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Death is inevitable. Our fear of

it makes us play safe, blocks out
emotion. It’s a losing game. Without
passion, you are already dead.

- Max

Max Payne 2: The Fall of Max Payne
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PREDGOVOR

Imaginacija i kreativnost, kao fenomeni ljudske svijesti te
sposobnosti ucenja i primjene znanja, ono su sto izdvaja
ljudska od drugih Zivih bi¢a. Izumom i Sirom primjenom
racunala, ti su fenomeni dobili mocan alat za osmisljavanje
naprednih ideja i ostvarivanje slozenih koncepata izradom
i koristenjem softvera. Prema rije¢ima Terryja Winograda,
pionira umjetne inteligencije i softverskog dizajna, softver
stvara virtualni svijet - kontekst u kojem korisnici softvera
opazaju, djeluju i reagiraju na dogadaje, ¢ime usvajaju
praksu koja u taj svijet ukljucuje njih same, kao i njihove
brige koje taj svijet donosi sa sobom, kroz iskustvo koje se
doima stvarnim.

Imagination and creativity, like the phenomena of
human consciousness and the ability to learn and
apply knowledge, are what distinguishes human from
other living beings. With the invention and widespread
application of computers, these phenomena have been
given a powerful tool to design advanced ideas and
realize complex concepts by creating and using software.
According to Terry Winograd, a pioneer in artificial
intelligence and software design, software creates

a virtual world - a context in which software users
perceive, act and respond to events, thereby adopting
practices involving themselves in the world, as well as
their concerns that the world brings with it, through
experiences that seem real.



Racunalne igre primjer su takvih virtualnih
svjetova. Njihovi kreatori trebaju, s jedne
strane, savladati formalne discipline kako bi
ostvarili logiku, tehniku i mehaniku racunalnih
igara, a s druge strane trebaju moci primijeniti
postavke dizajna i principe estetike te ostvariti
umjetnicki dojam kako bi te virtualne svjetove
uzbudljivim i  ucestalo
izradu

ucinili  priviaénim,

posje¢enim. Stoga je za rac¢unalnih
igara potrebna kombinacija specifi¢nih znanja,
od fundamentalnih znanosti, poput fizike i
matematike, do primjenjenih, poput ra¢unarstva

i kognitivne znanosti, kao i primjenjene umjetnosti.

Ovim smo projektom sustavne edukacije izrade
rac¢unalnih igara mladima Krizevaca i regije
uspjeli pruZiti znanja i alate za kreiranje vlastitih
virtualnih svjetova i osposobiti ih za jednu od
najpropulzivnijih industrija na svijetu, koja je po
prihodima i dosegu premasila filmsku i glazbenu
industriju. Takoder smo im omogudili stjecanje
dragocjenih iskustava u timskom radu, javnom
nastupu i prakticnom funkcioniranju studija za
izradu racunalnih igara. No, isto tako se nadam
da smo im uspjeli prenijeti vrijednosti o vaznosti
obrazovanja, volonterstva i solidarnosti, koje
¢e nastaviti njegovati u stvarnom svijetu, ipak
vaZnijem od onih virtualnih.

- Hrvoje Belani

P.O.ILLN.T. association
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formal s in order to achieve

gic, technique and mechani

of computer

and, on the otl should be

apply de

Ccs and make an artistic impression in order

to make these virtual worlds attractive, exciting

and mequeum) Vis

ires a combination of

of computer games

S

pecific knowledge, from fundamental sciences,
a,

such as and mathema

applie

such as CDJ'W’?‘DUW‘O and cogn ces, as well

as applied art.

With this pr ) able to provide
k and the region with knowledge

ating their own virtual worl

too

and

and equip them for one of the most prop

industries in the world, which exceeds the film

and ind ome and reach.

also enabled them to gain valuable experience in
and the practical
But

| to

teamwork, public appearances

oning of game devec‘opmem studios.

so hope that we have been able to convel

about the importance of educati

them value

and

nteeri idarity, which they will

continue to nurture in the real world, more

important than virtual ones.

- Hrvoje Belani

co-founder of P.O.I.N.T. Association
Manc

ment Committee ,muyw@

[y Wela
~oreworc

Krizevci

SANDBOX GAME DEV WORKSHOPS

7



co.ﬁsbobc\

OA




O Udruzi P.O.ILN.T.

About PO.I.N.T. Association

P.O.LN.T. je neprofitna neviadina
udruga gradana koja organizirano radi
na promicanju izvaninstitucionalnog
obrazovanja i nezavisne  kulture,
informiranja i novinarstva te suvremene
umjetnosti, novih tehnologija i medija, sve
kroz volonterstvo i neprofitno stvaranje

novih vrijednosti na tim podruécjima
djelovanja.

Udruga “Promicanje obrazovanja, informiranja,
novinarstva i tehnologija” osnovana je 3. rujna
2004. godine na osnivackoj skupstini odrzanoj
u podrumskim prostorijama Puckog otvorenog
ucilista Krizevci. Osnovana je kao rezultat Zelje
miadih Krizev€ana i Krizev€anki za organiziranim
i neprofitnim djelovanjem na podrudjima
novinarstva i informiranja te promicanjem
obrazovanja i novih tehnologija. Jedan od glavnih
cilieva udruge bio je omoguciti svojim ¢lanovima
kontinuirano i neposredno javno izrazavanje
i djelovanje na spomenutim podrudjima, kao i
drugim podrucjima ljudskih djelatnosti (kultura,
sport, itd.). Nista manje vazan cilj udruge bio
je kontinuiran rad na promicanju informaticke
pismenosti i tehniCckog obrazovanja svojih
sugradana.

P.O.I.N.T. is a non-profit, non-governmental
association of citizens that works in an
organized manner to promote non-
institutional education and independent
culture, information and journalism, as well
as contemporary art, new technologies
and media, all through volunteerism and
the non-profit creation of new values in
these areas of activity.

Education

The Association  “Promotion  of

and
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O Udruzi P.O.ILN.T.

P.O.ILN.T. djeluje na podrucju ¢itave
Hrvatske, iako je snazno povezan s
lokalnom zajednicom krizevackog kraja,
promiéuci zapostavljene tradicionalne
te nove kulturno-znanstvene vrijednosti
sredine iz koje dolazi jezgra ¢lanova
udruge.

P.O.ILN.T. operates throughout Croatia,
although it is strongly connected with the
local community of the KriZevci region,
promoting the neglected traditional and
new cultural and scientific values of the
environment from which the core of the

association’s members come.
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Zacrtane ciljeve ¢lanovi udruge nastoji ispuniti
sljedec¢im djelatnostima: informiranjem javnosti o
aktualnim dogadajima na lokalnoj i globalnoj razi-
ni, medijskom promocijom KriZevaca, organiziran-
jem tematskih i stru¢nih predavanja, tecajeva i
radionica te raznim drugim projektima kojima ce
nastojati pobuditi Zelju za aktivizmom kod mladih
Krizevaca, kao i onih starijih.

Neki od vaznijih projekata udruge su: Culture
Shock Festival, PinklecFest, Pub Inkvizicija, Sajam
studija, Veceri udaraljkasa, Future Hub Krizevci,
portal Krizevci.info, SPARK (Sinergija prirodoslo-
vaca, astronoma i raéunaraca Krizevaca) i brojni
drugi, te Sandbox Game Dev Workshops kao na-
jnoviji dodatak u portfoliju udruge.

o

The members of the association strive to fulfill the

ollowing activi informing

t goals with the fi
the public about current events at the local and

global level, media promotion of Krizevci, organiz-
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SPARK (Syr
IT of KH/@V(Z‘J) and many others, and S\mdbox

£
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About PO.I.N.T. Association
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O projektu "Sandbox
Game Dev Workshops”

About “Sandbox Game
Dev Workshops” Project

Projekt “Sandbox Game Dev Workshops”
zamisljen je kao serija radionica izrade
racunalnih igara za srednjoskolce. Ra-
dionice su podijeljene u module koji sim-

uliraju razlicite odjele u tvrtkama koje se
bave izradom racunalnih igara.

Rezultat ovog programa je integralan, u smislu da
svi polaznici rade na jednom zajedni¢ckom projek-
tu i sudjeluju u razli¢itim fazama njegove izrade,
od konceptualne faze do izvedbe.

Projekt je prijavljen na poziv Veleposlanstva
SAD-a u Hrvatskoj 2022. godine i odobren mu
je "grant” u punom iznosu od 25.000,00 USD.
Tim sredstvima kupljena je oprema (10 komada
grafickih tableta "Wacom” sa stalcima, 10 licen-
ci za softver potreban za provedbu radionica,
“Esoteric Software Spine” i “Adobe Photoshop
Elements”), pla¢eni su honorari mentora i gostu-
jucih predavaca, organizirana su dva edukativna
putovanja i zavréna svecanost dodjele diploma
polaznicima.

U subotu, 17. rujna 2022. u Puckom otvorenom
ucilistu u Krizevcima odrzana je uvodna iz serije
radionica koje mladima iz KriZzevaca i Sire okolice

“Sandbox Game Dev Workshops” proj-
ect was conceived as a series of comput-
er game development workshops for high
school students. The workshops are divid-
ed into modules that simulate different de-
partments in companies involved in game
dev.

result of this prog

ywarded

A Ar
000.00




nudi sustavnu edukaciju iz domene razvoja racu-
nalnih igara. Zbog iznimnog odaziva na radionice
iz digitalnog crtanja (2D art) i animacije, 3D mod-
eliranja (Blender) i programiranja (Unity/C#), na
koje se prijavilo ¢ak 26 srednjoskolaca i osnov-
noskolaca iz Krizevaca, Koprivnice, Vrbovca i Kar-
lovca, organizatori su odlucili povecati kapacitet
grupa kako bi svi zainteresirani bili uklju¢eni u ovaj
nesvakidasnji edukativni projekt.

Za polaznike je osigurana oprema (laptopi, graficki
tableti, softver), a radionice su se odrzavale sub-
otom u terminima od 10 h do 14 h, od rujna 2022.
do kraja velja¢e 2023. Program se odrzavao u
prostorijama novog Kozmoloskog centra Krizevci
te ucionici Puckog otvorenog ucilista Krizevci.

Sedmero polaznika odlucilo se za umjetnicki, tzv.
art modul kroz koji ¢e uciti o digitalnom crtanju i
2D animaciji, a ostalih 19 opredijelilo se za tehni¢-
ki, tzv. dev modul na kojem ce uciti 3D modeliranje
i programiranje. Uz praktiéna znanja, polaznici ¢e
slusati i predavanja iz teorije igara i game des-
igna.

Mentori na edukacijoma su P.O.LN.T.-ovac lvan
Ivanovi¢ ("Heresy Design”) za crtanje i animaciju,
Mladen Bosnjak (“Misfit Village”) za 3D modeli-
ranje i Nikola Zeman (“Kiqqi Games") za Unity / C#
programiranje.

Nakon uvodnog predavanja polaznici su takoder
razgledali foto-izloZbu o 18 godina djelovanja
Udruge P.O.LN.T., postavljenu u sjediStu udruge
u Kozmoloskom centru u sklopu 18. Culture Shock
Festivala.

On Saturday, September 17, EOE’B, the first of a
e Public Univer-

ters from wider

series of workshops was hel

o)
C
’;

y in Krizevci, which offers youngs

matic education in the domain

Krizevciareaas

the exceptional re-

of game development. Due to

£

sponse for the digital druwmg (2D art) and anima-
tion workshops, as well as 3D modeling (Blender)
(Unity/C#) workshops (for

and  programming
2 “hool and elementary

6 high s
s from Krizevci,

which as many as

school student: Koprivnica, Virbovec

and Karlovac signed up), the association decided

to increase the capacity of so that all

interested participants could attend tt

groc
his extraor-

dinary educational pro

Equipment (laptops, graphic tablets, software)

bants, and the work-

was provided for the |
shops were held on S(:lur:juys from 10 AM to 2
PM, from September 2022 to the end of Feb

ary 2023. The program was held in the premises

of the new Krizevci Cosmological Cel

classroornr

of Krizevci Public University

Seven participants decided on artistic, Art module

through which they learned about digital draw

ing and 2D animation, and the other 19 opted

for te ical, Dev module w learned 3D

modeling and programming. In addition to practi-

ipants listened to lectures on

game meorg and game design.

P.O.N.T’s Ivan
Ivanovic (“Heresy Design”) for drawing and an-
jak (“Misfit Village”) for 3D
modeling and Nikola Zema

Mentors at the workshops were

imation, Mladen Bosi

n ("Kiggi Games”) for

Unity / C# programming

After the introductory lecture,

participants
> 18 y

tion, setup at the

also viewed a photo exhibition about
y of the P.O.I.N.T. Associa
the Cosmological

ars

of activity

arters in
18th C

k Festival

ure Shc
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Mladen

Osnivac i vlasnik studija "Misfit Village”, trenutno
radi na horror-igri “Go Home, Annie" koja je na
natjeCaju  Hrvatskog audio-vizualnog centra
2021. godine dobila financijsku potporu za
produkciju igre. Zavrsio je magisterij na Grafickom
fakultetu u Zagrebu 2017. godine.

Do sada ima izdana 3 naslova: “Sick Brick”
(platforma Steam), “Tainted Fate” (VR igra) i
“Spirit Sprint” (mobilna igra). Osim igara bavi
se i razvojem aplikacija za VR i MR, te mobilnih
apliakcijo. Radno iskustvo stekao je u studiju
“Delta Reality”, gdje je radio kao 3D modelerilead
3D artist.

Godine 2021. osvojio je drugo mjesto na “STEPRI
Summer Business Camp”-u u Rijeci s pitchem za
svoj projekt “Go Home, Annie". Od ostalih nagrada
valja istaknuti drugo mjesto na “Novska Global
Game Jamu” 2020. godine, prvo mjesto na “FER
Stem Game Jamu” 2015. godine, te nagradu
“People’s Choice Award” na “Nordeus Hackatonu”
2015. godine.

The founder and owner of the studio “Misfit
Village’, he is currently working on the horror
game “Go Home, Annie’, which received financial

support for the production of the game in

e

competition of the Croatian Audio-Visual Center
in 2021. He completed his master’'s degree at the
in Zagreb in 2017.

Faculty of Grapt

So far, it has released 3 ti "Sick Brick” (Steam

platform), “Tainted Fate” (VR game) and “Spirit
Sprint” (mobile game). In addition to games, he
also develops applications for VR and MR, as well
as mobile applications. He gained work experience

in the "Delta Reality” studio, where he worked as a

3D modeler and lead 3D artist.

In 2021, he won second place at the "STEPRI

Summer Business Camp” in Rijeka with a pitch

for his project “Go Home, Annie” Other awards
de second place at the “Novska Global Game
2020, first pl at the "FER Stem Game

Jam”in 2015, and the “People’'s Choice Award” at

Jam

r\
[9)
0]

the “Nordeus Hackathon”in 2015
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lvan

Osnivac i viasnik studija “Heresy Design”. Bavi se
izradom racunalnih igara, 2D artom i animacijom,
produkcijom video-spotova i animiranih filmova.
Zavrsio je magisterij na Arhitektonskom fakultetu
u Zagrebu 2013. godine.

Od 2017. godine bavi se izradom rac¢unalnih igara.
U suradhniji s Knjiznicom i ¢itaonicom “Fran Galovi¢”
Koprivnica 2021. godine izradio je edukativnu
aplikaciju  “Mitska bi¢a - digitalna prica”,
interaktivnu animiranu slikovnicu za predskolski i
osnovnoskolski uzrast.

Do sada je kao artist, animator i dizajner radio
na vise projekata racunalnih igara, od kojih valja
istaknuti igre "Adventures of Eco” (Copyright
Codes), “Kami Critters” (Crimson Night Ltd.),
)"Unwritten” (Milkshake Studios), “Trivia Legends”
(Kigqi Productions) i dr.

or and

5. He completed his master

cture in Zagreb in 2013

has been mak

in cooperat
ic” Public Library Kopriv
tion ‘M

educational

Digital Story

or and d

comput

game

games should be |
g

ions) and othel




Nikola

Unity developer i programer. Zavrsio je Strucni
studij ra¢unarstva - programsko inZenjerstvo na
Medimurskom veleugilistu u Cakovcu.

Radi kao programer i developer racunalnih igara
u tvrtki "Kiqgi Games” iz Varazdina na in-house
projektima i projektima za klijente.

Samostalno je izdao igre “Size Matters”,
“"AtmaSphere” i “One Shift” na platformi Steam.

Unity developer and programmer. He completed

tudies in computing - software engi-

fess

sional

neering at the Medimurje Polytechnic in Cakovec

He works as a programmer and developer of
t

(%)

computer games in the company ‘Kiggi Game
from VaraZdin on in-house projects and projects

for clients.

He independently released the games “Size Mat-

ters” "AtmaSphere” and “One Shift” on the Steam

platform
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IzAQjn racundad

D

Projekt “Sandbox Game Dev Workshops”
podijeljen je na module kako bi se polaznici
razlicitih interesa lakse mogli opredijeliti i
koncentrirati na pracenje radionica, a paralelno
kroz neformalnu razmjenu iskustava s ostalim
polaznicima uditi i o drugim aspektima rada na

racunalnoj igri.

Projekt se sastoji od 4 modula: modul
dizajna racunalnih igara, art modul, dev
modul i modul post-produkcije. Projekt
zapocinje modulom dizajna racunalnih
igara koji ima trajanje od 6 sesija. Ovaj
modul slusaju svi polaznici kako bi dobili
teoretsku i informacijsku strukturu za
rad na igri, te se upoznali s osnovhom

terminologijom i procesom rada.

Nakon odslusanih uvodnih predavanja, polaznici
odabiru art ili dev modul, ovisno o svojim
preferencama i interesima. Tokom provedbe art
i dev modula, povremeno se odrzavaju i radionice
dizajna racunala igara, kako bi se potaknula
dinamika.

Post-produkcija

DEV

‘Sandbox Game Dev Worksho

into mod ts with ¢

that pa

ules so

)

> and concentrate

interests can more ea

on

time learn

about other aspects of work

articipants.

The project consists of 4 modules: game
design module, art module, dev module
and post-production module. The project
begins with a game design module
that lasts for 6 sessions. All attendees
participate in this module, in order to get
a theoretical and informational structure

for working on the game, and to familiarize
themselves with the basic terminology and
work process.

introductort lectures
INntroauctory lectures,

the art or dev mo

es and inter

During the implementation of the art and dev

moaule,

yame design workshops are

in order to encou

dynamics

Afte modules, all participants
attend the post-production module, which

gned as the compl

ion of the

familiarization with audio-engineering and the sc

ng” the product that is in the fi
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Modul dizajna

racunalnih igara

Game Design module

Ovaj modul je amalgam vise komponenti rada na
racunalnoj igri, ali je zbog koli¢ine sadrzaja koji je
prevalentan nazvan modulom dizajna ra¢unalnih
igara.

Ovaj modul nudi uvod u razvoj racunalnih igara
na nacin da se polaznicima docarava rad na
racunalnojigripoznatimiusporedivim paralelama
poput drustvenih i stolnih igara, zadataka i
Skolskih zadaca, literature i slicno. Na uvodnim
predavanjima predstavlja se sam projekt, kao i
rad udruge P.O.LLN.T. koja je organizator projekta.

Modul se dominantno bavi temama iz
domene dizajna racunalnih igara, kao sto
su narativnidizajnirazrada price, kreacija
likova i svijeta u kojem se nalaze, svojstva
i mehanike igre. Modul takoder nudi uvid
u organizaciju rada u timu, strukturu

projekta po fazama, kao i razlic¢ite uloge
struénjaka koji sudjeluju u procesu rada.

Tijekom ovog dijela projekta polaznici definiraju
teme svojih igara na temelju kojih ¢e se kreirati
materijal potreban za rad na igri.

The module mainly deals with topics from
the domain of computer game design,
such as narrative design and story
development, creation of characters and
the world they are in, game properties
and mechanics. The module also offers
an insight into the organization of work
in a team, the structure of the project by
stages, as well as the different roles of
experts participating in the work process.

Krizevci

SANDBOX GAME DEV WORKSHOPS
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MODULI

Art modul

Art module

Art modul simulira rad u umjetni¢kom, tj. art
odjelu u game dev tvrtki. Odjelom upravlja “lead
artist”, tj. u ovom slucaju mentor.

Art modul u pocetku upoznaje polaznike s radom
na hardveru i softveru (tableti Wacom i programi
Adobe Photoshop Elements i Spine) koji se koristi
u industriji racunalnih igara. Digitalna umjetnost
razlikuje se od klasi¢ne, tradicionalne umjetnosti
koja se uci na likovnim akademijama i potreban je
period prilagodbe onima koji nikada nisu radili u
digitalnom okruZju. Iz tog razloga je korisno mlade
Sto ranije izlagati digitalnim medijima i radu na
digitalnim alatima.

The Art module simulates work in an artistic, i.e.

art department in a game dev company. The
department is managed by a lead artist, i.e. in this
case a mentor.

The Art module initially introduces participants
to working on hardware and software (Wacom
tablets and Adobe Photoshop Elements and Spine
programs) used in the computer game industry.
Digital art is different from the classic, traditional
art taught in art academies and requires an
adjustment period for those who have never
worked in a digital environment. For this reason, it
is useful to expose young people to digital media
and working with digital tools as early as possible.



Art modul sastoji se od radionica 2D arta, na
kojima se kreira stati¢ni sadrzaj: likovi, pozadine,
objekti i sl., te od radionica animacije na kojima se
stati¢ni materijal pretvara u dinamicni, animirani
sadrzaj.

Radionice 2D arta upoznaju polaznike s
alatima za crtanje, bojanje, manipuliranje
i obradu slike. Rezultat radionice je
materijal koji je spreman za daljnju
implementaciju u animacijama ili direktno
u Unity engineu. Pri produkciji materijala
posebna se paznja posvecuje odnosu boje,

linije, osvjetljenja i sjene, te formatu i
velicini materijala.

The art module cor ts of 2D art workshops,
where static s created: charc

backgrounds, and  ani

wor Ops, where static erial is transformed

into dynamic, animated content.

2D art workshops introduce participants to
drawing, coloring, manipulating and image
processing tools. The result of the workshop
is material that is ready for further
implementation in animations or directly in
the Unity engine. During the production of
the material, special attention is paid to the
relationship between color, line, lighting
and shadow, as well as the format and size
of the material.

Modules

Krizevci

SANDBOX GAME DEV WORKSHOPS

23



24

MODULI

Radionice animacije su sli¢nijje radu na 3D
modelima jer se stati¢ni, 2D materijal transformira
u dinami¢an materijal. Stati¢ni materijal, tj. slika,
dobiva anatomiju pomocu koje se slika pokrece.
Softver Spine nudi jednostavan i intuitivan nacin
rada pomocu sustava “kostiju” koje se dodaju
slikama. Osim osnova, polaznici u¢e o kreiranju
“mesheva’, grafovima kretanja i kinematickom
pokretanju likova.




Dev modul

/ Dev module

Dev modul predviden je za polaznike koji
preferiraju tehnicki pristup i vjestine u izradi
racunalnih igara. Ovaj modul zahtijeva odredenu
razinu znanja o programiranju i programerskoj

logici, kako bi polaznik lak$e svladao gradivo.

Kao i art modul, i dev modul se sastoji od dva
dijela. Prvi dio je 3D modeliranje koje upoznaje
polaznike s vizualnim kreiranjem 3D modela i
kompleksnih objekata. lako se 3D modeliranje
inace u timovima odvaja u zaseban odjel, ovdje
je radi prakti¢nosti i povezanosti 3D modeliranja
i programiranja objedinjeno u jedan jedinstveni
modul.

Proces 3D modeliranja koristi osnovne
geometrijske oblike kao bazu, ali i
kompleksne alate koji se baziraju na
kiparskim tradicionalnim alatima,
kako bi se doslo do finalnog rezultata.
Polaznici na ovim radionicama kreiraju
trodimenzionalan materijal koji se
direktno ugraduje u Unity engine. Kao i
kod art radionica, kod kreacije 3D modela
mora se paziti na dimenzije i format.

Radionice  programiranja u  programskom
jeziku C# i softveru Unity engine orijentirane
su isklju¢ivo na programerski aspekt rada na
igrama. Polaznici uce o sintaksi, logici i najboljim
praksama rada, kako bi njihov kod bio Sto
korektniji i $to upotrebljiviji u finalnom proizvodu.
Ove su radionice jedan od najnaprednijih dijelova
cijelog programa, $to podrazumijeva da su i
najzahtjevnije i nisu jednostavne za svladavanje.

5 intended for students who

| approach and sk n creating

module requires a certain

level of knowled about and

programming

amming

master the material more easily

so that students can

ts of

Like the art module, the dev module cons

which

two parts

The first part is 3D modeling

participants to the visual

eqgtion

and complex obj

) is normally separa parate

department while working in game dev teams,

here, for the sake of he connect

practicalit e}

of 3D mode and programming, it is integrated

into one unique module

The 3D modeling process uses basic
geometric shapes as a base, but also
complex tools based on traditional
sculpting tools, in order to reach the final
result. Participants in these workshops
create three-dimensional material that is
directly integrated into the Unity engine.
As with art workshops, when creating a
3D model, one must pay attention to the
dimensions and format.

Programmir

the Unitt

tware are

] exclusively on the programming aspect

of worl learn about

Participants

ng on gan

work pra

ct and usab

are one of t

program,

Modules

Krizevci

SANDBOX GAME DEV WORKSHOPS

25



26

MODULI

Modul
post-produkcije

/

| Post-production
/| module

Modul post-produkcije je finalna,
izvedbena faza projekta. Na poéetku
ove faze sav materijal potreban za
izradu igre je kreiran i spreman za
implementaciju, sav kod je napisanii
funkcionalan.



The post-production module is the final,

implementational phase of the project. At the

beginning of this phase, all the material needed

to develop the game is created and ready for

implementation, all the code is written and

functional.

Ovaj modul sluzi za upoznavanje polaznika sa
nekim drugim, ali nista manje vaznim aspektima
rada na igrama, kao npr. audio-inZzenjering,
odnosno dodavanje zvukova i glazbene podloge
uigru.

U ovom momentu takoder se radi i fini “polishing”
igre, odnosno manje izmjene koje su orijentirane
na detalje. U ovom dijelu projekta vise nema velikih
izmjena ili zaokreta, ve¢ je sva paznja posvecena
na testiranje, tok, jasnocu i igrivost igre, kako bi
finalni proizvod bio $to bolje prihvaéen od strane
korisnika.

Na ovom, radionica  svi
polaznici rade zajedno. Polaznici art i dev modula
objasnjavaju jedni drugima i komentiraju materijal

zajedno. Ponovno se okupljaju tematski timovi

zadnjem, modulu

definirani za vrijeme radionica dizajna ra¢unalnih
igara i dovrsavaju svoje razine igara.

This module serves to familiarize the participants
with some other, but no less important, aspects
of working on games, such as audio engineering,
l.e. adding sounds and background music to the
game

At this moment, fine “polishing” of the game is also
being done, i.e. minor changes that are oriented
towards details. In this part of the project, there are
no more major changes or pivots, but all attention
is focused on testing, flow, clarity and playability of
the game, so that the final product is accepted in a
best possible way by users.

In this last workshop module, all participants work
together. Art and dev module participants explain
to each other and comment on the material
together. The thematic teams defined during the
computer game design workshops reconvene and
complete their game levels

Modules
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Ovaj dio retrospektive nudi sustavan pregled radionica u kontektstu hijerarhije,
strukture, tema i trajanja radionica kroz tablice. Tablice su zbog jednostavnosti
koristenja terminologije u izradi ra¢unalnih igara ispisane isklju¢ivo na engleskom
jeziku.

This part of the retrospective offers a systematic
overview of the workshops in the context of the
hierarchy, structure, topics and duration of the
workshops through tables. Tables are printed
exclusively in English due to the simplicity of using
terminology in the creation of computer games

Krizevci
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PROVEDBA RADIONICA

dizajna
racunalnih igara

Game Design
Workshops

Radionice dizajna ra¢unalnih igara su kombinacija
dizajna, organizacije rada i kratkog pojasnjenja
kurikuluma projekta, tj. programa. Za vrijeme ovih

radionica polaznici se upoznaju s temama poput Computer wor fol
narativnog dizajna, dizajna likova i dizajna svijeta combination osign, work organization and a
(world building, lore, setting), te o suptilnim brief explanation of the project’s curriculu

razlikama izmedu ovih pojmova. Jelgelelge]

1. During

learn about topics such as narrative

character n and world d

n (world bu

setting), and about the subtle differences

) these concepts



MODULE SEGMENT  WORKSHOPTITLE SESSION TOPICS SESSIONS
Opening Introduction
About the Project
Introduction to
Sandbox Game | Adbout P.O.LN.T. Association 1
Dev Workshops
About the association's projects
About the association's membership
Difference between gaming and game dev
Career in Game Jobs and Career Opportunities .
Dev Industry Croatian Game Dev Scene in 2022
Top-rated Croatian Games and Studios
Narrative Design and why do we need it
w .
| 3 Narrqtlve Theme, Step by Step
S S Design and 1
@) <
(@) ) Chct.rccter Character Creation
s 5 Design
P4 = Creating Character Moodboard
[«
N
] g Defining a Setting
a) a} Setting,
w g World-building, | World-building and World Rules 1
<Z( (S] Lore
) O Lore and Character Description
Storyline and its Properties
Linear Storyline
Storytellln_g Point-of-View (POV) 1
and Storyline
Branching Storyline
Choose Your Own Adventure (CYOA)
Game Balance
Game Balance,
Organization Files Organization
and Game 1
Design Game Design Document (GDD)
Document
Using Figma and Google Sheets
SESSIONS TOTAL 6

Workshops Implementation
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PROVEDBA RADIONICA

2D arta

Art modul s pocetnim radionicama 2D arta uvodi
studente u digitalnu umjetnost i “game art”, kao i
oshove dizajna korisni¢kog sucelja (user interface,
UD. Polaznici su ucili o procesima stvaranja
“concept arta’, “character arta” i “background
arta” Ovaj modul pokriva osnove softvera
“"Adobe Photoshop Elements” potrebne za izradu
jednostavnih platformerskih igara.

2D Art Workshops

The Art module, with its 2D art workshops,
introduces students to digital art and game art,
as well as the basics of user interface design (Ul).
The participants learned about the processes
‘character art” and

5
of creating ‘“concept art’,

‘background art”. This module covers the basics of

the Adobe Photoshop Elements software needed

to create simple platformer games. The table is

written in English for ease of use of terminology



MODULE SEGMENT  WORKSHOPTITLE SESSION TOPICS SESSIONS
Format and Settings
Brush Tool
Introduction to
Artist’s Digital Eraser Tool
Tools 1/2
Color Picker
Adobe Color Wheel (Online Tool)
2
Layers
Layer Masks
Introduction to
Artist's Digital Groups
Tools 2/2
Exporting
PhotoshopToSpine Script
Examples of Character Design
0
5 g Character Shape
8 ﬁ En-f =gelill d3/4
5 g Character n-face, Profile an
> - Design /e Sketching
= -
a4 <
< Q Layers and Body Parts
« 2
Character Items (Weapon, Armor)
Line art
Character Basic blocking / Coloring
Design 2/2 Details, Shading and Lighting
PtS Script: [mergel], [ignore]
Examples of Background Design
Background Ambience
Background Format and Settings .
Design 1/2

Foreground, Midground, Background

Line art

Seamless Design

Workshops Implementation
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MODULE SEGMENT = WORKSHOPTITLE SESSION TOPICS SESSIONS
Background Parallax (2,3 objects)
gz:ikggr:%l'}gd Basic blocking / Coloring 1
Details, Shading and Lighting
Melee Enemy Design
Enemy Design Line art
1/3 (Melee
Enemy) Basic Blocking / Coloring
Details, Shading and Lighting
Ranged Enemy Design
Enemy Design Line art
2/3 (Ranged ]
Enemy) Basic Blocking / Coloring
» Details, Shading and Lighting
W &
-
2 o Boss Enemy Design
3 | f
(Z) < Enemy Design Line art
= + 3/3 (Boss
% g Enemy) Basic Blocking / Coloring
v
Details, Shading and Lighting
What is Ul/UX
Examples of Game Ul
Game Title and Logo
Menus and Tabs
Game Ul Icons and Symbols 1
Multi-use Button and Slicing
Button Text
Health Bar
Ammo Bar
SESSIONS TOTAL 10




e b’ 57 \1

2D animacije
2D Animation
Workshops

Radionice 2D animacije nude uvod u digitalnu
animaciju putem sistema kostiju. Polaznici
u¢e o osnovama softvera za animaciju Spine,
standarda u danasnjoj industriji racunalnih
igara. Spine je jednostavan za koristenje i veoma
je kompatibilan s Unity engineom, $to ga cini
savrsenim spojem za ove radionice.

2D Animation worksho,

1atior

rn the basics of Sp

standard in

roducti

on to

tation
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PROVEDBA RADIONICA

MODULE SEGMENT  WORKSHOP TITLE SESSION TOPICS SESSIONS
Frame by Frame Animation
Introduction
to Animator’s Bone Animation
Digital Tools 1/2
Bone / Slot / Image System
2
Introduction Setup / Animation
tq A.nlmator s Character Animation
Digital Tools
a/2 Idle Animation (En-face and Profile)
Run Animation
Chgrqcfcer Attack Animation 1
Animation
Jump Animation
‘& Melee Enemy Setup
o
<
L 9 Me.lee Enemy Walk Animation 1
| I Animation
=) 9
[a) = Attack Animation
Q 5
E *é Ranged Enemy Setup
04 £
< < Rapged. Enemy Walk Animation 1
< Animation
Q
A Attack Animation
Boss Enemy Setup
Bo.ss En.emy Walk Animation 1
Animation
Attack Animation
Animation Image into Mesh
Polish !
Dopesheet and Graph
Image Atlas, JSON, Power-of-Two (POT)
Animation
Export and Export Menu 1
Finalization
Export Settings for Unity
SESSIONS TOTAL 8




3D modeliranja

3D Moaelling
Workshops

0
a
o
I
0
pY4
24
o
2
>
w
o)
w
>
<
o
x
o]
m
a
z
<
[2])

37

Radionice 3D modeliranja pokrivaju osnove
3D modeliranja. Od definiranja toga sto 3D
model jest, sve do toga kako se implementira u
igru. Polaznici su koristili softver Blender, koji
je standard u kreiranju 3D modela za hobi-
modelere i profesionalce. Blender modeli mogu se
direktno ucitati u Unity drag-and-drop metodom,
Sto ga, kao i Spine, ¢ini idealnim za koriStenje na
ovakvim radionicama.




PROVEDBA RADIONICA

Creating a Model 4/4

MODULE SEGMENT = WORKSHOP TITLE SESSION TOPICS SESSIONS
3D Model and how it works
Introduction to
. 3D Graphic Overvie
3D Modelling fepne ey !
Video game Graphics History
3D Modelling Basics
3D Modelling | g ey 1
Basics
Creating your First Basic Model
Extrude Tool
» Inset Tool
&
L @ 3D Modelling Bevel Tool 1
- X Tools
2 o .
a) < Knife Tool
o o)
S > £ Subdivide Tool
z > 9
i ] bS]
z o ZO Using Tool to create a Model
Q .
™ Creatlng Our Setting Materials 1
First Model
Texturing
" Models Selection
3 Creating
z Individual Creating a Model 1/4
¥ Models 1/2
o Creating a Model 2/4
2 2
>
w Models Selection
) .
w Creating
z Individual Creating a Model 3/4
g Models 2/2
o
m
la)
z
<
(%]
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Importing Models into Unity
8 Game Engine
I9) S Setting Up Unity Materials 1
w S Import
X
5' 5 Setting Up Scale
&) =
g 8) Creating Basic Unity Scene
E % Creating a Adding Created Models into Scene 1
a § Game Scene
Q Setting Up Basic Lighting
)
SESSIONS TOTAL 8
Workshops /W
¥y N B [ ] T
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PROVEDBA RADIONICA

Unity / C# programiranja

Unity je game engine koji se koristi za vise
platformi. Posebno je popularan medu
developerima mobilnih igara za iOS i Android.
Smatra se jednostavnim za koriStenjem medu
developerima pocetnicima, a popularan je i
medu indie developerima racunalnih igara. Unity
korisniku daje mogucnosti izrade igara i iskustava
u 2D i 3D okruzeniju, te koristi C# programski jezik
za skriptiranje.

Unity / C# Coding
Workshops

ss-platform engine. It is

game

popular for iOS and Android mobile

game development, and is considered easy to use

for beginner developers and is popular for

game development. Unity gives users the at

create games and experie

and uses C# programming lan



MODULE SEGMENT  WORKSHOPTITLE SESSION TOPICS SESSIONS
Navigating Unity 3D
lintroduction Tools and Shortcuts
éofgs;esgev Unity Components 1
Interface Unity Prefabs
Package Manager
Basic Player Controller
Setting Up
a Player Importing Animations 1
Controller
Playing Animations
Using Prefabs in Levels
Creating a
Level and Finishing Up a Level 1
" Environment
% Creating an Environment
<
Y Player Health
11} o
O 9]
o) = Creating Ul Pickup Counter 1
a2
g g Creating Pause Menu
O
a 8 Singletons
Ia) .
~ COdm.g Inheritance 1
2 Practices
5 Best Practices in Unity
Implementing Enemy Behaviour
Epemles and Unity PlayerPrefs 1
Pickups
JSON Basics
DOTween Plugin
E:::(r:,;is and Importing Post-processing Stack 1
Implementing Stack in the Scene
Bug Fixes
Final Polish Play-testing 1
Implementing miscellaneous features
SESSIONS TOTAL 8

Workshops Implementation
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PROVEDBA RADIONICA

Provedba
gejmifikacije

Evidencija pohadanja radionica i aktivnosti
polaznika provodi se kroz Google Sheets
tablicu koja sadrzi elemente gejmifikacije.
Polaznici za prisustvo, aktivnost, pomoc
kolegama i sl. dobivaju bodove, a mogu
osvojiti i posebne predmete za svoj inventar.
Tablica takoder sadrzi tablicu rezultata s
brojem osvojenih bodova po polazniku.

Polaznici Art modula
izradili su specijalne
“avatare” za sve
polaznike. Gejmifikacija
dodatno pojacava
aktivnost i imerziju
korisnika tijekom
radionica i daje vrilo
pozitivne rezultate.

Gamification
Implementation

Art module participants

created special “avatars” for
all participants. Gamification
additionally enhances the
activity and immersion of
users during the workshops
and gives very positive
results.
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game designa

Fundamental
Principles of
Game Design

Matija Vigato

(dizajnericaigara,
Scylla Studio, RH)

Matija Vigato

(game designer,
Scylla Studio, CRO)
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Dana 8. listopada 2022. godine Matija Vigato
odrZala je gostujuce predavanje pod naslovom
“Temeljni principi game dizajna” u kojem je deset
odabranih principa game dizajna objasnila na
primjerima iz ra¢unalnih igara. Principi o kojima
je govorila bili su sljedeci: 1. Cilj, 2. Prepreke, 3.
Pravila, 4. Fizika, 5. Tempo (Pacing), 6. Dinamika,
7. Fokus, 8. Anticipacija, 9. Nagrada i 10.
Konsonantnost.

Cilj i Pravila istaknula je kao klju¢ne karakteristike
igre (game) kojima se razlikuje od igranja (play)
- slobodnije i jednostavnije forme prisutne
u sandbox igrama kao Sto je Minecraft. Kao
primjere dobre upotrebe tih principa navela je
igru “Journey” u kojoj igrac citavo vrijeme ispred
sebe vidi planinu kao svoj krajnji cilj te igru “Baba
is You” Cija se mehanika temelji na stvaranju
pravila. Prepreke je pak navela kao temelj
igrifikacije, referirajuci se na definiciju igre filozofa
Bernarda Suitsa iz njegova djela Skakavac: Igre,
zivot i utopija prema kojoj je igra “dobrovoljni
pokusaj prevladavanja prepreka koje nisu nuzne”.
Jednostavna radnjaizlaska iz prostorije, istaknula
je Vigato, moZe se uciniti igrom postavljanjem
pravila da se pritom ne smije dotaknuti pod.

Jednako tako, u videoigri “Pac-Man” cilj je pojesti
sve tockice unutar labirinta, ali pritom se kao
prepreke tom cilju postavljaju Ghost Gang. Princip
Fizika zahtjeva da se u racunalnoj igri postivaju
fizikalni zakoni, koji ne ne moraju biti realisti¢ni, ali
moraju biti konzistentni. To je, istaknula je Vigato,
dobro izrazeno u igri Portal u kojoj se putem
portala mogu spojiti dvije tocke u prostoru, Sto u
stvarnosti nije moguce, ali pri ¢emu zakon sile teze
i dalje vrijedi.

On October 8, 2022, Matija Vigato held a g

lecture entitled “Fundamental principles of

design” in wh she explained ten s

principles of game d using example

e talked about

computer games. The principles sh

were as follows: 1. Goal, 2. Obstac &,
4. Physics, 5. Pacing, 6 7. Focus, 8

Anticipation, S. Reward and 10. Consonance.

Dynamics,

pointed out the goal and rules as the key
characteristics of the game that differentiates it

from play - the fr

>er and simpler forms present

in sandbox games such as Minecraft. As examples

of good use of these principles, she mentioned
the game ‘Journey’, in which the player sees the

mountain in front of him the whole time

ultimate goal, and the game “Baba is You’, whose

mechanics are based on the creation of rules.

She cited obstacles as the basis of gamification,

referring to philosopher Bernard Suits’ definition

of play from his work The Grasshopper: Games
Lif

voluntary attempt

e and Utopia, according to which a game is “a

to overcome obstacles that are

not necessary”. The simple act of leaving the roor;
Vigato pointed out, can be made into a game by
setting a rule that one must not touch the floor

Likewise, in the video game “Pac-Man” the goal is

all the dots inside the maze, but the Ghost

to eat

stands in the way of that goal. The principle

[€lelgle}

in a computer game

espected, which do not

have to be real st be consistent.

This, Vigato pointed out, is well expressed in the

game Portal, in which two points in space can be

connected through a portal, which is not possible

, but where the law of gravity still applies




Kao iduéi princip Vigato je navela
Tempo - stopuizmjene periodavisokog
i niskog intenziteta u rac¢unalnoj igri,
pod ¢ime se misli na zahtjevnost onog
Sto se trazi od igraca. Naime, ako
stavimo previse trenutaka visokog
intenziteta jednog za drugim tada
igracu ne dajemo priliku za odmor,
a ako zaredamo previse trenutaka
niskog intenziteta riskiramo da igrac
izgubi interes za igrom. Umjesto
toga, treba se teziti balansiranim
izmjenama, za Sto je Vigato dala
primjer igre “The Last of Us” u kojoj
u jednom dijelu igre imamo borbu
s bossom, a u drugom moguénost
promatranja pejzaza tijekom zatisja
od borbe.

As the next principle, Vigato stated

Tempo - the rate of change of
periods of high and low intensity in a
computer game, by which is meant the
demandingness of what is required of
the player. Namely, if we put too many
moments of high intensity one after the
other, then we don't give the player a
chance to rest, and if we put too many
moments of low intensity in a row, we
risk that the player loses interest in the
game. Instead, one should strive for
balanced changes, for which Vigato
gave the example of the game “The
Last of Us” in which in one part of the
game we have a fight with a boss, and
in the other the possibility of observing
the landscape during a Iull from the
fight.

Guest Lectures
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Princip Dinamike nalaZze da se kod igraca
potice briga o vise paralelnih radnji. U lokalnoj
kooperativnoj igri “Lovers in a Dangerous
Spacetime” igraci tako moraju istovremeno
upravljati s viSe specijaliziranih  stanica
svemirskog broda kako bi brod vozili, stitili ga od
ostecenja i napadali neprijatelje, a pored vlastita
prezivljavanja moraju misliti i na spSavanje
zZivotinja. Fokus je, navodi dalje Vigato, princip
prema kojemu igracu treba jasno pokazati Sto mu
je Ciniti, a Sto se moze uciniti osvjetljavanjem puta,
davanjem hintova, preusmjeravanjem kamere i
slicno. Kao primjer Vigato je navela segment igre
“Tomb Raider” u kojem se fokus igrac¢a usmjerava
vatrom koja, okruzena mrakom, privlaci pozornost
[[e]gelele

Anticipacija je princip proizasao iz dvanaest
pravila animacije, a oznacava nagovjestaj onoga
Sto slijediuigri kako bi se igrac upozorioi pripremio
na reakciju. Najlakse ga je, istice Vigato, postici
koristenjem zvuka, na primjer krikom cudovista
prije nego ga se vidi ili zvukom zemljotresa prije
nego se tlo pocne pomicati. Kao primjer navela je
“icy ground attack” iz igre “God of War" koji se kod
lika Baldura nagovjestava kada digne obje Sake u
zrak. Nadalje, Nagrada je motivacijski element koji
uigracu potice Zelju da mu se pribliZi ostvarenjem
kakvog cilja, za Sto je kao primjer Vigato navela”
Heavenly Strike quest” u igri “Ghost of Tsushima”
u kojem se za pobjedu u dvoboju s Yashhirom
Kogom kao nagrada dobiva Heavenly Strike.



GOST

Kao posliednji princip Vigato je navela
Konsonantnost, princip koji se temelji na
usuglasavanju igre i umjetnosti unutar ra¢unalne
igre i time izbjegavanju takozvane ludonarativne
disonance - pojma kojim game dizajner Clint
Hocking oznacava konflikt izmedu igre i narativa.
Za objasnjenje principa navela je Hockingov
primjer igre “Bioshock” koja ne postiva princip
konsonantnosti buduci da u narativu promovira
nesebicnost, a u gameplayu sebi¢nost. Svaki
je princip Vigato nastojala dodatno razjasniti
tako da je polaznike predavanja kroz interakciju
potaknula da ga primijene igrifikacijom
svakodnevne i jednostavne radnje odlaska u
Skolu.

49



SYSIN
|OUOII0ONPT

IS \
NAILV



Ekskurzije su organizirane s ciliem da polaznici
uzivo vide kako izgleda rad u tvrtkama i timovima
koji proizvode racunalne igre i da se familijariziraju
s okruzenjem u kojem se nalaze zaposlenici u
industriji. Takoder su organizirane prakti¢ne
prezentacije proizvoda na kojima rade programeri
i artisti u industriji, kao $to su aplikacije, softver i
same igre.

Danas je industrija racunalnih igara
etablirana kao unosna i brzo rastuca
bransa na granici izmedu IT-ja i zabavne
industrije, kako globalno, tako i u nasoj
drZavi. Vazno je da se potencijalni buduci
zaposlenici Sto ranije izloZe i ukljuce u njen
rad i budu svjesni svih prednosti i teskoé¢a
koje nosi rad na racunalnim igrama.

Today, the computer game industry is
established as a Iucrative and rapidly
growing branch on the border between
IT and the entertainment industry, both
globally and in our country. It is important
that potential future employees are
exposed to and involved in her work as
early as possible and are aware of all the
advantages and difficulties of working on
computer games.
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Posjet inkubatoru

PISMO Novska

A Visit to

PISMQO business
INncubator Novska

U subotu, 29. listopada 2022. polaznici su u
pratnji mentora i predstavnika udruge P.O.LN.T.
posjetili poslovni inkubator PISMO u Novskoj.

Polaznike je u Novskoj doc¢ekao Vlado Vujica,
predstavnik agencije SIMORA koji im je ukratko
predstavio rad inkubatora i agencije, te buduce
planove koji uklju¢uju gradnju Kampusa i E-sports
arene, za koju su sredstva ve¢ osigurana iz EU
fondova, a za koju se nadaju da ce privudi jos
vise mladih i dodatno galvanizirati poduzetnistvo
grada Novske i Sisacko-moslavacke Zupanije.

Nakon obilaska zgrade PISMO 1, polaznicima
su rad svojih tvrtki i obrta predstavili Dominik
Cvetkovski (Aniq d.o.0.) koji je ujedno i predsjednik
udruge Hrvatskih izradivac¢a racunalnih igara
(HU-I1Z-VI), Tomislav Markovi¢ (obrt Dynamite
Priest), Mateja Olujic (obrt Oona) i Mladen
Bosnjak (obrt Misfit Village) koji je polaznicima
ujedno bio i mentor na radionicama 3D
modeliranja. Poduzetnici su mladim Krizevéanima
predstavili projekte na kojima rade i kratko s njima
porazgovarali o mogucnostima rada u industriji
racunalnih igara.

[0}

On Saturday, October 29th 2022, attendees were
accompanied by mentors and representatives of
the P.O.LN.T. association on a visit to the PISMO

s incubator in Novska.

ousine.

After arriving to Novska, the attendees were
welcomed by Viado Vujica, a representative of
the SIMORA agency, who briefly presented the
work of the incubator and the agency, as well as
future plans that include the construction of the
Campus and the E-sports arena, for which funds

have already been procured through EU funds,

and for which they hope to attract even more

After a tour of the PISMO 1 building attendees

J

were acquainted with projects of startups headed

by Dominik Cvetkovski (Anig d.o.0.), who is also
£

the president of the Association of Croatian
Computer Game Makers (HU-IZ-VI), next Tomislav
Markovic (Dynamite Priest), Mateja Olujic (Oona)
and Mladen Bosnjak (Misfit Village) who was also
a mentor to the attendees at the 3D modeling
The

projects they are working on to the young people

WOori entrepreneurs prese

of Krizevci and briefly talked with them about the

possibilities of worki

g in the computer game
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Obilazak nove zgrade inkubatora tzv. PISMO
2 zapoceo je razgledavanjem i isprobavanjem
opreme za testiranje VR i AR softvera.
Polaznicima su predavanje o izradiigara odrzali
Josipa i Kristijan Bencek iz tvrtke Grow, takoder
mladi poduzetnici iz inkubatora PISMO koji su
eZili neke znacajne uspjehe, kako u
igara, tako i na podrucju tehnologije i
IT-a. Uz naprednu opremu, polaznici su takoder
imali priliku vidjeti kako izgleda ,mo-cap”
studio za snimanje pokreta i glazbeni studio.

Nakon kratke pauze i ru¢ka, polaznici su posjetili
i Park prirode ,Lonjsko Polje - Krapje”, gdje su
imali priliku uZivo vidjeti kako funkcionira jedna
AR aplikacija (koju su za potrebe Parka prirode
takoder izradili Josipa i Kristijon Bencek) i kako
se tehnologija, u€enje i boravak na svjezem zraku
mogu ukomponirati u zanimljivu avanturu.

Posjet Parku prirode zavrsio je voznjom c¢amcem
po rijeci Lonji, uz vodstvo zaposlenika parka i
kratak audio-zapis koji je u realnom vremenu
objasnjavao kontekst i specifi¢nosti parka i eko-
sustava u kojem se nalazi. Treba naglasiti kako je
cjelokupna ekskurzija bila besplatna za polaznike,
a sredstva su osigurana iz projekta.

Tour of the new incubator building, nicknamed
PISMO 2 started with viewing and trying out
equipment for testing VR and AR software.
Josipa and Kristijan Bencek from the company
Grow, also young entrepreneurs from the PISMO
incubator, who have already attained some
significant successes, both in the game industry
and in the field of technology and IT, gave the
participants a lecture on game making. Along
with advanced equipment, attendees also had
the opportunity to see what a “mo-cap” studio
and a music studio look like.

After a short break and lunch, the participants

ed the “Lonjsko Polje - Krapje” Nature Park,

where they had the opportunity to see in person
how an AR application works (which was also

he needs of

e Nature Park by Jos

on Bencek) and how technology, learning

1ed into

and sta

ying in the fresh air can be comt

an interesting adventure

2

The t he ture Park ended with a boat ride

on

ed by park st

and with a explained in

real time the context and specif
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Posjet studijima
Zd razvoj
racunalnih igara
u Zagrebu

A Visit to Game
Dev Studios in
Zagreb



U Cetvrtak, S. sije€nja 2023. polaznici su putovali
u Zagreb u posjet eminentnim hrvatskim studijima
za izradu rac¢unalnih igara. Polaznici i predstavnici
udruge P.O.LN.T. imali su priliku uzivo vidjeti kako
izgleda rad u velikim i manjim studijima, koje su
prednosti rada u suvremenom okruzenju i kakva
je kultura tvrtki koje zaposljavaju mlade game
developere i artiste.

Prvo odrediste bilo je tvrtka “Nanobit”, najveci
i najpoznatiji hrvatski game dev studio cije igre
odli¢no kotiraju na domaé¢em i medunarodnom
trzistu. Tvrtku je 2020. godine akvizirala
Svedska grupacija Stillfront, medutim studio je
zadrZao maksimalnu autonomiju u kreativhom

segmentu, kao i u upravljanju.

Ispred tvrtke polaznike je docekala Anamarija
Lonza, suradnica za ljudske resurse. Ona je
okupljenima predstavila rad tvrtke, politiku i
kulturu studija, prednosti i benefite koje nudi
rad u Nanobitu, te kako izgleda sam proces
zaposljavanja. Predstavljanje tvrtke nastavio je
Ivor Strelar, lead artist koji je detaljnije govorio o
samom procesu izrade svih elemenata koje sadrzi
jedna igra, o softveru i vjestinama potrebnim za
izradu 2D arta. Nakon predavanja polaznici su
uz pratnju obisli Nanobitove urede, gdje su imali
priliku porazgovarati sa zaposlenicima i pitati ih
sve $to ih je zanimalo.

On Thursday, January 5th 2023, attendees
traveled to Zagreb to visit eminent Croatian
game development studios. Attendees and
representatives of the association P.O.LN.T. had
the opportunity to see in person what it looks like
to work in large and small studios, what are the
advantages of working in a modern environment
and what is the culture of companies that employ

young game developers and artists.

The first destination was the company “Nanobit”,
the largest and most famous Croatian game dev
studio, whose games are highly rated on the
domestic and international market. In 2020, the
company was acquired by the Swedish Stillfront
Group, however, the studio retained maximum
autonomy in the creative segment, as well as in
management.

In front of the company, the attendees were
welcomed by Anamarija Lonza, human resources
associate. She presented the work of the
company, the policy and culture of the studio, the
advantages and benefits of working at Nanobit,
and what the recruitment process itself looks like
The presentation of the company was continued
by Ivor Strelar, lead artist, who spoke in more detail
about the process of creating all the elements that
one game contains, about the software and skills
needed to create 2D art. After the lecture, the
participants toured Nanobit's offices, where they
had the opportunity to talk to the employees and
ask them everything they were interested in

Educational Visits
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Nakon  korporativno-orijentiranog  Nanobita,
ekskurzija se nastavila posjetom manjem, ali
nista manje vainom indie studiju “Under the
Stairs". Polaznike su ugostili viasnik tvrtke i CEO
Vladimir Bogdani¢ i dizajner ra¢unalnih igara Filip
Neduk. Zaposlenici studija posjetiteljima su pricali
0 svom uspjeSnom prvijencu, inovativnoj rogue-
like igri “Eyes in the Dark: The Curious Case of One
Victoria Bloom”, koju se u studiju moglo i zaigrat.

Posljednje odrediste ekskurzije bio je zagrebacki
ZICER, inovacijski centar smjesten na
Zagrebackom velesajmu u kojem je svoj dom
pronasao indie studio “Gamechuck”. Direktor
studija, Aleksandar Gavrilovic¢ (koji je bio govornik
na prvom izdanju Sandbox Game Dev Mini Con-a
2020. godine), proveo je polaznike kroz centar i
upoznao ih s raznim tvrtkama koje tamo imaju
sjediste. Na kraju je predstavio njihov studio,
igre na kojima trenutno rade, podijelio prigodne
informativne materijale i pokazao zanimljiv VR/
AR projekt uredaja za osposobljavanje vozaca
vilicara, za koji su osvajili i nekoliko nagrada.

After the
excursion continued with a visit to the smaller but

corporate-oriented  Nanobit, the

no less important indie studio “Under the Stairs”.
The attendees were hosted by the company’s
owner and CEO Viadimir Bogdanic and computer
game designer Filip Neduk. Studio employees
told visitors about their successful debut, the
innovative rogue-like game “Eyes in the Dark: The
Curious Case of One Victoria Bloom’, which could
be played in the studio.

The last destination of the excursion was Zagreb's
ZICER, an innovation hub located at the Zagreb
Fair, a home to the indie studio “Gamechuck”
The director of the studio, Aleksandar Gavrilovic
(who was a speaker at the first edition of Sandbox
Game Dev Mini Con in 2020), gave the participants
a tour of the hub and introduced them to various
companies based there. At the end, he presented
their own studio, the games they are currently
working on, shared informative materials and
showed an interesting VR/AR project of a device
for training forklift drivers, for which they won

several awards

Educational Visits
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"Sandbox Game Dev Workshops” projekt je koji
je, zajedno s jos nekoliko drugih projekata udruge
P.O.LN.T. iz Krizevaca, promijenio paradigmu
edukacije u lokalnoj sredini i ponudio mladima
alternativu i pronalazak drugacijeg pristupa
obrazovaniju i karijeri.

Osim konkretnih i primjenjivih znanja kroz niz
edukacija, projekt je mladima ponudio i Sirok
uvid u mogucnosti zaposlenja i osobnog razvoja
u kontekstu suvremenih tehnologija. Projekt
ovakvog opsega i razine organizacije nije
uobicajen i iz tog razloga moramo jo$ jednom
zahvaliti nasim velikodusnim pokroviteljima,
Veleposlanstvu SAD-a u Hrvatskoj sto su
prepoznali vrijednost i omogucili provedbu ovog
projekta.

Projekt nije sadrzavao samo edukacije. Tu su
bila gostovanja, edukativni izleti, manifestacije,
druzenja i nova prijateljstva. Neki od polaznika
takoder su postali i dio P.O.LN.T.-ove male, ali
vrijedne obitelji kao ¢lanovi udruge.

Ova sezona je zavrsila veoma uspjesno, sa
izvanrednim rezultatima i na radost sviju
ukljucenih. Udruga, mentori i svi ostali ukljuceni
u organizaciju projekta i dalje ¢e traziti nove
nacine da svoja znanja i kapacitete nastave
usmjeravati prema edukaciji mladih i njihovom
profesionalnom usmjeravanju. Nadamo se da
¢emo u tome i dalje imati potporu lokalnih viasti
i pokrovitelja.
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U subotu, 18. veljace 2023. u dvorani Kina
Krizevci u Razvojnom centru i tehnoloskom parku
KriZevci odrZana je zavrsna svecanost s dodjelom
diploma mladim polaznicima koji su uspjesno
zavrsili Sandbox Game Dev Workshops, sustavnu
edukaciju iz podrudja dizajna i razvoja ra¢unalnih
igara.

On Saturday, February 18th 2023, in the
Krizevci Movie Theatre Hall, which is a part of the
Krizevci Development Center and Technology
Park, a graduation event was held for the young
participants  who successfully completed the
workshops.

“We are a friendly city with
Novsko on some historical
grounds, but | am glad that
this project has established
another form of perspective
cooperation. | congratulate
you, our young people who
are future professionals in
this propulsive field, on the
success you have achieved
and the knowledge you have
acquired.”

- Mario Rajn
Mayor of Krizevci



'/

S Novskom smo grad prijatelj po
nekim, sada vec¢ povijesnim oshovama,
no drago mi je da je ovim projektom
utemeljen jos jedan vid perspektivne
suradnje. Cestitam vama, nasim
mladima koji ste bududi profesionalci
u ovom propulzivhom podrudju, na
uspjehu koji ste postigli i znanjima
koja ste stekili.

- Mario Rajn

gradonacelnik Grada
Krizevaca

~
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Medu uzvanicima na svec€anosti bili su i
Mislav Sucec iz Ureda za odnose s javno$éu
Veleposlanstva SAD-a u Hrvatskoj, Vlado Vujica
iz Razvojne agencije SIMORA iz Siska u cijem
sastavu djeluje poslovni inkubator PISMO u
Novskoj, Sandro Novosel, procelnik Upravnog
odjela za odgoj, obrazovanje, kulturu, sport,
socijalnu skrb, nacionalne manjine i turizam
Grada Krizevaca, Jelena Veli¢, direktorica
Krizevackog poduzetnickog centra te predavacica
Matija Vigato i predavaci Mladen Bosnjak i Nikola
Zeman.

mong the @
Among the g

Viado

k, which
bator PISMO in Novska,

Sandro Novosel, head of the Admi

pment Agency from Sis
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oartment for Education ,




“Even though we have been
in business for almost 20
years, every new idea and
young volunteer motivates
us, so | invite you, Sandbox
graduates, to join the work
of our four newly founded
sections - IT, festival,
communication and creative,
so that we can keep in touch
and set new exciting ideas in
motion.”

- Hrvoje Belani

P.O.I.N.T. association

'/

lako djelujemo ve¢ gotovo 20 godina,
svaka nova ideja i mladi volonteri

nas motiviraju, stoga vas, Sandbox
diplomce, pozivam da se prikljucite radu
nasih €etiriju novoosnovanih sekcija -
informaticke, festivalske, komunikacijske
i kreativne, i time se nastavimo druziti i
nove uzbudljive ideje provoditi u djela.

- Hrvoje Belani
udruga P.O.I.N.T.

St dent ~Aotion and Gradi iation Cerermont
Student Promotion and Graduation Ceremony
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ART modul uspjesno su zavrsili: Luka Brlek, Sofija
Krnjak, Eva Ratkovi¢, Dora Seles, Gabriel Zagar i
Jelena Kirin.

DEV modul uspjesno su zavrsili: Jakov HanzZekovic,
Frane Marinkovi¢, Matej Viahek, Dario Konjacic,
Leon Podhraski, Pavle Prodan, Mateo Lugomer,
Filip Mikinac, Vidya Marjanovi¢, Luka Pevec, Aron
Karre, Toni Rasonja, Sebastijan Satvar i Tihomir
Mikinac.

Kipice ,Zlatni Sandbox” za postignute rezultate
dobili su Luka Brlek, Sofija Krnjak, Jakov
Hanzekovi¢ i Frane Marinkovi¢, a posebnu
nagradu i ,Zlatni Sandbox” primio je Matija
Kovacevic.

The ART module was successfully completed by:
Luka Brlek, Sofija Krnjak, Eva Ratkovic, Dora Seles,
Gabriel Zagar and Jelena Kirin

The DEV module was successfully completed by:
Jakov HanZekovic, Frane Marinkovic, Matej Viahek,
Dario Konjacic, Leon Podhraski, Pavle Prodan,
Mateo Lugomer, Filip Mikinac, Vidya Marjanovic,
Luka Pevec, Aron Karre, Toni Rasonja, Sebastijan
Satvar and Tihomir Mikinac.

Luka Brlek, Sofija Krnjak, Jakov HanZekovic and
Frane Marinkovic received “Golden Sandbox”
statuettes for the results achieved, and Matija
Kovacevic received a special “Golden Sandbox”
award.

“We had high expectations,

but the results really surprised
us. The attendance of our
participants, the will to create
and finally the results of our
workshops are proof of how
much such projects are needed
by the local community and how
talented the young people who
attend such programs are.”

- Ilvan Ivanovic¢

project manager



'/

Imali smo velika oéekivanja, ali su nas
rezultati uistinu iznenadili. Redovitost
nasih polaznika, volja za stvaranjem i
na kraju rezultati nasih radionica, dokaz
su koliko su ovakvi projekti potrebni
lokalnoj zajednici i koliko su talentirani
mladi ljudi koji takve programe
pohadaju.

- Ilvan Ivanovic
voditelj projekta

Student Promotion and Graduation Ceremony
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“ want to congratulate all the
participants on their success in
this project, | watched some of
their games before the ceremony,
and | really liked them.”

- Erica King

Deputy Head of the Public Relations Office
of the US Embassy in the Republic of
Croatia



i1

Zelim ¢Eestitati svim polaznicima na
njihovom uspjehu u ovom projektu,
pogledala sam prije svecanosti neke
od njihovih igara, i jako su mi se
svidjele.

- Erica King
zamjenica procelnika Ureda za odnose

s javnoscu Veleposlanstva SAD-a u
Republici Hrvatskoj
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KriZevci postaju srediSte gaminga
Krizevci become a center of gaming

Autor / author: Redakcija portala Krizevci.info /
Krizevci.info editorial staff
Datum / date: 5. 9. 2022.

https://www.krizevci.info/2022/09/05/krizevci-
postaju-srediste-gaminga/

Krenuo projekt “Sandbox” udruge
P.O.LLN.T., éak 26 polaznika uci o
razvoju racunalnih igara

P.O.I.N.T''s “Sandbox” project is
underway, up to 26 attendees learn
about game development

Autor / author: Hrvoje Belani
Foto / photo: Hrvoje Belani
Datum / date: 24. 9. 2022.

https://www.krizevci.info/2022/09/24/krenuo-
projekt-sandbox-udruge-p-o-i-n-t-cak-26-
polaznika-uci-o-razvoju-racunalnih-igara/



Odli¢an odaziv na P.O.I.N.T.-ov
“Sandbox”, sustavnu edukaciju
mladih o razvoju rac¢unalnih igara

Outstanding response to
P.O.IN.T''s “Sandbox”, a
systematic game dev education
for young people

Autor / author: redakcija portala Krizevci.info /
Krizevci.info editorial staff

Foto / photo: Hrvoje Belani

Datum / date: 14.10. 2022.

https://www.krizevci.info/2022/10/14/foto-
odlican-odaziv-na-p-o-i-n-t-ov-sandbox-
sustavnu-edukaciju-mladih-o-razvoju-
racunalnih-igara/

U Novskoj posjetili poslovni
inkubator za razvoj ra¢unalnih
igara, obisli Lonjsko Polje
Novska business and game dev
hub and Lonjsko polje visited

Autor / author: lvan Uvanovi¢
Foto / photo: Anderej Dundovi¢
Datum / date: 24. 9. 2022.

https://www.krizevci.info/2022/11/20/u-
novskoj-posjetili-poslovni-inkubator-za-razvoj-
racunalnih-igara-obisli-lonjsko-polje/

U Zagrebu posjetili velike i male
studije za razvoj ra¢unalnih igara

Big and small game dev studios in
Zagreb visited

Autor / author: lvan Uvanovic¢
Foto / photo: Hrvoje Belani, lvan lvanovi¢
Datum / date: 29. 1. 2023.

https://www.krizevci.info/2023/01/29/u-
zagrebu-posjetili-velike-i-male-studije-za-
razvoj-racunalnih-igara/

Svecano dodijeljene Sandbox
diplome mladim kreatorima
rac¢unalnih igara

Sandbox diplomas awarded to
young game creators

Autor / author: redakcija portala Krizevci.info /
Krizevci.info editorial staff

Foto / photo: Silvija Novosel

Datum / date: 20. 2. 2023.

https://www.krizevci.info/2023/02/20/foto-
svecano-dodijeljene-sandbox-diplome-mladim-
kreatorima-racunalnih-igara/
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