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Konferenci moderuje Pavel Bednafik

Lektor, dramaturg a pedagog pUsobici v oblasti filmove vychovy a historie audiovize.
Vystudoval filmovou védu - filosofii na FF UP v Olomouci. PUsobil jako umélecky reditel
Letni filmové skoly, vyucoval na FAMU, Prague Film School ¢i FMK UTB ve Zliné. Zaméruje
se na vztah audiovizualnich dél a ideologie a na vyuziti filmu ve vzdélavani. Je clenem
expertni skupiny Britského filmového institutu (FLAG), spolupracuje s NFA, Zlin Film
Festivalem a dalsimi institucemi. V letech 2019 - 2023 byl predsedou Asociace pro
filmovou a audiovizualni vychovu.

The conference is moderated by Pavel Bednatik

Lecturer, programme curator, and educator working in the field of film education and
the history of audiovisual media. He studied Film Studies and Philosophy at the Faculty
of Arts, Palacky University Olomouc. He has served as Artistic Director of the Summer
Film School and has taught at FAMU, Prague Film School, and the Faculty of Multimedia
Communications at Tomas Bata University in Zlin. His work focuses on the relationship
between audiovisual works and ideology, and on the use of film in education. He is

a member of the British Film Institute’'s expert group FLAG and collaborates with the
National Film Archive, Zlin Film Festival, and other institutions. From 2019 to 2023, he
was Chair of the Association for Film and Audiovisual Education.

Porada Asociace pro filmovou a audiovizualni vychovu,
Kancelar Kreativni Evropa MEDIA a Zlin Film Festival.

Organised by the Association for Film and Audiovisual Education (ASFAV),
Creative Europe Desk CZ MEDIA, and the Zlin Film Festival.

Akce je realizovana za finanéni podpory Ministerstva kultury.
The event is implemented with the financial support of the Ministry of Culture.

MINISTERSTVO
KULTURY

Téma:

Let’s Play: Gaming ve vzdélavani

Soucasne déti a dospivajici jsou digitalnimi domorodci, kteri
od utleho veku vyuzivaji technologie a internet k zabave,
komunikaci i vzdélavani. Hranice mezi online a offline svetem
se stale vice stira a digitalni hry maji klicovou roli ve formovani
jejich zkusenosti. Jubilejni 10. roénik konference se zaméri

na vyuziti digitalnich her ve vzdélavani. Cilem konference je
otevrit dialog mezi hernimi vyvojari, pedagogy a odborniky

na filmovou a audiovizualni pedagogiku a predstavit pripadove
studie vzdélavacich her a projektd, ktere funguji v praxi.

Conference theme:

Let’s Play: Gaming in Education

Today's children and teenagers are digital natives: from an
early age they use technology and the internet for play,
communication and learning alike. As the border between
online and offline life blurs, digital games have become

a key force in shaping their experience. Marking its tenth
anniversary, Cinema Off School focuses on the educational
power of digital games. The conference aims to ignite dialogue
among game developers, classtoom teachers, and specialists
m film and audiovisual education, and to showcase practical
case studies of educational games and projects that are
already working in classrooms.



Uvodni slovo k 10. ro&niku konference Kino za $kolou 2025

Vazené Gcastnice, vazeni ucastnici,

je mi velkou cti vas privitat na desatém rocniku konference Kino za skolou, ktera se letos
zaméruje na téma digitalnich her ve vzdélavani. Tento ro¢nik se soustredi na propojeni
tri ddlezitych komunit, které se mohou ve vzajemném dialogu podilet na tvorbé

novaci ve vzdélavacim procesu: hernich vyvojard a vyvojarek, expertd na filmovou

a audiovizualni vychovu a ucitelstva z praxe zakladnich a strednich skol. Nasim cilem je
otevrit prostor pro vzajemnou inspiraci a sdileni zkusenosti.

Digitalni hry maji s filmy mnoho spole¢ného. Stejné jako filmy byly spole¢nosti
dlouhodobé vnimany jako “pouhy” zabavni produkt. To dnes jiz davno neplati. Herni
medium pokryva celou paletu pristupt od velkorozpoctovych projektd, pres nezavislé
autorske hry az po projekty, které disponuji vzdélavacim potencidlem. Vstup her

do vyuky je mozny z rlznych pozic. Kromé noveé informatiky, jak ukazuje projekt Ylands
Edu od Bohemia Interactive, mohou digitalni hry a herni aplikace obohatit vyuku ceského
jazyka (Playing Kafka), spolecenskych véd (DigiStories), a dokonce déjepisu (Viak

do Sachsenhausenu, Svoboda 1945: Osvobozeni, Velvet 89). Tato propojeni herniho média
s tradiénimi predméty umoznuji skoldm inovativné rozvijet klicove kompetence zakl

a motivovat je k aktivnimu uceni.

Jednotliva herni studia zacinaji pracovat na metodikach pro skolni vyuziti her.
Strukturovani pedagogického procesu v praci s digitalnimi hrami se, mozna prekvapive,
v mnohém podoba zvyklostem a standardlm v oblasti filmove a audiovizualni vychovy.
Pravé dynamicky rozvoj oboroveé didaktiky F/AV a tendence k SirSimu chapani oboru

ve vztahu k dalsim oblastem, které audiovize zahrnuje, vytvari prostor pro vzajemnou
spolupraci. Herni mechaniky mohou do budoucna predstavovat vyznamny didakticky
fenomen.

Konference Kino za skolou 2025 je idealnim mistem pro sdileni zkuSenosti mezi hernimi
vyvojari, kteri vytvareji edukativni hry, pedagogy, kteri tyto nastroje vyuzivaji ve tridach,
a odborniky na filmovou a audiovizualni pedagogiku, ktefi mohou prispét svym
didaktickym know-how. Doufam, Ze tato konference poslouzi jako jeden z iniciacnich
momentl spolecné spoluprace. Dékuji, Ze jste soucasti tohoto setkani, a tésim se

na inspirativni den plny zajimavych napadd pro vasi pedagogickou ¢i vyvojarskou praxi.

Jiti Forejt
dramaturg konference

Opening address to the 10* annual Cinema Off School 2025 conference

Dear participants,

It is my great honour to welcome you to the 10th annual Cinema Off School conference,
dedicated to digital games in education. This year’'s conference brings together three
key communities to engage in dialogue to drive educational innovation: game developers
and designers, experts in film and audiovisual education, and practising primary- and
secondary-school teachers. Our goal is to create space for inspiration and exchange of
experience.

Digital games share much with film. Like cinema, they were long regarded as "mere”
entertainment - a view that no longer holds. Today the games genre spans everything
from blockbuster productions to independently created games and projects with great
education potential. Games can enrich teaching from many different angles. Beyond the
new Computer Science curriculum - illustrated by Ylands Edu from Bohemia Interactive
- digital games and gamified applications can enrich lessons in Czech language (Playing
Kafka), social studies (DigiStories), and even history (Train to Sachsenhausen, Freedom
1945: Liberation, Velvet 89). Connecting games with traditional subjects allows schools to
develop pupils’ key competences in new ways and motivate them to learn actively.
Various game studios have begun preparing guides for using games in the classroom.

In many respects - and perhaps surprisingly - the way teaching with digital games is
structured resembles long-established practices in film and audiovisual education
(F/AV). It is the dynamic development of F/AV didactics - along with a broader
understanding of the field in relation to other areas of audiovisual media - that creates
space for cooperation. In future, game mechanics themselves could become an
important teaching tool.

The Cinema Off School 2025 conference is an ideal space for experience-sharing among
game developers who create educational games, educators who use these tools in the
classroom, and film and audiovisual education specialists who contribute their didactic
know-how. I hope this conference will serve as a starting point for future collaboration.
Thank you for taking part, and I wish you a productive day that brings many exciting
ideas to enrich your teaching or development work.

Jifi Forejt
Programme Curator



8:30-10:00
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ZAHAJUJEME 10. ROCNIK KONFERENCE KINO ZA SKOLOU! /
OPENING OF THE 10™ ANNUAL CINEMA OFF SCHOOL
CONFERENCE

Moderuje Pavel Bednafrik
Moderated by Pavel Bednafik

8:30-9:00

P¥ichod a registrace / Arrival and registration

9:00-9:10

Oficialni zahajeni a ivodni slovo moderatora / Official opening
and welcome by the moderator

9:10-9:50
[ J [ J
Uvodni prednaska / Opening Lecture

Pedagogické Zivoty digitalnich her / Iro Voulgari /7 '40

Digitalni hry maji potencial ovliviiovat to, jak déti zkoumaji svét, jak ho chapou a jak

se zapojuji do déni kolem sebe. Tato prezentace se zabyva tim, jak digitalni hry funguji

ve vzdélavani, a to z pohledu teorii u¢eni a medialnich studii. Na zakladeé konkrétnich
prikladd a soucasného vyzkumu zjistime, jak se hry stavaji prostredim pro uceni
prostrednictvim interpretace, kontextu a vyuZiti, a co mohou nabidnout nad ramec
motivace a zapojeni. Ugastnici budou mit moznost zamyslet se nad tim, jak hry pomahaji
priuceni a jak k nim pristupovat kriticky a kreativné.

The Pedagogical Lives of Digital Games / Iro Voulgari (40 min)

Digital games have the potential to shape how children inquire, make meaning, and
engage with the world. This presentation examines the pedagogical lives of digital
games by situating them within broader debates in learning theory and media studies.
Drawing on case studies and current research, we explore how games become learning
environments through interpretation, context, and use, and what they can offer beyond
motivation and engagement. Participants are invited to reflect on how games mediate
learning and how to approach them critically and creatively.

Iro Voulgari / Recko

Iro Voulgari je ¢lenkou pedagogického sboru na Katedre predskolniho vzdélavani
Narodni a Kapodistrijske univerzity v Athénach. Ve své praci se zaméruje na digitalni

hry, umélou inteligenci ve vzdélavani a ugeni s pomoci technologii. Ucastnila se mnoha
vyzkumnych projektl a projektl pro vzdélavani uciteld, které zkoumaji, jak digitalni meédia
a hrani mohou podporovat smysluplné, kritické a véem pristupné uceni.

Iro Voulgari / Greece

Iro Voulgari is a member of the teaching staff at the Department of Preschool
Education, National and Kapodistrian University of Athens. Her work focuses on digital
games, Al in education, and technology-enhanced learning. She has participated in
numerous research and teacher training projects exploring how digital media and play
can support meaningful, critical, and inclusive learning experiences.



10:00-11:30

° °
I. PROGRAMOVY BLOK: Herni studia o vzdé&lavani /
PROGRAMME BLOCK I: Game Studios on Education

Moderuje Pavel Bednarik
Moderated by Pavel Bednarik

Serious Games v praxi: Vypravéni ve hrach Charles Games /
Lucie Forméankova / Charles Games / Serious Games in Practice:
Storytelling in Games by Charles Games / Lucie Formankova /
Charles Games

Prezentace predstavi tvorbu prazského indie studia Charles Games, které se specializuje
na narativni hry s dirazem na historicka a spoleCenska témata. Zaméri se na tituly jako
Beecarbonize, Svoboda 1945: Liberation, Train to Sachsenhausen, Playing Kafka nebo
Velvet 89, a pribliZi, jak studio vyuziva interaktivitu k prohlubovani empatie a porozumeéni
slozitym tématdm. Publikum se seznami s pristupy k vypraveni, vyzkumu i praci

s autentickymi materialy, které jsou pro Charles Games charakteristicke.

In this presentation, Lucie Formankova will introduce the work of Charles Games,

a Prague-based indie studio specializing in narrative games that explore historical and
social themes. She will focus on titles such as Beecarbonize, Freedom 1945: Liberation,
Train to Sachsenhausen, Playing Kafka, and Velvet 89, and explain how the studio uses
interactivity to foster empathy and understanding of complex topics. She will share
the studio’s distinctive approach to storytelling, research, and the use of authentic
materials.

Lucie Formankova

Lucie Formankova studuje herni design na FAMU a jiz Ctyti roky pracuje v Charles
Games, kde se vénuje QA, marketingu a narativnimu designu. Kromé toho se podili
na vlastni herni tvorbé v kolektivu Herdek a prispiva do online kulturnich periodik.

Lucie Formankova

Lucie Formankova is a game design student at FAMU and has worked at Charles Games
for four years, where she is involved in QA, marketing, and narrative design. She also
creates her own games as part of the Herdek Kolektiv and contributes to various online
cultural journals.

CHARLES GAMES

Prazské nezavislé herni studio, které se zaméruje na hry se spoleCenskym presahem.
Jeho cilem je posouvat hranice hernich vypravéni a rozsifovat témata, o nichz hry
mohou pojednavat. Studio stoji za ocenovanou hrou Attentat 1942.

CHARLES GAMES

A Prague-based indie game studio focused on socially engaged games. Its mission is to
push the boundaries of game storytelling and broaden the range of topics that games
can explore. The studio is best known for the award-winning game Attentat 1942.

3D tisk, Stétec a herni magie: Jak vznika Zlin City / Pavel Novak /
Polyperfect / 3D Printing, Brushes and Game Magic: The Making
of Zlin City / Pavel Novak / Polyperfect

V dobé, kdy se velka vétsina grafiky generuje, je hra Zlin City krasné a nedokonale lidska.
Pripomina miniatury modeld vlackd, hracek nebo loutkovych pohadek, ktere vsichni
zname z détstvi, a inspiruje se i praci zlinskych filmovych atelierd. Hra vznika pomoci
nejmodernéjsich technologii: Unreal Engine S, 3D tisk a skenovani a jeji autor Pavel Novak
Cekal nékolik let, nez to vse bylo mozne. Ve sve prednasce se podéli o zakulisi tvorby Zlin
City a vysvétli, proc¢ véri v silu her jako nastroje pro vzdélavani.

At a time when most graphics are machine generated, Zlin City is beautifully, and
imperfectly, human. The game evokes the charm of miniature train sets, toys, and the
classic fairy tale puppet animations many of us remember from childhood, drawing
mspiration from the legacy of Zlin's film studios. The game is built using cutting-edge
technologies - Unreal Engine 5, 3D printing, and scanning - and its creator, Pavel Novak,
waited several years for all of it to become possible. In his talk, Pavel Novak will share

a behind-the-scenes look at the making of Zlin City and explain why he sees games as
powerful tools for education.

Pavel Novak

Digitalni Designer a Game Designer. Zakladatel nezavisléeho herniho studia Polyperfect
s.r.0. které se specializuje na tvorbu interaktivnich assetl a podporu hernich

teaml po celém svété. Pavel se zaméruje na herni engine - Unity, kde patri mezi 10
navézal spoluprdci s hernimi ikonami, jako je Will Wright (SimCity, The Sims), Lauren
Elliot (Carmen Diego), pomahal Narodnimu muzeu v LA. nebo dodaval 3D modely pro
Facebook-Oculus. Mimo to dlouhodobé spolupracuje s Univerzitou Tomase Bati ve Zlin€g,
kde nyni i vede nove vznikly ateliér Game Design. Pavel klade hlavni dtraz na vytvarnou
prezentaci, UX/UI design, animace a technickou preciznost.



Pavel Novak

Digital Designer and Game Designer. Founder of the independent game studio
Polyperfect s.r.o., which specializes in creating interactive assets and supporting game
teams around the world. Pavel focuses on the Unity engine, where he ranks among the
top 10 global publishers on the Unity Asset Store. His work has earned numerous awards
and led to collaborations with game design icons like Will Wright (SimCity, The Sims) and
Lauren Elliot (Carmen Sandiego). as well as projects for institutions such as the National
Museum of Los Angeles and Facebook-Oculus, for which he supplied 3D models. He

has long collaborated with Tomas Bata University in Zlin, where he now heads the newly
established Game Design Studio. His work emphasizes visual presentation, UX/UI design,
animation, and technical precision.

POLYPERFECT

Ceské vyvojarskeé studio Polyperfect se sidlem ve Zliné zalozil v roce 2018 Pavel Novak.
Jesté pod svym jménem vytvoril béhem studia arkadu Furniture Catcher. Prvotinou
studia se stal simuldtor kamaradstvi s jednoduchym nazvem FFF, ktery vysel na zacatku
roku 2023. V témze roce nasledoval praveky survival Polylithic a nelze opomenout ani
budovatelskou strategii, kterd se zaméruje na mésto, v némz studio sidli, s nazvem Zlin
City: Arch Moderna.

POLYPERFECT

Polyperfect is a Czech game development studio based in Zlin, founded by Pavel Novak
in 2018. Before establishing the studio, while still a student, he created the arcade

game Furniture Catcher under his own name. The studio’s debut title was a friendship
simulator called FFF, released in early 2023. That same year saw the release of Polylithic,
a prehistoric survival game, and Zlin City: Arch Moderna - a city-building strategy
inspired by Pavel Novak's hometown.

Tvorba pribéhu ve hie Kingdom Come: Deliverance II /
Marek Cermak / Warhorse Studios / Story Design in Kingdom
Come: Deliverance II / Marek Cermak / Warhorse Studios

Hra Kingdom Come: Deliverance II se odehrava v roce 1403 na uzemi Ceského
kralovstvi, zmitaného valkou. Jde o ambicidzni RPG s otevienym svétem, které
kombinuje poutave vypraveni s dlslednou historickou presnosti. Nahlednéte do tvirciho
procesu, ktery stoji za psanim fiktivniho pribéhu mladého kovare, jenz je pohanén touhou
po pomsté - a to vSe pri zachovani vérnosti slozitému spolecenskému, politickému

a kulturnimu kontextu Evropy 15. stoleti.
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Kingdom Come: Deliverance Il is set in 1403 in the war-torn lands of the Bohemian
Kingdom. This ambitious open-world RPG combines compelling storytelling with
meticulous historical accuracy. The presentation offers a glimpse into the creative
process behind crafting the fictional story of a young blacksmith driven by a thirst for
revenge - all while remaining faithful to the complex social, political, and cultural context
of 15th-century Europe

Marek Cermak

Marek Cermak je absolventem Katedry divadelnich a filmovych studii na Univerzité
Palackého v Olomouci a Katedry rezie na FAMU. Dlouhodobé plsobi jako rezisér,
scenarista, dramaturg a v sou¢asnosti pracuje jako Senior Narrative Designer a VO
Director ve Warhorse Studios. V roce 2021 spoluzaloZil produkéni spole€nost Films

& Chips, je ¢lenem Asociace rezisérd, scenaristl a dramaturgl, Asociace producentl

v audiovizi, Mezindrodni federace filmovych kritikd FIPRESCI a Evropské filmoveé akademie.

Marek Cermak

Marek Cermak graduated from the Department of Theatre and Film Studies at Palacky
University Olomouc and the Department of Directing at FAMU. He has long worked

as a director, screenwriter, and script editor, and currently serves as Senior Narrative
Designer and VO Director at Warhorse Studios. In 2021, he co-founded the production
company Films & Chips and is a member of the Czech Association of Directors,
Screenwriters and Script Editors, Audiovisual Producers’ Association, the International
Federation of Film Critics (FIPRESCI), and the European Film Academy.

WARHORSE STUDIOS

Warhorse Studios zalozili v roce 2011 Daniel Vavra (Mafia, Mafia 2) a Martin Klima (Draci
doupé, UFO trilogie, Original War). Jde o herni studio se sidlem v Praze, jehoz tym

se sklada ze zkusenych veteran(, ktefi maji za sebou fadu Uspésnych tituld s miliony
prodanych kopii a mnoha ocenénimi. Po vydani stredoveéké RPG hry Kingdom Come:
Deliverance bylo studio koupeno vydavatelskou spole¢nosti THQ Nordic. Kingdom
Come: Deliverance, oznamena v roce 2014, byla financovana mimo jiné prostrednictvim
Uspésné kampané na Kickstarteru, kde ziskala podporu vice nez 35 000 fanouskd. Hra
byla vydana v unoru 2018 a stala se celosvetovym uspéchem diky detailnimu zpracovani
Ceského stredoveéku, realistickému soubojovéemu systému a nelinedrnimu pribéhu.

WARHORSE STUDIOS

Warhorse Studios was founded in 2011 by Daniel Vavra (Mafia, Mafia II) and Martin Klima
(Dragon’s Den, UFO Trilogy, Original War). Based in Prague, the studio is made up of
seasoned industry veterans with a track record of successful titles, millions of copies
sold, and numerous awards. Following the release of the medieval RPG Kingdom Come:
Deliverance, the studio was acquired by the publisher THQ Nordic. Originally announced
in 2014, Kingdom Come: Deliverance was partly funded through a successful Kickstarter
campaign supported by more than 35,000 backers. Released in February 2018, the game
became a global success, praised for its detailed portrayal of medieval Bohemia, realistic
combat mechanics, and non-linear storytelling.
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11:35-13:0

® ®
II. PROGRAMOVY BLOK: Ugitelstvo o hrach /
PROGRAMME BLOCK II: Educators on Games

Moderuje Pavel Bednarik
Moderated by Pavel Bednarik

Pocitacové hry ve vyuce déjepisu a vychovy k obcanstvi /
Pavel Zalsky / Zakladni §kola Vrchlabi / Computer Games in History
and Civics Education / Pavel Zalsky / Vrchlabi Primary School

Jak mohou pocitacove hry pomoci zakiim [épe porozumet minulosti nebo premyslet

o svété kolem sebe? V tomto interaktivnim workshopu si Uc¢astnici sami na vlastni kizi
vyzkousi, jaky vzdélavaci potencial skryva hrani. Formou hry se seznami s konkrétnimi
pocitacovymi hrami vyuzitelnymi ve vyuce déjepisu a obcanské vychovy. Spolecné
budeme objevovat, jak mohou tyto hry rozvijet historické mysleni, obéanské kompetence
a digitalni gramotnost zakd, aniz by bylo nutné mit je nainstalované na nadupané
technice nebo vénovat hrani desitky hodin. Workshop nabidne nejen inspiraci, ale

i konkrétni didaktické tipy pro smysluplné zaclenéni her do vyuky.

How can computer games help students better understand the past and reflect on

the world around them? This interactive workshop offers participants a first-hand
experience of the educational potential of gameplay. Through hands-on activities,
they'll explore specific games that can be used in history and civics education.
Together, participants will examine how these games can foster historical thinking, civic
competencies, and digital literacy - without the need for high-end equipment or dozens
of hours of playtime. The workshop will offer not only inspiration but also concrete
didactic tips for meaningful integration of games into teaching.

Pavel Zalsky

Hrdy tata, milovnik komiks(, lektor digitalnich kompetenci a ucitel déjepisu a vychovy

k obcanstvi na zakladni skole na namesti Miru ve Vrchlabi. Psobil jako skautsky vedouci
a lektor, muzejni pedagog i ,teta” v druzine. Jeho pedagogicke smysleni ovlivnily
skautskeé bojovky, artefakty v depozitarich a projekt Déjepis+. Hry vnima jako prirozené
a smysluplné metody uceni.

12

Pavel Zalsky

A proud father, comic book enthusiast, digital literacy trainer, and history and civics
teacher at the primary school on Namesti Miru in Vrchlabi. He has worked as a scout
leader, museum educator, workshop facilitator, and as a childcare assistant in an
after-school programme. His teaching philosophy has been shaped by scouting games,
artefacts from museum collections, and the History+ project. He sees games as

a natural and meaningful method of learning.

Lektorstvi tvorby videoher pro déti mezi 10 az 15 lety / Jan Kroutil /
Aeroskola / Teaching Game Design to Children Aged 10-15 /
Jan Kroutil / Aeroskola

Prednaska bude zamérena na lektorské zkusenosti s dlouholetym vedenim détského
krouzku, priméstskeho tabora a workshopt Tvorba videoher v ramci Aeroskoly.

Bude predstavena metodika pro vyvoj hry (vyvojarsky manudl, pouzivany software,
spolecna tvorba jednoduché hry a jeji individualni rozvétveni), moznosti komunitniho
vyvoje her (spolecné hrani a hodnoceni her, tymovy vyvoj, motivace k vyvoji - pribéeh,
herni mechaniky, level design, game balancing) a inovativni pristup k vyvoji (vyuziti
dataprojektoru jako herniho principu). Nakonec budou prezentovany vybrané herni
projekty Aeroskoly, ktery vzbudily vyraznéjsi zajem z rad hracl ¢&i festivalovych porot
napfi¢ CR.

The lecture will focus on Jan Kroutil's long-standing experience leading a children's
club, a day camp, and the Aeroskola Game Design workshop. He will present the game
development methodology (development manual, software, co-creation of a simple
game and its branching paths), ways of supporting community game development
(collaborative gameplay and evaluation, team development, development motivation -
story, game mechanics, level design, game balancing), as well as innovative development
approaches (using a data projector as a core game mechanics). Finally, Jan will present
selected Aeroskola game projects that have captivated players and festival juries across
the Czech Republic.

Jan Kroutil

Od roku 2019 pracuje jako ucitel predmétd vytvarna vychova a informatika, nejprve
na zakladni Skole, v souc¢asnosti na gymnaziu, kde vyucuje krouzek filmove tvorby.
Dlouhodobé plsobi jako lektor vzdélavaciho projektu Aeroskola, kde inicioval zalozeni
krouzk{ Tvorba videoher a Animovany videoklip. Plsobi take jako lektor letniho
animacniho tabora Aerték a priméstskych tabord. Prilezitostné vytvari graficky design
a pocitacovou grafiku.
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Jan Kroutil

Jan Kroutil has worked since 2019 as a teacher of art and computer science, first at

a primary school and now at a grammar school, where he leads a filmmaking club. He
has been a lecturer for many years in the Aeroskola educational project, where he
initiated Game Design and Animated Video Clip clubs. He also works as a lecturer at the
Aertek summer animation camp and day camps. He also intermittently develops graphic
design and computer graphics.

AEROSKOLA

Aeroskola se vénuje filmovému vzdélavani v ramci tri prazskych artovych kin Aero,
Svétozor a Bio Oko, ale i mimo kina primo ve skolach, na filmovych festivalech,
prehlidkach a dalsich akcich. Nabizi programy pro vsechny vekove kategorie déti
amladeze, pro zakladni i stredni Skoly, rekvalifikacni kurzy pro ucitele a kurzy pro
dospélou verejnost a seniory. Jednotlivé programy se zabyvaji nejen percepci

a interpretaci, ale i samotnou tvorbou.

AEROSKOLA

Aeroskola runs film education activities at three Prague art cinemas (Aero, Svétozor,
and Bio Oko), as well as in schools and at film festivals, screenings and other events. It
offers programmes for children and young people of all ages, for primary and secondary
schools, retraining courses for teachers, and courses for adults and senior citizens.
Aeroskola programmes address perception and interpretation, as well as creative
production.

Herni vzdélavani jako zahrada / Filip Dufka / Game Art SSUD Brno /
Game-Based Learning as a Garden / Filip Dufka / Game Art
Department, Secondary School of Art and Design Brno

O tom, jak ucime teenagery programovat, kreslit a malovat, skladat hudbu, plénovat
projekty a hlavné navrhovat hry. Chceme od nich nemozné, presto nas casto prekvapuji
schopnosti prekonavat prekazky a kvalitné dotahovat projekty. Na prikladu ateliéru
Game Art brnénskeé Surky (SSUD Brno) si ukdzeme vstFicny, presto naroény pristup

ke stredoskolskému studiu herni tvorby pomoci projektove vyuky a tvorbé kreativné
inovativniho skolniho prostredi.

A look at how we teach teenagers to code, draw and paint, compose music, plan projects
and, most importantly, design games. We ask them to do the impossible - yet they

often surprise us with their ability to overcome obstacles and complete projects in high
quality. Using the example of the Game Art Studio at SSUD Brno (Secondary School of
Art and Design), Filip Dufka will present a friendly yet challenging approach to secondary
school game design instruction grounded in project-based learning and a creatively
mnovative school environment.
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Filip Dufka

Jeden ze zakladateld a vedouci oboru Game Art na brnénské Surce. Ugitel srdcem
novych hernich obord napti¢ republikou. Zajima se o dmychani kreativity dospivajicich
a sam tvori prevazné v digitalnich mediich. V minulosti plsobil take jako technicky grafik
v 2K Czech (Hangar 13).

Filip Dufka

Filip Dufka is one of the founders and the head of Game Art programme at the
Secondary School of Art and Design in Brno. He is a teacher with heart and soul, and

a proud father. He previously served as the head of the Game Education Centre, which
worked to establish new game development study programmes across the country.
He is interested in sparking creativity in teenagers and primarily uses digital media in
his own creative work. He has also worked as a technical graphic designer at 2K Czech
(Hangar 13).

GAME ART SSUD BRNO

Stredni Skola uméni a designu v Brné nabizi specializovany obor Game Art, ktery
propojuje vytvarné vzdélani s digitalnimi technologiemi a hernim designem. Studenti
se uci vytvaret vizualni koncepce pocitacovych her, od navrhu postav a prostredi
po animaci a 3D modelovani. Ddraz je kladen na kreativitu, estetiku i prakticke
dovednosti v praci s profesionalnim softwarem.

GAME ART STUDIO AT SECONDARY SCHOOL OF ART

AND DESIGN IN BRNO

The Secondary School of Art and Design in Brno offers a specialized Game Art
programme, which combines art education with digital technologies and game
design. Students learn to create visual concepts for computer games, from designing
characters and environments to animation and 3D modelling. The programme
emphasizes creativity, aesthetics, and practical skills in working with professional
software.
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14:50-15:15
[ ] [ ]
Modelové lekce / Model Lesson

Herni technologie v modernim vzdélavani / Zdenek Kvasnica /
Bohemia Interactive / Game Technologies in Modern Education /
Zdenek Kvasnica / Bohemia Interactive

Vzdélavani a digitalni technologie spolu jiz davno nejsou v opozici, naopak vytvareji silnou
symbidzu pro 21. stoleti. Jak proménit tradiéni vyuku v atraktivni dobrodruzstvi, kde se
Zaci uci s radosti a zajmem? Diky platformam vyuzivajicim herni design a interaktivni
prvky mohou pedagogoveé efektivné podporovat kreativitu, spolupraci i kritické mysleni
svych studentl. Pojdme spolecné objevovat moznosti moderniho vzdélavani v prostredi
digitalnich her, které méni nejen zplsob uceni, ale i pristup studentd k informacim

a znalostem.

Friction between education and digital technologies is a thing of the past. Today, they act
in powerful symbiosis for the 21st century. How can we transform traditional teaching
into an appealing adventure that students find interesting and fun? Using platforms that
incorporate game design and interactive elements, teachers can effectively nurture
students’ creativity, collaboration, and critical thinking. In this session, Zdenek Kvasnica
will lead participants in exploring the possibilities of modern education within digital
game environments - changing not only how students learn, but also how they access
information and knowledge.

Zdenék Kvasnica

Zdenék Kvasnica je vyznamnou osobnosti v oblasti herniho designu a inovaci

ve vzdélavani, plsobi jako Project Lead ve spolecnosti Bohemia Interactive. Absolvoval
studium na Fakulté multimedialnich komunikaci Univerzity Tomase Bati ve Zliné v letech
2009 az 2012. Nasledné pokracoval ve studiu na Vysoke skole uméleckoprimyslove

v Praze (UMPRUM), kde od roku 2012 studoval v Ateliéru grafického designu a novych
meédii pod vedenim prof. Petra Babaka. Jeho pedagogicka ¢innost zahrnovala vedeni
konzultaci v Atelieru grafického designu a vizualni komunikace na UMPRUM. Kromé toho
vedl v roce 2022 atelier grafickeho designu na prazske Scholastice. Jeho odbornost

a bohaté zkusenosti zahrnuji propojeni technologii s edukaci a zavadéni interaktivnich
hernich metod do vyuky, pricemz ve své praci prosazuje kreativitu, inovaci a efektivitu
vzdélavacich procesu.
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Zdenék Kvasnica

Zdenek Kvasnica, Project Lead at Bohemia Interactive, is a prominent figure in

game design and innovation in education. He studied at the Faculty of Multimedia
Communications at Tomas Bata University in Zlin from 2009 to 2012. He continued his
studies at the Academy of Arts, Architecture, and Design in Prague (UMPRUM), studying
in the Studio of Graphic Design and New Media under the guidance of Prof. Petr
Babak from 2012. He also led consultations in the Studio of Graphic Design and Visual
Communication at UMPRUM. In 2022, he headed the graphic design studio at the
Scholastika College of Visual Communication in Prague. His expertise and extensive
experience include integrating technology into education and introducing interactive
game-based methods into teaching, with a focus on promoting creativity, innovation,
and efficiency in educational processes.

BOHEMIA INTERACTIVE

Bohemia Interactive je nezavislé herni studio s vice nez 500 zaméstnanci v sedmi
kancelarich ve tfech zemich - v Cesku, Thajsku a Nizozemsku. Zaklada si na tvardi
svobodeé a otevrenosti, coz se odrazi v jeho mezinarodné uspésnych titulech. Prdlom
zaznamenalo v roce 2001 s vojenskou simulaci Arma: Cold War Crisis, na kterou navazaly
dalsi dily série Arma, véetné chystané Arma 4, jejiz vyvoj ovliviuji sami hraci skrze
platformu Arma Reforger. Mezi dalsi Uspéchy studia patri survival hra DayZ (2018), ktera
definovala zanr her o preziti, jeji mobilni verze Mini DayZ a rozsiteni Livonia (2019). V roce
2024 studio uvedlo pokracovani této znacky.

BOHEMIA INTERACTIVE

Bohemia Interactive is an independent game studio with more than 500 employees
across seven offices in three countries - the Czech Republic, Thailand, and the
Netherlands. The studio upholds the principles of creative freedom and openness,
which are reflected in the international success of its games. Bohemia Interactive’s
breakthrough came in 2001 with the military simulation game Arma: Cold War Crisis and
was followed by additional entries in the Arma series. The development of Arma 4, an
upcoming entry, is directly shaped by players through the Arma Reforger platform. The
studio’s other achievements include the survival game DayZ (2018), which helped define
the survival game genre, its mobile version Mini DayZ, and the expansion Livonia (2019).
In 2024, the studio released a second DLC in this line.
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15:25-17:0

® ®
III. PROGRAMOVY BLOK: Podhoubi, sit& a infrastruktura /
PROGRAMME BLOCK III: Roots, Networks & Infrastructure

Moderuje Pavel Bednarik
Moderated by Pavel Bednarik

Pro¢ ma smysl podporovat hry? / Hynek Stehlik / Ministerstvo
kultury / Why Supporting Games Makes Sense / Hynek Stehlik /
Ministry of Culture of the Czech Republic

Noveé transformovany Statni fond audiovize zacina poprve systematicky podporovat
vyvoj videoher, a to v ramci selektivni podpory animovanych audiovizualnich dél

a hernich projektt. Prispévek se zaméri na genezi tohoto rozhodnuti, jeho cile

a dlouhodobou vizi. Predstavi inspirace ze zahrani¢nich modeld podpory a otevre prostor
k diskusi nad kli¢ovymi otazkami: Pro¢ méa smysl verejné podporovat odvéetvi, jehoz obrat
prevysuje Ceskou kinematografii? Ma jit predevsim o podporu kreativniho prémyslu,
umeéni, nebo vzdelavani? A jaky vzdélavaci potencidl vliastné videohry maji?

The newly transformed Czech Audiovisual Fund is beginning, for the first time, to
systematically support the development of video games through selective support for
animated audiovisual productions and game projects. In this presentation, Hynek Stehlik
will discuss the genesis of this decision, its objectives, and long-term vision. He will
present foreign models of support that served as inspiration and engage participants in
discussion on key issues: Why does it make sense to publicly support an industry whose
turnover exceeds that of Czech cinema? Is the primary objective to support the creative
industries, the arts, or education? What educational potential do video games

actually have?

Hynek Stehlik

Vystudoval bakalarsky program strojniho inzenyrstvi na CVUT a navazujici magisterské
studium absolvoval na Technické univerzité v danském Lyngby (DTU). ZkuSenosti sbiral

v nékolika startupech v Ceské republice i v Dansku. Vénoval se tvorbé dokumentarniho
filmu i ndvrhu her pro mobilni platformy a virtualni realitu. V souc¢asnosti pisobi jako
poradce naméstka na Ministerstvu kultury, kde se podilel mimo jiné na priprave novely
zakona o verejnopravnich médiich a novely zakona o audiovizi. Jednou z jeho priorit je
prispét k efektivnéjsimu vzdélavani prostrednictvim audiovizualni narace a interaktivnich
technologii.
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Hynek Stehlik

He earned a bachelor's degree in mechanical engineering at the Czech Technical
University and a master's degree at the Technical University of Denmark (DTU) in Lyngby.
He has gained experience in several startups in the Czech Republic and Denmark. He
has worked in documentary filmmaking and in game design for mobile platforms and
virtual reality. He currently works as an advisor to the Deputy Minister at the Ministry

of Culture, where he has taken part in the development of amendments to the Public
Media Act and to the Audiovisual Act. One of Hynek Stehlik's priorities is to help make
education more effective through audiovisual storytelling and interactive technologies.

Ministerstvo kultury v roce 2024 /7 2025

Ministerstvo kultury CR zahdjilo v roce 2024 transformaci Statniho fondu kinematografie
na novy Statni fond audiovize, jehoz cilem je modernizace a efektivnéjsi podpora
audiovizualniho pramyslu. Fond bude nové podporovat Sirsi spektrum projektd napric
celym odvétvim, v€etné herniho pridmyslu, a nabidne vyhodnéjsi pobidky i vyssi objem
financi pro zadatele.

Ministry of Culture in 2024/2025

In 2024, the Ministry of Culture of the Czech Republic began transforming the Czech
Film Fund into the new Czech Audiovisual Fund, which aims to modernize and more
effectively support the audiovisual industry. The Czech Audiovisual Fund will support

a broader range of projects across the sector, including the game industry, and will offer
more favourable incentives and more funding for applicants.

Archivace digitalnich her: pro& na ni zalezi? / Miroslav Zak /
VisionGame / Archiving Digital Games: Why It Matters /
Miroslav Zak / VisionGame

V posledni dobé se stale vice ukazuje, jak byly digitalni hry dlouho opomijeny. Dnes uz
ale vime, Ze hry tvori nedilnou soucast nasi kultury. Toto odvétvi si rozhodné zaslouzi
archivaci a systematické mapovani pro budouci generace. V minulosti byly hry médiem,
ktere dokazalo vyjadrit politicky nazor, vyuzivalo erny humor a doplhovalo tradicni
formy, jako jsou film nebo literatura. Dnes predstavuji bud komplexni svéty, nebo
jednoduché hricky, ale v kazdém pripadé jde o svébytné umélecke dilo.

It has become increasingly apparent how marginalized digital games were for many
years. Today, however, games are recognized as an integral part of our culture. The game
sector unquestionably deserves to be archived and systematically mapped for future
generations. In the past, games were a medium that could express political opinions,
employed dark humour, and complemented more traditional cultural formats such as
film and literature. Today, games range from expansive, immersive worlds to simple,
playful creations - yet in either case, they are works of art in their own right
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Miroslav Zak

Zalozil a vede internetovy archiv VisionGame.cz, ktery se zaméruje na mapovani
Ceské a slovenské herni historie. Vénuje se take kuratorske cinnosti - naposledy
vytvoril vystavu Infinite Universes pro Ceska centra, ktera aktualné cestuje po celém
sveété. Aktivné podporuje herni vzdélavani a prinasi aktualni informace o déni

na Ceskoslovenské herni scéné.

Miroslav Zak

Miroslav Z&k founded and heads the VisionGame.cz internet archive, which maps Czech
and Slovak video game history. Also active as a curator, his most recent exhibition,
Infinite Universes, created for Czech Centres, is currently circling the world. Miroslav
74k promotes game education and shares up-to-date information about the Czech and
Slovak game scene.

VISIONGAME

VisionGame je online databaze zamérena na Ceske a slovenske videohry, kterd mapuje
herni historii od jejich pocatkd az po soucasnost. Projekt si klade za cil uchovat

a zpristupnit informace o hrach, vyvojarich i studiich, a zaroven slouzi jako archiv
kulturniho dédictvi herniho pramyslu v Cesku a na Slovensku. Kromé samotné databaze
nabizi také rozhovory s tvirci, historické clanky, profily osobnosti a hernich firem ¢i
prehled hernich zarizeni. VisionGame tak predstavuje ddlezity zdroj pro zajemce o lokalni
herni historii i Sirsi kontext vyvoje digitalnich her.

VISIONGAME

VisionGame, an online Czech and Slovak video game database, maps gaming history
from its early days to the present. The project seeks to preserve and make accessible
information about games, developers, and studios, while also serving as an archive of
the cultural heritage of the game industry in Czechia and Slovakia. In addition to the
database, VisionGame features interviews with game developers, historical articles,
profiles of individuals and game studios, and overviews of gaming hardware. VisionGame
is an important resource for those interested in Czech and Slovak game industry history
and in the broader context of digital game development.

Jak udélat z ve&erni&ku hru / Kristina Volna / Ceska televize /
Turning a Bedtime Story into a Game / Kristina Volna /
Czech Television

Jaka jsou specifika tvorby interaktivnich projektd navazanych na televizni tvorbu pro
déti? Co tvlrclm svazuje ruce a co jim naopak otevira dvere? Co presné je verejnopravni
hodnota a jak je v tvorbé verejnopravnich instituci dilezita? A uci se déti opravdu

z pocitacovych her, anebo si to jen (jako rodice a ucitelé) radi myslime? O tom bude
hovorit Kristina Volna, webovéa producentka a herni designérka v divizi Digitalnich sluzeb
Ceskeé televize. Posluchactim ukaze vysledky testovani, a predstavi nékteré

vybrane hry.
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What specific aspects should be considered in the development of interactive projects
based on children’s television? What constraints do creators face - and what opens
doors for them? What exactly is public service value, and how important is it to the
mission of public broadcasters? And do children really learn from computer games, or
do we (as parents and teachers) just like to think so? Kristina Volna, web producer and
game designer in the Digital Services division of Czech Television, will explore these
questions. She will share the results of user testing and present a selection of games.

Kristina Volna

Kristina Volna plsobi od roku 2013 jako webova producentka a herni designérka v divizi
Digitalnich sluzeb Ceské televize, aktualné na pozici obsahové vedouci webu Décko.

cz. Zajima se predevsim o vyvoj vzdélavacich her pro déti, jejich vyuziti ve formalnim

i neformalnim vzdélavani a jejich motivacni a vzdélavaci U¢inky. Spolu s laboratori Amulab
pri MFFUK se snazi testovat rozmanité interaktivni u¢ebni materialy. Jejim hlavnim cilem
je, aby Ceska televize plnila svou vefejnopravni roli vaci détem.

Kristina Volna

Kristina Volna has been working as a web producer and game designer in the Digital
Services division of Czech Television since 2013, where she currently serves as the
content manager of the Décko.cz website. Her key interests include the development

of children’s educational games, their use in formal and informal education and their
motivational and educational impact. Through a collaboration with the Amulab lab at

the Faculty of Mathematics and Physics, Charles University, she helps test various
interactive learning materials. Above all she strives to ensure that Czech Television fulfils
its public service role towards children.

Ceska televize a €T :D

Ceska televize prostrednictvim svého détského kanalu CT :D dlouhodobé podporuje
kvalitni obsah pro déti, a to nejen ve vysilani, ale i v online prostredi. Soucasti jeji
strategie je tvorba interaktivnich her a digitalnich platforem, které rozvijeji kreativitu,
logické mysleni a medialni gramotnost détského publika. Herni obsah na Décku je
vytvaren s ddrazem na vzdélavaci hodnotu, hravost a pristupnost, pri¢emz ¢asto

navazuje na oblibené détskeé porady.

Czech Television and CT :D

Through its children’s channel CT :D, Czech Television has supported quality content

for children for many years - both on-air and online. One pillar of CT's strategy is
developing interactive games and digital platforms that foster creativity, logical thinking,
and media literacy among young audiences. The game content on Décko.cz is developed
with an emphasis on educational value, playfulness, and accessibility, and it often builds
on popular children’s programmes.
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17:10-17:5
[ ] [ ]
Modelové lekce / Model Lesson

Playing Kafka: Zivé hrani s komentafem autord /

Lucie Formankova / Charles Games / Playing Kafka: Live
Gameplay with Creators’ Commentary / Lucie Formankova /
Charles Games

Playing Kafka: Zivé hrani s autory predstavi interaktivni adaptaci inspirovanou dily Franze
Kafky, kterd vznikla ve spolupraci s Goethe-Institutem v Praze. Hra kombinuje prvky
narativniho dobrodruzstvi s kafkovskou atmosférou a pouziva se i ve skolach pro vyuku
literatury. Béhem Zivého hrani jeden z autord priblizi proces vyvoje a vyzvy spojené

s prevodem literarnich motivi do herni podoby.

Playing Kafka: Live gameplay with creators’ commentary will present an interactive
adaptation inspired by the works of Franz Kafka. The game, created in collaboration
with the Goethe-Institut in Prague, combines elements of narrative adventure with

a Kafkaesque atmosphere and is also used in schools for literature instruction. During
the live gameplay session, one of the creators will introduce the development process
and discuss the challenges of adapting literary motifs into a game format.

Lucie Formankova

Lucie Formankova studuje herni design na FAMU a jiz Ctyti roky pracuje v Charles
Games, kde se vénuje QA, marketingu a narativnimu designu. Kromeé toho se podili
na vlastni herni tvorbé v kolektivu Herdek a prispiva do online kulturnich periodik.

Lucie Formankova

Lucie Formankova is a game design student at FAMU and has worked at Charles Games
for four years, where she is involved in QA, marketing, and narrative design. She also
creates her own games as part of the Herdek Kolektiv and contributes to various online
cultural journals.

GOETHE-INSTITUT

Goethe-Institut je kulturni institut Spolkove republiky Némecko s celosvétovou
plsobnosti. Podporuje znalost némeckeho jazyka v zahranici a péstuje mezindrodni
kulturni spolupraci.

GOETHE-INSTITUT

The Goethe-Institut is a cultural institute of the Federal Republic of Germany with
a global presence. It promotes German language learning abroad and fosters
international cultural cooperation.
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17:50-18:

Oficialni zakonceni a predani Ceny Borise Jachnina /
Official closing and presentation of the Boris Jachnin Award

Moderuje Pavel Bednafrik
Moderated by Pavel Bednafik

Cena Borise Jachnina

Cenu udéluje Asociace pro filmovou a audiovizualni vychovu od roku 2019. Cena nese
jméno dramaturga, pedagoga, filmového historika a publicisty Borise Jachnina (1932 -
2011), ktery své Zivotni usili zasvétil rozvoji filmoveé kultury mezi détmi, mladezi, studenty

a pedagogy.

Boris Jachnin Award

The Association for Film and Audiovisual Education has presented the award annually
since 2019. The award bears the name of playwright, teacher, film historian and publicist
Boris Jachnin (1932-2011), whose lifelong efforts revolved around developing film
culture among children, youth, students, and teachers.

Cena Borise Jachnina je udélovana ve dvou kategoriich, za dlouhodoby pfinos v oblasti
filmové a audiovizualni vychovy a za pedagogické plsobeni. Cena je udélovana
osobnostem nebo organizacim, které se zaslouzily svymi aktivitami, vyukou, publikacni &i
prednaskovou ¢innosti o propagaci a rozsireni filmove, audiovizualni, pripadné i medialni
vychovy na skolach ¢iv ramci volnocasovych aktivit.

The Boris Jachnin Award is bestowed in two categories: long-term contributions in the
field of film and audiovisual education and pedagogical work. The award recognizes
individuals or organizations whose activities, teaching, publishing or lecturing have
helped promote and expand film, audiovisual or media education in schools or in
extracurricular settings.
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PORADATELE / ORGANIZED BY

Asociace pro filmovou a audiovizualni vychovu, z.s.
Association for Film and Audiovisual Education (ASFAV)
https://www.filmvychova.cz

Kancelar Kreativni Evropa MEDIA
Creative Europe Desk CZ MEDIA
www.kreativnievropa.cz

Zlin Film Festival
Zlin Film Festival
www.zlinfest.cz

Asociace pro filmovou a audiovizualni vychovu (ASFAV)

Asociace byla zalozena pripravnym vyborem 5. srpna 2017. Svou existenci spolek navazal
na ¢innost Neformalni pracovni skupiny pro filmovou a audiovizualni vychovu, ktera
existovala od roku 2014 pod hlavic¢kou Narodniho filmoveého archivu a na celorepublikove
Urovni sdruzovala profesionaly z oblasti filmovée vychovy. ASFAV je v soucasnosti

jedinou oborovou organizaci svého druhu v Ceské republice a sdruzuje neziskové
organizace a skoly plsobici v oboru filmove a audiovizualni vychovy, ale také jednotlivce
- profesionaly, pedagogy, badatele, lektory a experty se zajmem o rozvoj této oblasti.

Association for Film and Audiovisual Education (ASFAV)

The Association was established by the Preparatory Committee on 5 August, 2017. It

is the successor to the Informal Working Group for Film and Audiovisual Education,

a nationwide initiative of film education professionals that had operated under

the auspices of the National Film Archive since 2014. ASFAV is currently the only
professional organization of its kind in the Czech Republic, bringing together non-profit
organizations and schools operating in the field of film and audiovisual education, as well
as individuals - professionals, educators, researchers, lecturers and experts committed
to the development of this field.
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Kancelar Kreativni Evropa MEDIA

Kancelar Kreativni Evropa je narodni zastoupeni programu Kreativni Evropa. Jedna se

o program Evropské unie na podporu kinematografie a kulturnich a kreativnich odvétvi.
Program financuje projekty v oblasti scénického umeéni, vytvarného umeéni, literatury,
filmu, televize, videoher, hudby a kulturniho dédictvi. V obdobi 2021-2027 planuje
program Kreativni Evropa rozdélit 2,44 mld. eur. Sklada se ze tri casti: MEDIA - podpora
evropskeho audiovizualniho primyslu, Kultura - podpora mezinarodnich projekt

v oblasti kulturnich a kreativnich odvétvi a mezioborove ¢asti - podpora projektd
mezioborové spoluprace, podpora zpravodajskych médii a medialni vychovy.

Creative Europe Desk CZ MEDIA

Creative Europe Desk CZ is the national office of the Creative Europe Programme.
Creative Europe is a European Union programme that supports the cultural and creative
sectors. The programme funds projects in the performing arts, visual arts, literature,
film, television, video games, music, and cultural heritage. For the 2021-2027 period,

the Creative Europe programme has a budget of EUR 2.44 billion. It consists of three
strands: MEDIA - support for the European audiovisual industry, Culture - support for
international projects in the cultural and creative sectors, and the cross-sectoral strand
- support for interdisciplinary collaboration, news media, and media literacy initiatives.

Zlin Film Festival

Zlin Film Festival je nejstarsim a nejvetsim mezinarodnim festivalem film pro déti
amladez na svété. Nabizi ucelenou prezentaci soucasné celosvétove tvorby s dlrazem
na filmy, kde je v hlavni linii dité ¢i dospivajici. Kazdorocné uvadi temér 300 filmd z 50
zemi, Casto nedostupnych v bézné distribuci, a hosti filmové delegace i profesionaly

z celého svéta. Je aktivnim clenem ECFA, od roku 2021 i European Children'’s Film
Festival Network, a nabizi bohaty doprovodny program pro verejnost. Navstévnost
presahuje 100 000 divaka.

Zlin Film Festival

Zlin Film Festival is the oldest and largest international film festival for children and
youth in the world. It presents a curated selection of contemporary global cinema, with
a focus on films featuring children or adolescents in leading roles. Each year, Zlin Film
Festival screens nearly 300 films from 50 countries, many of which are not available
through mainstream distribution, and hosts film delegations and professionals from

all over the world. It is an active member of ECFA and, since 2021, it has also been

a member of the European Children's Film Festival Network. It offers an extensive
accompanying programme for the general public and attracts over 100,000 visitors
annually.
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10:00-11:30

11:35-13:0

14:30-15:15

15:25-17:00

17:10-17:5

17:50-18:00

Casovy harmonogram konference Kino za $kolou
Conference Programme - Cinema Off School

Prichod a registrace / Arrival and registration

Oficialni zahajeni a Gvodni slovo moderatora a predsedkyné ASFAV / Pavel Bednarik

a Zuzana Havelkova / Official opening and welcome by the moderator and Chair of ASFAV /
Pavel Bednarik & Zuzana Havelkova

Uvodni prednaska: Pedagogickeé zivoty digitalnich her / Iro Voulgari / Opening Lecture:
The Pedagogical Lives of Digital Games / Iro Voulgari

Coffee break ‘10 / Coffee break (10 min)

1. PROGRAMOVY BLOK: Herni studia o vzdélavani

Serious Games v praxi: Vypravéni ve hrach Charles Games / Lucie Formankova / Charles
Games

3D tisk, stétec a herni magie: Jak vznika Zlin City / Pavel Novak / Polyperfect

Tvorba piib&hu ve hte Kingdom Come: Deliverance II / Marek Cermak / Warhorse Studios
PROGRAMME BLOCK I: Game Studios on Education

Serious Games in Practice: Storytelling in Games by Charles Games / Lucie Formankova /
Charles Games

3D Printing, Brushes and Game Magic: The Making of Zlin City / Pavel Novak / Polyperfect
Story Design in Kingdom Come: Deliverance II / Marek Cermak / Warhorse Studios
Coffee break ‘5 / Coffee break (5 min)

II. PROGRAMOVY BLOK: Ugitelstvo o hrach

Pogitadové hry ve vyuce déjepisu a vychovy k ob&anstvi / Pavel Zalsky / Zakladni gkola
Vrchlabi

Lektorstvi tvorby videoher pro déti mezi 10 az 15 lety / Jan Kroutil / Aeroskola

Herni vzdélavani jako zahrada / Filip Dufka / Game Art SSUD Brno /

PROGRAMME BLOCK II: Educators on Games

Computer Games in History and Civics Education / Pavel Zalsky / Vrchlabi Primary School
Teaching Game Design to Children Aged 10-15 / Jan Kroutil / Aeroskola

Game-Based Learning as a Garden / Filip Dufka / Game Art Department, Secondary School
of Art and Design Brno /

Obéd ‘90 / Lunch break (90 min) INDUSTRY LUNCH with the Creative Europe Desk MEDIA
Modelova lekce: Herni technologie v modernim vzdélavani / Zdenék Kvasnica

/ Bohemia Interactive / Model Lesson: Game Technologies in Modern Education / Zdenék
Kvasnica / Bohemia Interactive

Coffee break ‘10 / Coffee break (10 min)

III. PROGRAMOVY BLOK: Podhoubi, sité a infrastruktura

Pro¢ ma smysl podporovat hry? / Hynek Stehlik / Ministerstvo kultury

Archivace digitalnich her: pro¢ na ni zalezi? / Miroslav Z&k / Visiongame

Jak udélat z vegerni¢ku hru / Kristina Volna / Ceska televize

PROGRAMME BLOCK III: Roots, Networks & Infrastructure

Why Supporting Games Makes Sense / Hynek Stehlik / Ministry of Culture

Archiving Digital Games: Why It Matters / Miroslav 74k / Visiongame

Turning a Bedtime Story into a Game / Kristina Volna / Czech Television

Coffee break ‘10 / Coffee break (10 min)

Modelové lekce: Playing Kafka: Zivé hrani s komentarem autord / Lucie

Formankové / Charles Games / Model Lesson: Playing Kafka: Live Gameplay with Creators’
Commentary / Lucie Formankova / Charles Games

Oficialni zakonéeni a pfedani Ceny Borise Jachnina / moderace Pavel Bednarik / Official
closing and presentation of the Boris Jachnin Award / moderated by Pavel Bednarik
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