened to be an 
experienced chef and he wanted 
to bridge his experience in art 
with gastronomy. His vision was 
to create a bistro with an open 
kitchen where you can eat fast 
and well. Viktor has developed a 
concept of a modern bistro with 
a store that sells fresh fish and 
seafood with educational function 
focused on healthy eating. After 
his residency at Ryba Košice, they 
started to remodel it according 
to his design proposal and today 
you can visit this modern bistro on 
Mlynská Street.

Result



BEST PRACTICE EXAMPLE

 Growing bicycle made in Slovakia

Prototyping
and industrial 

design

Prešov
Slovakia

Injection molding, 
aluminium casting

CREATIVITY
DRIVES INNOVATION

Challenge
The LPH Group has been manufacturing components 
for 30 years, but not its own final products. Finding 
ideas for unique products that could be almost 
entirely produced in-house, based on long-standing 
know-how, has become an important driver for the 
LPH Group. The challenge was to design and produce 
a folding bike, which doesn’t exist on the market yet.

The company managed to produce 
the first and the foremost folding 
bike - it grows, it folds, it changes 
colors.

How did the cooperation with your 
designers work? Please describe, 
why it was important to have in-
house designers.

The main components were and 
are being developed with in-
house designers, what is crucial, 
as these specialists know exactly 
how the technologies in LPH 
Group work. They also know how 
to optimize the design in line with 
technologies and know-how of 
LPH Group. The aim was to invent 
a final product, producible from 

main part within LPH Group and 
so multiply the past investments 
into staff, technologies and 
experience gained during recent 
30 years.

During the invention of a new 
product it is better to buy the 
know-how or the components, 
that are already invented, from 
specialists or the best market 
players, then to re-invent that, 
what was already invented. That 
means – let the external specialists 
bring your idea further, if they 
are better than you can ever 
be. Do not try to do everything 
by yourself, concentrate just on 
the main product and its unique 
qualities.

Result



BEST PRACTICE EXAMPLE

Tipoteca Italiana

Offset printing, 
cardboard, 
publishing, 
letterpress

A private foundation supported by Grafiche Antiga, preserves Italian type and 
printing heritage

Treviso
Italy

Type and Printing 
Museum, Italian 

heritage

CREATIVITY
DRIVES INNOVATION

Challenge
The aim of this project was to preserve the Italian 
printing heritage. In order to do this, Silvio Antiga, 
co-founder of the Italian AVM printing company 
Grafiche Antiga, about 25 years ago wrote some 
letters to almost every Italian printing house, asking 
for hand printing presses, movable types, type cases 
and composing sticks. The main goal was to protect 
the precious historical and cultural tradition related 
to the art of printing.

• Creation of Tipoteca Italiana, 
a private foundation supported 
by the Antiga’s brothers, that 
leads to increase the historical 
awareness of advanced 
manufacturing and printing, 
through the collaboration 
between art/culture and 
technological innovation.

• Museum of typography and 
printing, with antique printing 
presses, completely renovated 
and usable.

• Workshop and educational 
programs for students and 
professionals, team building 
activities and the possibility 
of experiencing the world 
of typefaces and printing 
machines.

• Archives, library and 
catalogues, with the chance 
to see original hand-designed 
fonts, letterpress and printing 
wheels typefaces

• Events and meetings with 
famous international artists 
and photographers in the 
auditorium, shows and 
exhibitions in the art gallery, 
contributing to the spread of 
knowledge and collaboration 
between creativity, 
technology and the evolution 
of manufacturing. 

Result



BEST PRACTICE EXAMPLE

Co-creating innovative solutions

Product design, 
interior design

 Szczecin
Poland

Metal processing

CREATIVITY
DRIVES INNOVATION

Challenge
The Zeromur company is a family-based company 
specializing in the metalworking, located in Szczecin, 
employing 17 people and was founded in 2009. The 
challenge was to use human capital released by the 
failing shipbuilding industry. Released by the shipyards, 
the high competence and extensive experience of 
these people led to the construction of a new team at 
Zeromur and the invention of technology that allows 
the production of aluminium doors.

Interior doors constructed by the 
new assembly are fitted with the 
wall line and personalized in terms 
of size and finishing material. The 
number of door configurations is 18 
thousand. The product technology 
is based on metal processing and 
is an alternative to traditional 
wooden doors.
 
The product’s co-creators 
are designers and architects 
who, through their creativity 
and knowledge of trends, set 
new directions for product 
development. They are a carrier 
of information and knowledge 
about the product. The effect of 
the technologist-designer tandem 
collaboration is the growing 
demand for the product, both 
nationally and abroad.

• Transfer of knowledge from 
the shipbuilding industry to 
the construction industry - 
interior finishing.

• Building a team of engineers 
in the company - the inventors 
of new technology.

• Cooperation with designers 
and architects to build product 
demand.

• Product development 
through cooperation with 
representatives of the creative 
industry and multiplication of 
its variants.

• The constant search for new 
applications of technological 
and material solutions in new 
industries.

• The entry of the company 
in new markets in European 
countries.

Result


