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GRANT APPLICATION

Programme CZ07 Sector code 4308200 Application 
number NF-CZ07-ICP-4-4622015

1. Basic information
1.1. Project name Virtual Memories: Representation of History and War in Digital Games

1.2. Programme CZ07 - Scholarship Programme and Bilateral Scholarship Programme  

1.3. Programme result Increased and strengthened institutional cooperation at all levels of the education 
sector (school education, higher education, vocational/training education and adult 
education) between EEA EFTA states and Beneficiary

1.4. Programme output = 
project result 

New bilateral partnership agreement 
Planned further joint projects/programs/moduls
Publicity – promotional events where EEA/NRW Grants scholarship program was 
presented
Increased and strengthened institutional cooperation at all levels of the education 
sector

1.5. Project summary The aim of this project is to strengthen and further develop the existing collaboration 
between the Faculty of Arts of Charles University in Prague and the Faculty of Humanities, 
Social Sciences and Education of UiT - The Arctic University of Norway. The project will 
establish an effective transfer of knowledge between these two institutions related to 
education and research, including collaboration on educational materials, teaching 
methods, and digital teaching tools. In particular, within the project we plan to (1) facilitate 
the collaboration on syllabi and educational materials related to the study of digital games 
as cultural artifacts, (2) translate an educational digital simulation, Czechoslovakia 38-89: 
Assassination, into English and implement it as a shared research and teaching tool, and (3) 
organize a joint workshop for teachers and researchers of both institutions in Prague. 
Additionally, we will prepare the grounds for a joint Horizon 2020 application scheduled for 
2017.

1.6. Projects outputs 
(their location) 

Dopad na celou ČR

1.7.1. Main focus of the 
project 

Joint products and services of institutional cooperation

1.7.2. Secondary focus of 
the project 

Seminars/ conferences /workshops organised
Joint teaching methodologies developed

1.8. Planned period of project implementation
Expected date of 
beginning 01/01/2016 Expected date of  

completion 30/09/2016 Indicated implementation period 
(in months ) 9

1.9. Project funding CZK % of total eligible expenditures

Total project expenditures 1 370 820

Total eligible project expenditures 1 370 820 100 %

Requested grant 1 226 934 90 %

Co-financing 143 886 10 %



2

2. Applicant
2.1. Name and contact details  

Name of the applicant Karlova Univerzita v Praze, Filozofická fakulta

Legal form 601 - Vysoká škola (veřejná, státní)

Business identification ID  Tax ID CZ00216208

Organizational unit Faculty Institution 
type

Public university

Data box number  Private 
institution

Ne

Statutory representative Mirjam  Friedová
Tomáš  Zima

Street náměstí Jana Palacha Orientation 
house number

2

House 
number

1 Registration 
house number

 

CIty Praha

District Josefov

ZIP 11000

Address of applicant 

Country Česká republika

Website http://www.ff.cuni.cz/

2.2. Contact persons

Name and surname Position e-mail Phone Fax Phone 2 Send 
notifications 

Vit Sisler Principal 
investigator

vsisler@gmail.com +42025108
0205

+42025108
0205

Yes

2.3. Description of applicant 

The Faculty of Arts at Charles University in Prague is currently one of the largest and most important scientific and 
educational institutions in the humanities in Czech Republic, with almost one thousand employees (including 57 full 
professors). Founded in 1348 by the king Charles IV., the Faculty of Arts has been the intellectual centre of the kingdom 
of Bohemia and it remains a leading research and educational institution until nowadays. The scientific output of the 
Faculty, measured by the number of academic monographs and articles, is larger than the one of any other institution in 
the humanities in Czech Republic – which reflects both the quality of the scientific research of the Faculty and the level 
of tutoring offered to the students.

The project will be carried out at the New Media Studies department of the Institute of Information Studies and 
Librarianship at the Faculty of Arts of Charles University in Prague. The Institute represents the oldest academic ground 
in the area of information science and librarianship in the Czech Republic. The Institute is devoted to the study of this 
science at various levels of higher education (bachelor's, master's and doctor's degree). New Media Studies department 
explores the intersections of computing, science, the humanities, and the visual and performing arts. From the 
academic year 2016/17 a new sub-programme in Game Studies will be open at the New Media Studies Department.

2.4. Experience of applicant with other exchange programmes
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Programme name Project name Year of call 
announcement Brief description of the project 

3. Partners 

3.1. Name and contact details 

Name of partner institution UiT - The Arctic University of Norway, Faculty for Humanities, Social Sciences, and 
Education

Type of organization Institutions at the tertiary level of education

Organizational unit UiT - The Arctic University of Norway, Faculty for Humanities, Social Science, and 
Education, Dept. of Culture and Literature (Media- and Documentation Studies)

Legal form PIC 999874643
Partner institution is not 
from the Czech Republic Yes

Partner institution is from 
Donor states or relevant 
international institutions  

Yes

Web uit.no

Street Hansine Hansens Veg Orientation 
house number  

House 
number 2 Registration 

house number  

CIty Tromso

District  

ZIP 9037

Address of partner 
institution 

Country Norway

Contact person of partner institution 

Name Holger Surname Pötzsch

Title before name Dr. Title after name  

Phone +4777645380 Fax  

E-mail holger.potzsch@uit.no

3.2. Description of organization and activities of project partner 
UiT - The Arctic University of Norway’s (UiT) Faculty for Humanities, Social Sciences, and Education (HSLF) is the main 
partner of the project. Within the faculty, the Dept. of Culture and Literature and the section for Media- and 
Documentation Studies (MDS) are the main partner. MDS at UiT has a long-standing focus on the interrelation between 
mediation, archiving, and history. Since 2013 this focus has been extended to include issues of digital games and 
cultural memory leading to the establishment of the WAR/GAME-project coordinated at MDS/UiT and resulting in an 
international workshop and a series of academic publications. 

Tasks carried out at UiT/MDS during the project period:
development of teaching cooperation with Charles University in Prague in the field of MDS and in particular digital 
games, history, and cultural memory
supervision of the development of syllabi at CU dealing with digital games
presentation of results on joint workshop in Prague and in form of academic publication
provision of teaching and supervision services in connection with this collaboration 
arranging of guest lecture and workshop with Vit Sisler at UiT (September 2016)
participation in funding applications after end project period to ensure continued funding for the project and the 



4

network (Horizon 2020)

Main contributors from UiT are Holger Pötzsch,  Christine Smith-Simonsen, and Emil Hammar.

4. Project description 
4.1. Initial state and motivation
Digital games are a global phenomenon that pervades much of society regardless of age, gender, or social 
status. Many games deal with real historical events, constructing virtual representations of the latter and 
communicating them to players. Thus, it is crucial to critically study the symbolic and ideological dimensions 
of in-game representational politics, particularly in relation to contested histories and spaces of conflict. Until 
recently, the social and cultural aspects of digital games have been largely neglected by academia. This 
situation is changing as many universities open programs in game studies. Given the novelty of the field, 
these programs are in particular need of shared standardized research and teaching methods, syllabi and 
methodological frameworks. Digital games and their broader social and cultural aspects can be studied at 
New Media Studies at Charles University in Prague (CU) and Media- and Documentation Studies at UiT - The 
Arctic University of Norway (UiT). Vit Sisler from CU and Holger Pötzsch from UiT already collaborate within 
the interdisciplinary WAR/GAME research group. The aim of this research group is to conduct a 
multidisciplinary analysis of a specific corpus of violence-themed narrative digital games and assess their 
potential individual and collective impacts. The proposed project stems from the existing collaboration, 
which it aims to deepen and enhance. The project is in accordance with the Long-term Strategic Plan of the 
Faculty of Arts of CU by focusing on interdisciplinary education in English and collaboration with foreign 
partners. The project is in accordance with the accreditation of the New Media Studies at CU, where Game 
Studies will open in 2016/2017 with courses taught in English. Finally, the project is in accordance with 
Norway Grants Call for Proposals, while it aims to enhance human capital and knowledge base in the Czech 
Republic and support cooperation between Czech and Norwegian educational institutions.
4.2. Overall objective and expected benefits
The primary aim of this project is to strengthen and further develop the existing collaboration between New Media 
Studies at the Faculty of Arts of CU and Media- and Documentation Studies at the UiT Tromso. The project will establish 
an effective transfer of knowledge between these two departments related to education and research, including 
collaboration on educational materials, teaching methods, and digital teaching tools. 

The primary aim will be reached by three different, yet entangled, key activities within the project:

(1) Collaboration on syllabi and educational materials. We will collaborate on the creation and/or enhancement of the 
syllabi and educational materials for the courses which share common knowledge domains. At CU, these courses are 
“AISE00022: Video Games as a Sociocultural Phenomenon” and “AISExxxxx Contemporary Issues in Game Studies.” The 
first course is already taught at CU and is open to New Media Studies Czech students and foreign Erasmus students. The 
other will open in winter semester 2016/2017 in accordance with the new accreditation of New Media Studies. Both 
courses are taught by Vit Sisler. Given the relative novelty of the field, there exist no established teaching and research 
methods and guidelines for students. Thus, while creating and enhancing the syllabi of these two courses, CU faculty 
could benefit significantly from the experience of Holger Pötzsch and his team at UiT. Pötzsch’s field of research 
includes audio-visual war culture (in particular the war film and war games), film and cultural memory, new media, and 
computer games.

(2) Translation of digital simulation Czechoslovakia 38-89: Assassination. We plan to translate the already existing digital 
simulation, Czechoslovakia 38-89: Assassination, into English and implement it as a shared research- and teaching tool 
both at CU and UiT. The simulation was developed at CU and Academy of Sciences of the Czech Republic. It presents key 
events from Czechoslovakia’s contemporary history and enables players to “experience” these events from different 
perspectives. The simulation includes the perspectives of previously marginalized groups (e.g. Roma, Sudeten Germans, 
etc.). The simulation aims to develop abilities to comprehend and analyze sources of facts and create critical judgments. 
It has won the first place at Games Learning Society Showcase & Awards in Madison, USA, in July 2015. We will translate 
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the simulation and its complete content to English and implement it as a shared teaching and research tool at CU and 
UiT. At CU, it will be used in the course “AISE00022: Video Games as a Sociocultural Phenomenon”, at UiT it will be used 
in the newly established MA-course “MDV-3xxx: Social Media and Digital Games” taught by Holger Pötzsch. We plan to 
develop a shared methodology for a meaningful integration of the simulation into university education, with an 
emphasis on critical reflection of different and/or contradicting memories of the past and understanding of different 
historical perspectives of marginalized groups. By utilizing the English version of the simulation in class at CU and by 
active collaboration with the UiT faculty and students, we aim to enhance the Czech students language abilities, 
scientific competencies and higher cognitive skills, including critical evaluation and discussion.

(3) Workshop for teachers and researchers. We plan to organize an intensive 3-days workshop for teachers, researchers 
and PhD candidates of both institutions in Prague, where we will share knowledge and methods related to teaching and 
research of digital games as cultural artifacts. The workshop will also serve as the initial platform for the two activities 
mentioned above. The workshop is planned for March 2016.

The overall objective of the project is to increase and strengthen institutional cooperation between CU and UiT and to 
enhance human capital and knowledge base at CU.
4.3. Partial/secondary objectives
The secondary aim of this project is to facilitate a long-term institutional collaboration between CU and UiT related to 
teaching and research. By doing so, we plan the following activities:

(1) Preparation of a joint Horizon 2020 application. Within this project we will further strengthen and develop the 
institutional and organisational base for a joint Horizon 2020 application, which we plan to submit in June 2017. The 
planned Horizon 2020 project stems from the agenda of the WAR/GAME research group established at UiT and 
mentioned above. The research group has identified two relevant calls in the Work Programme 2016-17 (draft): “CULT-
COOP-2017-2: Improving mutual understanding among Europeans by working through troubled pasts” and “CULT-
COOP-2017-9: European heritage, memory, identity and cultural interaction.”

(2) Preparation of joint digital platform for development of educational simulations. The Czechoslovakia 38-89: 
Assassination simulation has been developed using a MIVE (Multi-user Interactive Virtual Environment) platform. This 
platform serves as a middle-ware editor in which further educational simulations with different content can quite easily 
be developed. In this project, we would like to investigate the possibilities of future collaboration between CU and UiT 
on development of educational historical simulations by conducting a feasibility study and joint experimental 
development of a small-scale test simulation.

(3) Guest lecture and methodological seminar at UiT. We plan a guest lecture of Vit Sisler at UiT in September 2016, 
followed by an intensive 2-day seminar on methodology of teaching and research on digital games as cultural artifacts, 
particularly related to cultural memory and the representation of war. Within this seminar, we will also incorporate the 
final comments (collected during the implementation) to the syllabi of the courses and the teaching methodology 
created within the primary Objectives.

4.4. Activities
Name of activity Activity description and rationale Start date End date

Translation of 
Czechoslovakia 38-89: 
Assassination

We will translate the already existing digital simulation, 
Czechoslovakia 38-89: Assassination, into English and implement it 
as a shared research- and teaching tool both at CU and UiT. The 
simulation was developed at CU and Academy of Sciences of the 
Czech Republic. It presents key events from Czechoslovakia’s 
contemporary history and enables players to “experience” these 
events from different perspectives. The simulation includes the 
perspectives of previously marginalized groups (e.g. Roma, 
Sudeten Germans, etc.). The translated simulation will be used at 
CU in the course “AISE00022: Video Games as a Sociocultural 
Phenomenon” taught by Vit Sisler. At UiT it will be used in the MA-
course “MDV-3xxx: Social Media and Digital Games” taught by 
Holger Pötzsch. We will develop a shared methodology for a 
meaningful integration of the simulation into university education, 
with an emphasis on critical reflection of different memories of 

01/01/2016 30/09/2016
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the past. 

The content of the simulation includes cca 4 hours of film 
dialogues, 30 graphic scenes, and 250 encyclopedia entries. In the 
project, we will:

translate cca 300000 characters of text,
contextualize the text for non-Czech students,
proofread all the translated texts,
insert the translated text into the simulation,
adjust the graphical scenes for the English version,
enhance the programme code of the simulation in order to cope 
with two different language versions,
test every scene of the translated simulation. 

The process will need the cooperation of translators, proofreader, 
programmers, graphic designer, content editors and testers. The 
translation will be managed at CU by Vit Sisler. The translated 
simulation will be tested by Holger Pötzsch and his students at 
UiT. The workflow will be secured by electronic means and on the 
joint workshop in Prague in March 2016. The final English version 
of the simulation will be presented at the methodological seminar 
at UiT in September 2016.

Project management The project contains a number of different, yet entangled 
activities, and as such demands a careful management and 
planning, particularly given the project time frame. The project 
management will ensure that all the activities are successfully 
carried out in due time and in accordance with the project 
masterplan. The biggest challenge is the translation and testing of 
the Czechoslovakia 38-89: Assassination simulation, since it 
involves a complex set of interdependent activities (translation, 
programming, graphic design, content editing, testing, 
implementation), partly carried out at two different institutions 
(CU and UiT). 

In order to secure a successful result of the project, we will set 
clear milestones and workflow of dependent activities, set 
communication policy between all involved parties, and clearly 
identify the responsibilities of individual actors. We will use mainly 
electronic means in the project management, such as a shared 
digital repository for documents and simulation content, task 
manager, bug tracking system, and a project wiki. The team at CU 
will capitalize on its experience with the development of the Czech 
version of the simulation (and related project management).

At CU, the project will be administratively managed by Jakub Fiala. 
At UiT, the project will be managed by an administrative 
employee. The project management will be supervised by Vit 
Sisler at CU and Holger Pötzsch and Christine Smith-Simonsen at 
UiT.

01/01/2016 30/09/2016

Development of syllabi We will collaborate on the creation and enhancement of the 
syllabi and educational materials for the courses that study video 
games as cultural artifacts at CU, namely “AISE00022: Video 
Games as a Sociocultural Phenomenon” and “AISExxxxx 
Contemporary Issues in Game Studies.” The first course is already 
taught at CU, while the other will open in winter semester 2016 in 
accordance with the new accreditation of New Media Studies. 
Both courses are taught by Vit Sisler in English and are open to CU 
Czech students and foreign Erasmus students. Given the relative 
novelty of the field of game studies, there exist no established 
teaching and research methods and guidelines for students. Thus, 
while creating and enhancing the syllabi of these two courses, Vit 

01/01/2016 30/09/2016
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Sisler will benefit significantly from the experience of Holger 
Pötzsch and his team at UiT. 

We will create the following materials for both courses: 
detailed syllabus, 
annotation in the CU information system, 
course learning aims,
teaching and learning strategies,
recommended literature for students, 
detailed plans of lectures, 
weekly assignment for students, 
description of students’ research project, 
guidelines for final essay, 
guidelines for final students’ conference, 
Moodle support,
grading scale, 
and evaluation forms. 

These materials will be developed by Vit Sisler and Michaela 
Slussareff from CU in collaboration (and under supervision of) 
Holger Pötzsch and Christine Smith-Simonsen from UiT.

The collaboration will be secured via electronic means (shared 
online documents, email, monthly Skype conference) and on the 
joint workshop of CU and UiT faculty in Prague in March 2016. The 
completed documents will be presented at the methodological 
seminar at UiT in September 2016, where final comments and 
recommendation of Holger Pötzsch and his colleagues will be 
integrated.

Workshop for teachers 
and researchers

We will organize an intensive 3-days workshop for teachers, 
researchers and PhD candidates of CU and UiT in Prague, where 
we will share knowledge and methods related to teaching and 
research of digital games as cultural artifacts. The workshop will 
also serve as the initial platform for other key activities of the 
project. The workshop is planned for March 2016. The final dates 
will be set in January 2016. Vit Sisler, Michaela Slussareff, Jakub 
Fiala, Josef Slerka, and Dita Maleckova will attend the workshop 
on behalf of CU. Holger Pötzsch, Emil Hammar and Christine 
Smith-Simonsen will attend the workshop on behalf of UiT. 

The agenda will include: 

sharing of teaching and research methods related to games as 
cultural artifacts,
presentation and discussion of the syllabi of game studies courses, 
planning session of the translation of Czechoslovakia 38-89 
simulation, 
preparation of the joint Horizon 2020 application, 
open session where the research of the group will be presented to 
students and faculty. 

We plan a joint publication of authors both from CU and UiT that 
will stem from the workshop. This publication will be financed by 
an institutional sources of CU and UiT (i.e. not from the Norway 
Grants).

01/03/2016 31/03/2016

Preparation of a joint 
Horizon 2020 application

We will develop the institutional and organisational base for a 
joint Horizon 2020 application, which we plan to submit in June 
2017. The planned Horizon 2020 project stems from the agenda of 
the WAR/GAME research group established at UiT and from the 
current project. We have identified two relevant calls in the Work 
Programme 2016-17 (draft): “CULT-COOP-2017-2: Improving 
mutual understanding among Europeans by working through 

01/04/2016 30/09/2016
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troubled pasts” and “CULT-COOP-2017-9: European heritage, 
memory, identity and cultural interaction.” During this activity, we 
will identify the capacities and weaknesses CU and UiT have for 
such application, facilitate the institutional support at CU and UiT, 
identify other possible partners, and start a preparatory work on 
the application.

Guest lecture and 
methodological seminar

We will organize a guest lecture of Vit Sisler at UiT in September 
2016, followed by an intensive 2-day seminar on methodology of 
teaching and research on digital games as cultural artifacts, 
particularly related to cultural memory and the representation of 
war. Within the second part of the seminar, Vit Sisler will present 
the final version of the syllabi, teaching methodology and the final 
English version of the simulation Czechoslovakia 38-89: 
Assassination. This will allow us to solicit and incorporate the final 
comments to these materials and prepare a final version of them. 
The second part of the seminar will also serve for the final 
discussion and evaluation of the project.

01/09/2016 30/09/2016

4.5. Target groups 
Primary target groups 

Target group Country Number
Benefits for target group incl. 

possibility of the benefits 
verification 

Method for verifying

Academic/scientist staff Czech Republic 5 The academic and scientist staff 
at CU will benefit within the 
project primarily from the 
knowledge transfer between 
CU and Uit. As have been 
stated above, there doesn’t 
exist a shared standardized 
teaching and research 
methodology for game studies 
courses. The experience and 
research and teaching focus of 
professors Holger Pötzsch and 
Christine Smith-Simonsen from 
UiT will be a valuable source of 
methodological background 
and a good teaching practice. 
The knowledge transfer will be 
secured by a workshop at CU in 
Prague in March 2016, by joint 
development of the syllabi, and 
by electronic communication 
during the project. On behalf 
CU, the following academics 
from New Media Studies 
department will benefit directly 
from the project: Vit Sisler, 
Michaela Slussareff, Jakub 
Fiala, Josef Slerka, and Dita 
Maleckova. The secondary 
benefit will be the integration 
of Czech academics from CU 
into the organizational and 
institutional framework of 
cooperation with UiT. Finally, 
Czech academics will benefit 
from the joint Horizon 2020 
application planned for 2017, 

This benefits for the academic and 
scientist staff at CU will be 
primarily checked by:

the documents resulting from the 
project (syllabi, methodology, 
Horizon 2020 application scheme, 
etc.),
attendance sheet from the 
intensive workshop in Prague,
evaluation forms filled in at the end 
of the project.

Secondarily, these benefits will be 
checked by the planned joint 
publications resulting from the 
workshop.
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both by the integration to a 
larger European research 
network and by developing 
organizational and planning 
skills related to such an 
endeavour. 
This benefits for the academic 
and scientist staff at CU will be 
primarily checked by:

the documents resulting from 
the project (syllabi, 
methodology, Horizon 2020 
application scheme, etc.),
attendance sheet from the 
intensive workshop in Prague,
evaluation forms filled in at the 
end of the project.

Secondarily, these benefits will 
be checked by the planned 
joint publications resulting 
from the workshop.

Education sector staff Norway 3 The academic and scientist staff 
at UiT will benefit from the 
knowledge transfer between 
CU and Uit primarily by the 
participation in the joint 
workshop in Prague, 
development of the English 
version of CS:38-89, and the 
methodological seminar in 
Tromso. On behalf of UiT, the 
following academics from the 
Media- and Documentation 
Studies  will benefit directly 
from the project: Holger 
Pötzsch, Christine Smith-
Simonsen, and Emil Hammar . 
Norwegian academics will also 
benefit from the joint Horizon 
2020 application planned for 
2017, both by the integration 
to a larger European research 
network and by developing 
organizational and planning 
skills related to such an 
endeavour. 
This benefits for the academic 
and scientist staff at UiT will be 
primarily checked by:

the documents resulting from 
the project (methodology, 
Horizon 2020 application 
scheme, etc.),
attendance sheet from the 
intensive workshop in Prague,
attendance sheet from the 
seminar in Tromso,
evaluation forms filled in at the 

This benefits for the academic and 
scientist staff at UiT will be 
primarily checked by:

the documents resulting from the 
project (methodology, Horizon 
2020 application scheme, etc.),
attendance sheet from the 
intensive workshop in Prague,
attendance sheet from the seminar 
in Tromso,
evaluation forms filled in at the end 
of the project.

Secondarily, these benefits will be 
checked by the planned joint 
publications resulting from the 
workshop.
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end of the project.

Secondarily, these benefits will 
be checked by the planned 
joint publications resulting 
from the workshop.

Secondary target group 

Target group Country Number
Benefits for target group incl. 

possibility of the benefits 
verification 

Method for verifying 

College/University 
students

Czech Republic 40 The Czech University students 
at CU will benefit directly from 
the new courses taught at the 
department of New Media 
Studies in English from the 
academic year 2016/2017. 
These courses include 
“AISE00022: Video Games as a 
Sociocultural Phenomenon” 
and “AISExxxxx Contemporary 
Issues in Game Studies.” Given 
the courses will be taught in 
English and will be open to 
foreign Erasmus students, the 
Czech students will develop 
their academic language skills. 
During the courses students 
will have to form research 
teams and collaborate on a 
joint research projects. At the 
end of the course, they will 
present the results of their 
research at a student mini-
conference open to other 
students and faculty. As such, 
the students will train and 
develop collaborative skills, 
teamwork, and research 
methodology. 

The second benefit for the 
Czech students will be the 
implementation of the English 
version of the Czechoslovakia 
38-89: Assassination simulation 
as a shared teaching and 
research tool. By integrating 
this digital tool and the 
different perspectives it 
contains into the university 
courses, we aim to develop 
students’ understanding of the 
multifaceted nature of 
historical memory, including 
the memories of previously 
marginalized groups (Czech 
Roma, Sudeten Germans, 
Volhynia Czechs). The students 
at CU will test the prototype of 
the English version of the 
simulation within the course 

This benefits for the Czech 
University students at CU will be 
primarily checked by:

the documents resulting from the 
project (syllabi of the courses, 
teaching methodology, research 
design forms for students, etc.),
attendance sheet from the public 
part of the joint workshop in 
Prague,
information from the CU 
information system about the 
students’ enrollment to the course 
“ANM50507 - Systems of Digital 
Learning” in Summer Semester 
2016,
validation forms from the testing of 
the CS:38-89 simulation,
evaluation forms for the course 
“ANM50507 - Systems of Digital 
Learning”.

The future significant benefit, i.e. 
the attendance of the courses 
“AISE00022: Video Games as a 
Sociocultural Phenomenon” and 
“AISExxxxx Contemporary Issues in 
Game Studies” will be checked by 
the number of students registered 
to the courses taken from the CU 
information system. Yet, given the 
courses will be taught in the 
academic year 2016/2017 these 
numbers will not be available in 
September 2016 at the end of 
project. They will be available in 
December 2016 and could be 
presented to the donor, if 
requested.
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“ANM50507 - Systems of 
Digital Learning” taught in 
Summer Semester 2016. This 
will increase their language 
skills and critical thinking. They 
will also learn and practically 
use the methods for software 
verification and validation by 
directly participating in a real-
life development project.

The third benefit for the 
students will be their 
participation in the open part 
of the joint workshop on digital 
games held in Prague in march 
2016. They will have the 
opportunity to listen to, meet 
in person and engage in critical 
discussion with several 
recognized game studies 
scholars from UiT and beyond.

In the academic year 
2016/2017, i.e. after the end of 
this project, we plan that the 
Czech students will participate 
directly in discussions with 
their Norwegian colleagues via 
the online forum enabled by 
the simulation, reflecting the 
content of the simulation. This 
will increase their language 
skills, reasoning skills, team 
working, and intercultural 
understanding.
This benefits for the Czech 
University students at CU will 
be primarily checked by:

the documents resulting from 
the project (syllabi of the 
courses, teaching methodology, 
research design forms for 
students, etc.),
attendance sheet from the 
public part of the joint 
workshop in Prague,
information from the CU 
information system about the 
students’ enrollment to the 
course “ANM50507 - Systems 
of Digital Learning” in Summer 
Semester 2016,
validation forms from the 
testing of the CS:38-89 
simulation,
evaluation forms for the course 
“ANM50507 - Systems of 
Digital Learning”.

The future significant benefit, 
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i.e. the attendance of the 
courses “AISE00022: Video 
Games as a Sociocultural 
Phenomenon” and “AISExxxxx 
Contemporary Issues in Game 
Studies” will be checked by the 
number of students registered 
to the courses taken from the 
CU information system. Yet, 
given the courses will be taught 
in the academic year 
2016/2017 these numbers will 
not be available in September 
2016 at the end of project. 
They will be available in 
December 2016 and could be 
presented to the donor, if 
requested.

Motivation for selection and information on target group selection 
As for the academic and scientist staff, we have invited all faculty of the New Media Studies Department at CU to the 
project (i.e. Vit Sisler, Michaela Slussareff, Jakub Fiala, Josef Slerka, and Dita Maleckova). The focus on New Media 
Studies Department is motivated by (a) the existing collaboration with UiT, (b) shared research and teaching interest 
with the Media- and Documentation Studies at UiT, (c) the fact, that among the faculty of New Media Studies are the 
key authors of the Czechoslovakia 38-89: Assassination, and (d) the fact, that a new accreditation of the New Media 
Studies programme has been recently approved that for the first time introduces courses on game studies taught in 
English. The motivation for our selection is in accordance with the Long-term Strategic Plan of the Faculty of Arts of CU 
by focusing on interdisciplinary education in English and collaboration with foreign partners, as well as with the overall 
aim of the project to enhance human capital and knowledge base at the Faculty of Arts of CU.

As for university students, we will include all the future students of the New Media Studies programme who will sign in 
courses in game studies, namely “AISE00022: Video Games as a Sociocultural Phenomenon” and “AISExxxxx 
Contemporary Issues in Game Studies.” We will also include all the Erasmus students who will opt for these courses. 
Given the high interest of the students in the already taught course “AISE00022: Video Games as a Sociocultural 
Phenomenon” we expect a similarly high interest in the future courses with newly created and/or enhanced syllabi. 
Similarly, we will involve all the students of the course “ANM50507 - Systems of Digital Learning” in the verification and 
validation of the English prototype of the CS:38-89 simulation.

4.6. Project risks 

Identification of risks Extent of risk Probability Significance Proposed measures for risks 
elimination 

Other Medium Low 3 Problems with translating 
Czechoslovakia 38-89: 
Assassination

The translation of the educational 
simulation Czechoslovakia 38-89: 
Assassination into English requires 
a substantial intervention to the 
programme: we have to replace a 
significant amount of text, 
graphical elements, and code. As 
any other change in a complex 
computer programme, many things 
can go wrong, since the individual 
elements are interdependent and 
change at one place could result in 
undesired consequences at other 
places of the programme. Given 
the English version of the 
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simulation is both a major output 
of the project and a prerequisite 
for other outputs (syllabi and 
methodology of implementation, 
testing) we have to ensure that this 
process will be finished in a due 
time and in a due quality. 

In order to ensure that, we will use 
the ISO 29119 International 
Software Testing Standard and V-
model project management 
methodology. The V-model 
improves project transparency and 
control by specifying standardized 
approaches and describing the 
corresponding results and 
responsible roles. It permits an 
early recognition of planning 
deviations and risks and improves 
process management. Our team 
has a long-term experience with 
applying V-model in project 
management in general, and in 
software development in 
particular. A key role will be a 
project lead (Vit Sisler), who will 
manage and supervise the team of 
programmers, content editors, and 
testers. Similarly, Vit Sislerwill 
ensure the cooperation and 
exchange of assets between 
translators, proofreaders, graphic 
designer, and content editors, as 
well as backuping and versioning 
the data. With these measures, the 
possible problems and delays in the 
workflow would not compromise 
other parts of the development 
process and the overall goal of the 
project.

Low interest in the target group - CZE 
and EEA/No

Medium Low 3 Ensuring the benefits for the 
secondary target group of the 
project, i.e. university students, 
requires that they will voluntarily 
sign in to the many courses 
resulting from the project 
(“AISE00022: Video Games as a 
Sociocultural Phenomenon”, 
“AISExxxxx Contemporary Issues in 
Game Studies”, “MDV-3xxx: Social 
Media and Digital Games”, 
“ANM50507 - Systems of Digital 
Learning”.). Each of these courses 
will be open to approx. 25 
students, while we expect approx. 
20 students will successfully finish 
the course. If there is no 
substantial interest among 
students in the topics covered by 
these courses it could compromise 
reaching the project objectives.
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First, we have to emphasize that 
we do not expect that course of 
events. The already taught course 
“AISE00022: Video Games as a 
Sociocultural Phenomenon” is 
highly popular among students 
both of New Media Studies and 
Erasmus. At the same time, they 
frequently inquire about the 
possibility of enhancing and 
expanding the subject into more 
courses on game studies. The new 
accreditation of the New Media 
Studies programme goes along 
these lines and open a bloc of 
courses on game studies. We 
expect that they will be similarly 
highly demanded among 
students.Nevertheless, we will 
intensively propagate the courses 
on our department website, 
Facebook, and Twitter.

4.7. Project sustainability 
We will ensure the further use of the project outcomes, following after the project implementation and the overall 
sustainability of the project, primarily through the institutional means of CU. The courses with newly created and/or 
enhanced syllabi will be taught regularly at the New Media Studies department according to the new accreditation. CU 
will provide the necessary financial resources (in terms of salaries, overhead, rooms, etc.) as it does with any standard 
courses that are part of official accreditation of CU programmes. 

As for the translated educational simulation Czechoslovakia 38-89: Assassination, the main cost is the translation itself. 
After the simulation is translated, tested and fully functional, it will not require any significant financial means. The 
simulation will be available for download at the serves of CU, which are maintained and financially secured by the 
Faculty of Arts and Faculty of Mathematics and Physics. The ongoing management of the simulation and its 
implementation in university courses will be managed by Vit Sisler and Michaela Slussareff within their regular jobs at 
CU. The implementation of the simulation in university courses at UiT will be secured by Holger Pötzsch and Emil 
Hammar within their regular jobs at UiT.

As for the institutional collaboration between CU and UiT, its future continuation will be secured primarily by ensuring 
continued funding for the project and the network. We plan to submit Horizon 2020 application for a joint project of CU 
and UiT in 2017. Secondarily, we will start the coordination and preparation of work towards Erasmus-agreement 
between CU and UiT at BA, MA, and staff level.

5. Project management  

Name of institution Person Description Communication between 
partners 

CU - Charles University in 
Prague, Faculty of Arts

Vit Sisler Vit Sisler (PhD) is an Assistant 
Professor of New Media 
Studies at the Institute of 
Information Studies and 
Librarianship at Charles 
University’s Faculty of Arts in 
Prague. He was a visiting 
Fulbright scholar at the 
Buffett Center for 
International and 

Regular exchange between the 
involved partners will be 
achieved through the use of 
network technologies; regular 
Skype meetings, collaborative 
writing efforts on Google docs, 
etherpads or the like, and on 
own internal section on the 
project website (project wiki). 
We will organize monthly Skype 
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Comparative Studies at 
Northwestern University 
during 2008-2009. His 
research addresses critical 
approaches to the 
intersection of culture and 
digital media; namely the 
internet, social media, video 
games, the networked public 
sphere, and online 
communities. He has 
published extensively on 
issues related to media, 
communications and digital 
culture.

Sisler will be responsible for 
managing the CU-based tasks 
of the project as well as the 
project as a whole. He will:
supervise all the activities 
planned during the project
coordinate the project 
management at CU
create the new syllabus for 
the course “AISExxxxx 
Contemporary Issues in Game 
Studies”
enhance the syllabus for the 
course “AISE00022: Video 
Games as a Sociocultural 
Phenomenon”
supervise the translation of 
CS:38-89 into English
manage the testing of the 
simulation prototype in the 
course “ANM50507 - Systems 
of Digital Learning”,
collaborate with UiT on the 
implementation of CS:38-89 
within the course “MDV-3xxx: 
Social Media and Digital 
Games”
coordinate the joint workshop 
at CU in March 2016
prepare the guest lecture and 
methodological seminar at 
UiT in September 2016
partake in scholarly exchange 
for the purpose of joint 
teaching and research efforts 
between CU and UiT during 
the project period and after

conferences monitoring the 
project development, in order 
to make sure that all respective 
people are informed about 
their tasks and responsibilities 
arising from the grant 
agreement and the plan of the 
project.

Joint teaching efforts will be 
supported by Moodle learning 
management system, possibly 
by technologies that allow for a 
recording and sharing of 
lectures and co-supervision. 
Continued close contact will 
ansure a constant adjustment 
and adaptation of course-syllabi 
and frames to ensure full 
scholarly benefits for exchange 
students between the 
institutions.

Of main significance for the 
success of the project is the 
joint workshop at CU that will 
consist of one part on 
coordination efforts (in form of 
syllabi development, sharing 
teaching methods and 
planning) and one part focusing 
on research results (in form of 
open presentations of academic 
papers).

Guest lecture and a seminar by 
Vit Sisler at UiT and a return 
visit by Holger Pötzsch at CU 
(the latter after project period) 
will further improve 
coordination, the exchange of 
results, and evaluation of the 
project. It will further 
strengthen the established ties 
between the institutions to 
ensure a continued cooperation 
and exchange after the end of 
the project period.
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coordinate efforts to deepen 
cooperation with UiT on all 
levels of education and 
research (for instance through 
the signing and 
implementation of an 
Erasmus-agreement between 
the universities)
present conceptual and 
methodological advances 
made throughout the project 
period on workshops, 
conferences, and in scholarly 
publication

Sisler’s efforts at CU will be 
supported by Jakub Fiala.

UiT - The Arctic University 
of Norway, Faculty for 
Humanities, Social 
Sciences, and Education

Holger Pötzsch, PhD Holger Pötzsch (PhD) is 
associate professor in Media- 
and Documentation Studies at 
UiT. His main areas of 
expertise are the war film, 
war-themed games, new 
media technologies, and the 
interrelation between cultural 
expressions, cultural forms of 
memory, and memory 
politics. He has published 
widely on the subject in 
international scholarly 
journals and anthologies.

Pötzsch will be responsible for 
managing the UiT-based tasks 
of the project. He will:
put his expertise in new 
media studies, game studies, 
cultural memory studies, and 
film studies to the disposition 
of the project
partake in scholarly exchange 
for the purpose of joint 
teaching and research efforts 
between UiT and CU during 
the project period and after
supervise the development of 
syllabi and course frames of 
CU-based courses on video 
games and cultural memory
coordinate the pilot testing 
and evaluation of CS:38-89 
under the purview of UiT
coordinate efforts to deepen 

Regular exchange between the 
involved partners will be 
achieved through the use of 
network technologies; regular 
Skype meetings, collaborative 
writing efforts on Google docs, 
etherpads or the like, and on 
own internal section on the 
project website (project wiki). 
We will organize monthly Skype 
conferences monitoring the 
project development, in order 
to make sure that all respective 
people are informed about 
their tasks and responsibilities 
arising from the grant 
agreement and the plan of the 
project.

Joint teaching efforts will be 
supported by Moodle learning 
management system, possibly 
by technologies that allow for a 
recording and sharing of 
lectures and co-supervision. 
Continued close contact will 
ansure a constant adjustment 
and adaptation of course-syllabi 
and frames to ensure full 
scholarly benefits for exchange 
students between the 
institutions.

Of main significance for the 
success of the project is the 
joint workshop at CU that will 
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cooperation with CU on all 
levels of education and 
research (for instance through 
the signing and 
implementation of an 
Erasmus-agreement between 
the universities)
preparation of work with the 
CS:38-89-editor for the 
purpose of adapting the game 
for history lessons on 
Northern Norwegian war 
history
present conceptual and 
methodological advances 
made throughout the project 
period on workshops, 
conferences, and in scholarly 
publication
coordinate the guest lecture 
and seminar with Vit Sisler at 
UiT in September 2016
coordinate the project 
management at UiT

Pötzsch’s efforts at UiT will be 
supported by Emil Hammar 
who is currently employed 
within the WAR/GAME-
project and specializes on 
historical games, cultural 
memory, and minority 
identities.

consist of one part on 
coordination efforts (in form of 
syllabi development, sharing 
teaching methods and 
planning) and one part focusing 
on research results (in form of 
open presentations of academic 
papers).

Guest lecture and a seminar by 
Vit Sisler at UiT and a return 
visit by Holger Pötzsch at CU 
(the latter after project period) 
will further improve 
coordination, the exchange of 
results, and evaluation of the 
project. It will further 
strengthen the established ties 
between the institutions to 
ensure a continued cooperation 
and exchange after the end of 
the project period.

6. Budget and project funding
6.1. Indicative project budget according to budgetary chapters (CZK)

Budgetary chapters Indicated expenditures 
for budgetary chapter 

Subsistence costs 57 000

- of it UiT - The Arctic University of Norway, Faculty for Humanities, Social Sciences, and Education 37 500

Travel costs 56 000

- of it UiT - The Arctic University of Norway, Faculty for Humanities, Social Sciences, and Education 42 000

Cost of staff 533 200

- of it UiT - The Arctic University of Norway, Faculty for Humanities, Social Sciences, and Education 80 000

Equipment 130 000
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- of it UiT - The Arctic University of Norway, Faculty for Humanities, Social Sciences, and Education 0

Subcontracts 517 000

- of it UiT - The Arctic University of Norway, Faculty for Humanities, Social Sciences, and Education 0

Indirect costs 77 620

- of it UiT - The Arctic University of Norway, Faculty for Humanities, Social Sciences, and Education 38 810

Eligible expenses 1 370 820

- of it UiT - The Arctic University of Norway, Faculty for Humanities, Social Sciences, and Education 198 310

6.2. Advance payment

Advance payment requested? Yes
Requested pre-payment 
amount in CZK  981 547 79% of requested grant

6.3. Co-financing

Total grant amount 1 226 934.00
Funding from the main source 
EEA/Norway 1 097 860.54

Co-financing from the 
government budget 129 073.46

Co-financing by applicant 143 886.00

6.4. Project-generated incomes 

Project-generated incomes No

Description:  

7. Publicity and evaluation 

Description – at the beginning 
of activity

The project will include a Publicity Plan with the aim of creating awareness of the EEA 
and Norway Grants programme and its objectives. Within this plan, we will:

set up an own website for the sake of dissemination and coordination, with regular 
updates on the progress of and activities organized within the project 
publish information about the project on the existing websites of New Media Studies 
(http://novamedia.ff.cuni.cz/), Czechoslovakia 38-89 (http://cs3889.cz/), Institute of 
Information Science and Librarianship (http://uisk.ff.cuni.cz/), War/Game research 
group (http://wargame-uit.wikidot.com/), and Encode research hub 
(http://digitalmedia.wikidot.com/)  
actively use social media such as Facebook and Twitter for the purpose of 
disseminating results
present the progress, achievements and results in the project at the open session of 
the joint workshop in Prague and seminar in Tromso
present the results of the project in a joint academic publication of CU and UiT
include the information about the cooperation with Donor State entities, pictures, 
contact information and a clear reference to the EEA and Norway Grants in all 
materials related to the project

The target groups of the above-mentioned activities will be CU academic and research 
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staff, CU students, UiT academic and research staff, UiT students, as well as general 
Czech and Norwegian public interested in the issues covered in the project.

At CU, the New Media Studies department will be responsible for publicity, with Jakub 
Fiala and Vit Sisler being the contact persons. At UiT, the Media- and Documentation 
Studies will be responsible for publicity, with Holger Pötzsch and Emmil Hammar 
being the contact persons.

Description – at the end of 
activity

At the end of the project, the information about the results of the project will be 
disseminated by the following means:

a project website 
on the existing websites of New Media Studies (http://novamedia.ff.cuni.cz/), 
Czechoslovakia 38-89 (http://cs3889.cz/), Institute of Information Science and 
Librarianship (http://uisk.ff.cuni.cz/), War/Game research group (http://wargame-
uit.wikidot.com/), and Encode research hub (http://digitalmedia.wikidot.com/)  
on social media such as Facebook and Twitter
in a joint academic publication of CU and UiT
on a seminar at UiT

We will also publish a press release about the existing English version of CS:38-89 and 
send it to major media outlets in the Czech Republic and Norway. Given the existing 
publicity the CS:38-89 simulation already has in Czech press (e.g. 2 reports in main TV 
news, 15+ newspaper articles, numerous interviews for radio, etc.) we expect that the 
press release will have relevant publicity.

Description – other 

The evaluation of the project will be twofold: 

First, an ongoing evaluation of the progress will be done on a monthly bases by brief 
Skype conference between Vit Sisler, Jakub Fiala, and Holger Pötzsch. All the involved 
persons will have an instant access to the project documents and work-in-progress via 
the shared electronic resources (Google docs) and the internal project wiki. 

Second, a final evaluation of the results of the project will be made by all involved CU 
and UiT personnel at the end of the project. This evaluation will be done by electronic 
means, by comments of the respective individuals in the shared documents. This final 
evaluation will be discussed at the seminar in Tromso in September 2016, where last 
changes will be implemented.

In particular, we will evaluate:
the newly created and/or enhanced syllabi of the courses innovated within this 
project
the English version of the CS:38-89 educational simulation
the methodology of implementation of CS:38-89 in university education
the final reports of the project prepared by Vit Sisler and supervised by Holger Pötzsch 
at the end of the project

We will use the V-model as a guidance for the evaluation of the project. In terms of 
evaluation, V-model lays down guidelines for project validation (i.e. the assurance 
that the results of the project meet the needs of stakeholders) and verification (i.e. 
the evaluation of whether or not the results of the project comply with an initial 
specification). 

Monitoring plan 

We will use the V-model as a guidance for the planning, realization, and monitoring of 
the project. The team at CU has a long-time and satisfactory experience with V-model 
approach and we have used it e.g. for the development of CS:38-89. In a nutshell, V-
model enables minimization of project risks as it improves project transparency and 
project control by specifying standardized approaches and describing the 
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corresponding results and responsible roles. 

In terms of monitoring, the V-model ensures that defined interim results can be 
checked at an early stage. We will use mainly remote monitoring by the means of ICT 
tools. In particular, we will utilize the following tools to monitor the project 
implementation:

internal project wiki where all the project documents will be accessible to the team
shared documents (e.g. Google docs) for collaborative work-in-progress
electronic repository (e.g. WinScp) for graphic assets
bug tracking system (e.g. Mantis) for monitoring the implementation and testing of 
the translation of the CS:38-89 educational simulation

At CU Jakub Fiala and Vit Sisler will be responsible for the monitoring of the project as 
a whole on a weekly basis. At UiT, Holger Pötzsch will supervise the progress of the 
project on a monthly basis.

8. Tender procedure for building operations, supplies, services 
Name Type Type Estimated price (CZK) excl.VAT 

Translation Supply Below thresholds simplified 
public contracts 80 000

Proofreading Supply Below thresholds simplified 
public contracts 42 000

Graphic design Supply Below thresholds simplified 
public contracts 185 000

Programming Supply Below thresholds simplified 
public contracts 210 000

9. Horizontal themes
9.1. Good governance
Project supervision and management is carried out by the members of both universities with no significant disparity in 
the participation of men and women. 

To ensure the maximum transparency, we will use the V-model project management methodology, which improves 
project transparency and control by specifying standardized approaches and describing the corresponding results and 
responsibilities of individual actors. Project documentation, work progress and all the relevant materials will be shared 
and accessible to all members of the management through the digital repository for documents and simulation content, 
task manager, bug tracking system and a project wiki. The team at the CU has a long-term experience with applying V-
model in project management in general and in software development in particular. Application of the all mentioned 
electronic means will be supervised by Vit Sisler, who was in charge of the development of the Czechoslovakia 38-89.  

This system and its effective distribution of responsibilities will ensure enough flexibility to deal with any kind of 
irregularity. Project management will benefit from the experience with similar projects in the past, which will allow to 
determine the accurate financial demands. To ensure the maximum financial efficiency, the whole budget is based on 
the conservative estimates of labour costs, which are considered to be in the lower half of the average market price for 
such operations. 
9.2. Sustainable development
Project core lies in supporting of cooperation between CU and UiT resulting in enhancement of human capital both on 
the part of students and researchers, and potentially also to the general public. At the same time project does not 
present any risk to the ability of future generations to meet their needs.

In the short term, project provides the improvement of tertiary education. The emergence of quality research will 
produce the specialists able to react to the demand of the growing field of digital game industry. In the long term, 
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research and development in this highly innovative and environmentally friendly industry will strengthen the 
implementation of knowledge based economy in the target country.

Moreover, the historical simulation Czechoslovakia 38-89 itself represents modern tool of education accenting the equal 
historical representation of all parts of society by its very nature. First, simulation is composed of historical narratives 
about the events of WWII covering the whole range of social perspectives of ordinary people, even from the historically 
marginalized groups as the Roma population or Sudeten Germans. Therefore, the simulation by increasing awareness of 
the common historical experience also increases the cohesion of the society and promotes its historical cultural 
diversity. Secondly, translation of Czechoslovakia 38-89 into English and the subsequent use of the simulation in 
education will serve as a design model of multiperspectivity and inclusivity from which the others projects could inspire 
in the future. Digital games are in fact phenomena affecting the whole society regardless of age, gender or social status. 
This is the main reason why they represent possible effective way how to transfer knowledge or skills. Comprehensive 
research in this area could take advantage of this potential and improve work with human capital in the future.
9.3. Environmental sustainability
Both primary and secondary aims of this project do not represent any significant environmental risks by its very nature. 
Developing stronger collaboration between the two institutions pose only negligible impact on the environment. 
Nevertheless, implementation of this project takes into account every possible risks and minimizes them from the 
design phase.

Cooperation on syllabi and educational materials, as well as the preparation of the joint Horizon 2020 application, could 
represent environmental burden primarily by excessive travel. This will be prevented by using the network technologies, 
in particular by regular Skype meetings, collaborative writing efforts on Google docs and creation of the internal section 
on the project website. Network coordination among members of the both institutions has already proved its 
functionality through the cooperation of the WAR/GAME research group.

The objective to translate digital simulation Czechoslovakia 38-89: Assassination to English will primarily require human 
resources and therefore would not affect environment. As well as the aim to prepare the joint digital platform for 
development of educational simulations does not constitute any environmental risk. The reason is the use of already 
mentioned MIVE platform, which is accessible through the network servers and therefore does not require any physical 
distribution. Likewise, the environmental impact of the subsequent distribution of the simulation Czechoslovakia 38-89 
will be insignificant, because of the use of online secure data storage systems instead of the physical data storage 
systems.

To mitigate the wasting of resources, especially by frequent commuting of the researchers, teachers and students 
between the two countries, all the proposed workshops are on purpose designed as intensive 3-days and 2-days 
meetings.
9.4. Economic sustainability
Digital game industry represents a part of the knowledge-based economy providing sustainable development. Video 
games are a strong engine for economic growth. Support of the academic research in this field would result in the 
qualification of high-skilled workers. It will encourage not only the establishment of the new enterprises of all sizes, but 
at the same time it will fulfill growing demand for qualified employees in the current market leading to another rise of 
industry in both countries and therefore to economic development at all levels. 

This project will result in the knowledge transfer between CU and UiT from which will benefit the both universities, 
theirs researchers and students without the need for additional funding. Its outputs will include standardized teaching 
and research methodology, development of syllabi, translation of the successful digital simulation Czechoslovakia 38-89 
and its pilot testing in Norwegian context, preparation work with MIVE platform to adapt the Czechoslovakia 38-89 for 
the Northern Norwegian history lessons and the results of a small-scale test of historical educational simulation 
development through MIVE platform. Results of these outcomes will be used at the New Media Studies department of 
CU according to the new accreditation. CU will provide the necessary financial resources. Implementation of the 
translated simulation at UiT will be secured by Holger Pötzsch and Emil Hammar within their regular jobs at UiT. 

This project will enable the further cooperation of the both institution even after the end of support under the Norway 
grants, because of the plan on signing and implementation of an Erasmus-agreement and the intention to start the 
preparatory work on the joint Horizon 2020 application integrating the both institutions into the larger European 
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research network. 

9.5. Gender equality
Target group of the project shows neither significant gender imbalance, nor imbalance in access to resources. The total 
ratio of academics and researchers directly involved or benefiting of the knowledge transfer promoted by this project at 
the both universities is only about 11% higher in favour of men. In general, collaboration on syllabi and educational 
materials will lead to improvement of teaching and researching methods, from which will benefit all the students and 
academics regardless of gender and, subsequently, general public through enhancement of tertiary education and its 
research of modern education tools like Czechoslovakia 38-89. Furthermore this simulation, which we plan to translate, 
promotes gender mainstreaming by including both male´s and female´s historical narratives and experiences. The 
simulation itself provides the possibility to experience it as either female or male character. Every other educational 
simulation created within this cooperation in future will profit from the knowledge transfer and methodology 
respecting this pattern.

The whole project does not pose any gender equality issues in its direct target group nor in the secondary one, as it is 
based on equal access to its outcomes coming from the equal opportunities in access to education in both countries. 
That is the reason why there are no specific budget allocations to promote gender equality.

At the same time it is in line with national Norwegian gender policies and priorities. Even though there is no government 
program of support of gender equality in research and development in Czech Republic, the project does not violate the 
best practice in this field – from the total of 5 people involved in project management, supervision and coordination of 
work with CS:38-89 at CU the ratio is relatively balanced 3:2 in favour of men. At UiT the supervision of the project is 
balanced 1:1.
9.6. Social sustainability
The nature and objectives of the project do not undermine the principles of social sustainability. The idea of 
improvement of research and development of stronger cooperation between CU and UiT does not prioritise in its 
course nor in its outputs any social group defined by its gender, disability, ethnicity, age, sexual orientation or religious 
affiliation. This project is fundamentally based on the constitutional equality of educational opportunity for everyone in 
both partner countries.

Due to the fast growth of game industry, development of the relevant university research centres could ease the issue 
of unemployment. These research centres could produce the games with significant potential to be used as effective 
and socially responsible tools in educational systems of both countries following the example of CS:38-89. Its content is 
based on the historical research and personal testimonies including previously marginalized social groups, e.g. the 
testimony of Roma genocide or Sudeten German affected by the post-war expulsion. Uncovering the common history 
and historical narratives of marginalized social groups to the general public contributes to the social cohesion. 

One of the significant assets of this project concerning the social sustainability is not only its potential to improve 
language abilities and higher cognitive skills, but simultaneously its ability to raise social capital of every researcher and 
student involved. Researchers from both institutions will profit from the plan to prepare a joint Horizon 2020 
application creating the opportunity to be involved in broader European research network and enhance the ties in 
already existing WAR/GAME research group. Both researchers and students will benefit from the planned workshops 
offering the possibilities to create new formal and informal work cooperation among the academics. Furthermore the 
planned implementation of Erasmus agreement will enhance the students mobility and their qualification.
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10. Logical Framework  of the project 
Project name Virtual Memories: Representation of History and War in Digital Games Programme: CZ07

Eligible expenditures of the project - (CZK) 1 370 820 Call No. 

Grant amount - (CZK) 1 226 934 Priority area:

Overall objective of the project – as per application text (point 
1.3)  Indicators Method for verifying

Description of indicator Baseline Target 
value 

Increased and strengthened institutional cooperation at all 
levels of the education sector (school education, higher 
education, vocational/training education and adult education) 
between EEA EFTA states and Beneficiary

Increased and strengthened institutional 
cooperation at all levels of the education sector

0 1 The partnership contract.

Project result – as per application text (point 1.4.) Indicators Method for verifying

1 New bilateral partnership agreement 1 New bilateral partnership agreement 0 1 The partnership contract.
2 Planned further joint projects/programs/moduls 1 Planned further joint 

projects/programs/moduls
0 1 The partnership contract, the English version of the 

educational simulation Czechoslovakia 38-89: 
Assassination.

3 Publicity – promotional events where EEA/NRW Grants 
scholarship program was presented

1 Publicity – promotional events where 
EEA/NRW Grants scholarship program 
was presented

0 1 Workshop in Prague, seminar in Tromso, websites of the 
project, websites of CU and UiT.

4 Increased and strengthened institutional cooperation at 
all levels of the education sector

1 Joint products and services/ Target of the 
project

0 1 The partnership contract,  the English version of the 
educational simulation Czechoslovakia 38-89: 
Assassination, the new and/or enhanced syllabi.

Project outputs Indicators Method for verifying

1 Increased and strengthened institutional cooperation at 
all levels of the education sector

1 Joint preparation of Horizon 2020 
application

0 1 Preparatory draft of the Horizon 2020 application.

Activities – as per application text (point 3.3) Inputs and sources Reference to budgetary chapters – as per application 
text  (point 5.1)

1 Translation of Czechoslovakia 38-89: Assassination The translaltion of CS:38-89 needs the cooperation of translators, 
proofreader, programmers, graphic designer, content editors and 
testers. These subcontracts will be covered by the grant. The process 
will be managed by Vit Sisler at CU and supervised by Holger Pötzsch 
and Christine Smith-Simonsen at the UiT.

Cost of staff , Equipment, Subcontracts, Indirect costs
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2 Project management The project management will be covered by the grant. At CU, the 
project will be administratively managed by Jakub Fiala. At UiT, the 
project will be managed by an administrative employee. The project 
management will be supervised by Vit Sisler at CU and Holger Pötzsch 
and Christine Smith-Simonsen at UiT.

Cost of staff , Equipment, Indirect costs

3 Development of syllabi The cost of staff and equipment needed for the development of syllabi 
will be covered by the grant. These materials will be developed by Vit 
Sisler and Michaela Slussareff from CU in collaboration (and under 
supervision of) Holger Pötzsch and Christine Smith-Simonsen from UiT. 

Cost of staff , Equipment, Indirect costs

4 Workshop for teachers and researchers Travel costs and subsistence for the workshop in Prague are covered by 
the grant.

Subsistence costs, Travel costs

5 Preparation of a joint Horizon 2020 application The development of the institutional and organisational base for a joint 
Horizon 2020 application will be covered by the grant. The preparation 
will be managed by Vit Sisler and Michaela Slussareff at CU and Holger 
Pötzsch and Emil Hammar at the UiT.

Subsistence costs, Travel costs, Cost of staff , Equipment, 
Indirect costs

6 Guest lecture and methodological seminar Travel costs and subsistence for the methodological seminar in Tromso 
are covered by the grant.

Subsistence costs, Travel costs

11. Detailed indicated budget

Chapter Subchapter Item Unit Number 
of units

Per unit 
expenditure

Total 
excluding VAT 

(CZK)

VAT 
rate (%)

Total 
including 
VAT (CZK)

Eligible 
expenditures 

(CZK)

Expenditures 
of 

applicant/par
tner

Subsistence 
costs

Incoming education 
sector staff

1 day / 
person in 
Prague

15 2 500 37 500 0 37 500 37 500

UiT - The 
Arctic 
University of 
Norway, 
Faculty for 
Humanities, 
Social 
Sciences, and 
Education

Subsistence 
costs

Outgoing education 
sector staff

1 day / 
person in 
Tromso

4 4 875 19 500 0 19 500 19 500 Applicant

Travel costs Incoming education 
sector staff

Flight 
ticket 3 14 000 42 000 0 42 000 42 000 UiT - The 

Arctic 
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Chapter Subchapter Item Unit Number 
of units

Per unit 
expenditure

Total 
excluding VAT 

(CZK)

VAT 
rate (%)

Total 
including 
VAT (CZK)

Eligible 
expenditures 

(CZK)

Expenditures 
of 

applicant/par
tner

Tromso-
Prague

University of 
Norway, 
Faculty for 
Humanities, 
Social 
Sciences, and 
Education

Travel costs Outgoing education 
sector staff

Flight 
ticket 
Prague-
Tromso

1 14 000 14 000 0 14 000 14 000 Applicant

Cost of staff Incoming education 
sector staff

Project 
administr
ator at 
UiT 
(month)

4 20 000 80 000 0 80 000 80 000

UiT - The 
Arctic 
University of 
Norway, 
Faculty for 
Humanities, 
Social 
Sciences, and 
Education

Cost of staff Outgoing education 
sector staff

Project 
lead 
(month)

9 20 400 183 600 0 183 600 183 600 Applicant

Cost of staff Outgoing education 
sector staff

Content 
editor 1 
(month)

8 9 200 73 600 0 73 600 73 600 Applicant

Cost of staff Outgoing education 
sector staff

Content 
editor 2 
(month)

8 9 200 73 600 0 73 600 73 600 Applicant

Cost of staff Outgoing education 
sector staff

Project 
administr
ator at 
CU 
(month)

9 13 600 122 400 0 122 400 122 400 Applicant

Equipment Outgoing education Books 1 30 000 30 000 0 30 000 30 000 Applicant
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Chapter Subchapter Item Unit Number 
of units

Per unit 
expenditure

Total 
excluding VAT 

(CZK)

VAT 
rate (%)

Total 
including 
VAT (CZK)

Eligible 
expenditures 

(CZK)

Expenditures 
of 

applicant/par
tner

sector staff

Equipment Outgoing education 
sector staff Tablet 2 15 000 30 000 0 30 000 30 000 Applicant

Equipment Outgoing education 
sector staff

USB data 
storage 
1000 GB

10 2 000 20 000 0 20 000 20 000 Applicant

Equipment Outgoing education 
sector staff

Noteboo
k 2 25 000 50 000 0 50 000 50 000 Applicant

Subcontracts Outgoing education 
sector staff

Graphic 
design 1 185 000 185 000 0 185 000 185 000 Applicant

Subcontracts Outgoing education 
sector staff

Proofrea
ding 1 42 000 42 000 0 42 000 42 000 Applicant

Subcontracts Outgoing education 
sector staff

Program
ming 1 210 000 210 000 0 210 000 210 000 Applicant

Subcontracts Outgoing education 
sector staff

Translati
on 1 80 000 80 000 0 80 000 80 000 Applicant

Indirect costs Incoming education 
sector staff

Overhea
d 1 38 810 38 810 0 38 810 38 810

UiT - The 
Arctic 
University of 
Norway, 
Faculty for 
Humanities, 
Social 
Sciences, and 
Education

Indirect costs Outgoing education 
sector staff

Overhea
d 1 38 810 38 810 0 38 810 38 810 Applicant
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12. Attachments  
Attachments to the application 
Letter of intent
Declaration of honour

13. Bank account 
Account holder Univerzita Karlova v Praze Business ID  

Account holder address

City Praha ZIP 11000

District Staré Město Street Ovocný trh

House number 560 Orientation house 
number 5 Registration house 

number   

Country Česká republika

Contact person 

Name Helena Surname Stuchlíková

Phone  Fax  

E-mail helena.stuchlikova@ruk.cuni.cz

Bank account number for grant payment 

Account prefix 94 Account 
number 61023011

Bank Česká národní banka Bank code 0710

IBAN  

Currency CZK - Czech crown

Bank of the bank branch 

City Praha ZIP 11000

District Nové Město Street Na příkopě

House number 864 Orientation house 
number 28 Registration house 

number  

Country Česká republika

14. Subject and time schedule
Project name Virtual Memories: Representation of History and War in Digital Games
Year 2014 2015 2016 2017
Type of activity/Name 
of activity 

1.Q 2.Q 3.Q 4.Q 1.Q 2.Q 3.Q 4.Q 1.Q 2.Q 3.Q 4.Q 1.Q 2.Q 3.Q 4.Q

Translation of 
Czechoslovakia 38-89: 
Assassination

X X X

Project management X X X

Development of syllabi X X X
Workshop for teachers 
and researchers X
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Preparation of a joint 
Horizon 2020 
application

X X

Guest lecture and 
methodological seminar X



29

15. Signature  

To be signed by the person legally authorised to enter into legally binding commitments on behalf of the applicant 
institution. 
 
I, the undersigned,  Request from DZS a grant for my organisation under the above mentioned registration 
number via this application form.     
 
Declare that:
·          All information contained in this application, is correct to the best of my knowledge.
·          The organisation I represent has the adequate legal capacity to participate in the call for proposals.
        EITHER
·          The organisation I represent has financial and operational capacity to complete the proposed action or work 
programme
        OR
·          The organisation I represent is considered to be a "public body" in the terms defined within the Call and can 
provide proof, if requested of this status, namely: It provides learning opportunities and
·          Either (a) at least 50% of its annual revenues over the last two years have been received from public sources;
·          Or (b) it is controlled by public bodies or their representatives
 
I am authorised by my organisation to sign grant agreements on its behalf.
 
Certify that:
 
The organisation I represent:
 
·          is not bankrupt, being wound up, or having its affairs administered by the courts, has not entered into an 
arrangement with creditors, has not suspended business activities, is not the subject of proceedings concerning 
those matters, nor is it in any analogous situation arising from a similar procedure provided for in national 
legislation or regulations;
·          has not been convicted of an offence concerning its professional conduct by a judgment which has the force 
of ‘res judicata’;
·          has not been guilty of grave professional misconduct proven by any means which the DZS can justify;
·          has fulfilled its obligations relating to the payment of social security contributions or the payment of taxes in 
accordance with the legal provisions of the country in which it is established or those of the country where the 
grant agreement is to be performed;
·          has not been the subject of a judgment which has the force of ‘res judicata’ for fraud, corruption, 
involvement in a criminal organisation or any other illegal activity detrimental to the EEA and Norway Grants' 
financial interests;
 
Acknowledge that:
The organisation I represent will not be awarded a grant if it finds itself, at the time of the grant award procedure, 
in contradiction with any of the statements certified above, or in the following situations:
·          subject to a conflict of interest (for family, personal or political reason or through national, economic or any 
other interest shared with an organisation or an individual directly or indirectly involved in the grant award 
procedure);
·          guilty of misrepresentation in supplying the information required by DZS as a condition of participation in the 
grant award procedure or has failed to supply this information.
 
In the event of this application being approved, DZS has the right to publish the name and address of this 
organisation, the subject of the grant and the amount awarded and the rate of funding.
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I acknowledge that administrative and financial penalties may be imposed on the organisation I represent if it is 
guilty of misrepresentation or is found to have seriously failed to meet its contractual obligations under a 
previous contract or grant award procedure.

I declare that the applying institution has stable and sufficient sources of funding to maintain the activity 
throughout the period during which the action is being carried out with respect to the payment flows within 
the programme and to participate in its funding (when applicable).

Name and surname Date Signature 
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