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CCls include a number of subsectors, such as architecture, archives and libraries, artistic crafts,
cultural heritage, design, fashion, film, music, performing and virtual arts, publishing, radio,
television and video games.

CCls are an important contributor to the economy with 5.3% of the total EU GVA and further 4% of
nominal EU GDP generated by the high-end CCI.

The total number of companies classified as CCl in Europe is 11.2% share of the total number
of companies in the business services sector.

In the European Union, Cultural and Creative industries (CCls) employ more than 12 million
people, which is 7.5% of all persons employed in the total economy. Knowledge-intensive, based
on individual creativity and talent, they generate huge economic wealth and preserve European
identity, culture and values.

The Asia-Pacific region is the largest core CCl market in the world (43 % of estimated employment
and 33 % of estimated revenues). Europe ranks second, with 26 % of the world’s employment and
31 % of the world’s revenues in core CCls. North America follows with 16 % of the total
employment and 28 % of total revenues

The main customer group of CCls are other enterprises. Business-to-business (B2B) is the typical
relationship. Other enterprises generate almost two thirds of the CCI’s total sales.

There is a positive and significant association between the C3 Index scores (weighted average of
the ‘Cultural Vibrancy’ (40 %), ‘Creative Economy’ (40 %) and ‘Enabling Environment’ according to
the EU’s Cultural and Creative Cities Monitor) and the GDP per capita in comparable euros: one
percent more in the C3 Index corresponds to nearly one percent point more in the annual GDP per
capita.

CCls have proved to be resilient to the 2008 economic and financial crisis. Despite a backlash in
2009, the overall development of the sector was rather favourable compared with the European
economy in general.

Creative equals small? As a matter of fact, CCls are characterised by a predominance of small
enterprises: 95 % are businesses with up to nine persons employed. 70 % of all CCls in the field of
trade and services are One-Person-Enterprises (OPEs). In the field of production and in the high-
end CCI, enterprise size tends to be larger and more internationalized.

CCls require a work force with a unique mix of skills including business knowledge, creative
entrepreneurship, technical as well as traditional skills. This is why CCls apply new forms of
employment more often than any other sector, such as ICT-based mobile work, portfolio work or
co-working. Part-time or temporary forms of employment are as popular as hybrid models like
combining freelancing with other professions.

CCls are highly attracted by new forms of innovation processes - with positive spillover effects
towards other sectors and cross-sectoral fertilisation. CCls are also often seen as forerunners of
the digital society since they are very open-minded when it comes to new service models and
technologies.
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In 2017, the CCls accounted with more than 30.000 businesses for around 6.8% of all companies in
Baden-Wirttemberg. In Germany the number of companies is 257.457, representing the 7% of the
total number.

The turnover of the CCls in 2017 was estimated at 24.4 billion euros, an increase of about 1.5%
compared to the previous year. The positive development of turnover has been continuing
continuously since 2009, leading to a total increase of 32% by 2017. The software and games
industry is making a major contribution to this positive development, with revenue in this sector
having risen by a total of 158 percent since 2009.

CCls have generated a share of 3.8% of the gross added value of the overall economy in Baden-
Wirttemberg, while in the national average, CCl contribute with 3.2%,

In Germany, the growth in revenue in CCl was around €158.8 billion in 2016. The revenue lies at
an estimated €158.6 billion in 2017 - 0.1% below the record figure in 2016. Despite this slight
decline, revenue from companies in the CCls is at a very high level and is about 18% higher than in
2009.

In 2017, the total number of people employed in the cultural and creative economy of Baden-
Wirttemberg reached 226,618. This is an increase of 10,054 employees or 4.6% compared to the
previous year. This means that 3.6% of the total workforce in Baden-Wirttemberg was active in
CCls.

In Germany, the total number of persons working in the CCls in 2017 has risen to almost 1.7

million. In 2017, a total of 1,157,683 people worked as freelancers and self-employed persons
or as dependent employees (includes both “core” and “marginal” workers). In 2017, the CCls
counted almost 38,000 core workers. Compared with 2009, the CCls now counts more than 21%
more core workers. The number of persons in marginal jobs i.e. a total of 517,604, is
comparatively high compared to other sectors and the overall economy.

CCls have reached a relevant size. In sectoral comparison they are almost at the same level of the
credit and insurance industry and significantly higher than those in the chemical industry,
including the pharmaceutical industry when it comes to the number of social insurance
contributions.

The sub-market with the most companies in Baden-Wurttemberg is the design industry. In 2017,
18.8% of all companies in the CCls in Baden-Wirttemberg were assigned to this sector. The
architecture market ranked second with a share of 17.1%. The software/games industry followed
in third place with a share of 14.2%.

In terms of revenues, the software/games industry ranks first by a wide margin. It generated
37.3% of the turnover and thus over a third of the total turnover of the cultural and creative
industries. The press market followed at a considerable distance with a share of 17.8%, and the
advertising market and the design industry followed at almost equal shares of 10.4% and 10.1%
respectively.

Despite the overall higher absolute number of employees with cultural and creative activities
outside the cultural and creative industries, the share of these employees in total employment in
the individual comparable sectors is relatively low. In the automotive industry the share was just
4.4% and in mechanical engineering 3.9% in 2017. Nonetheless, almost all of the comparable
industries are recording a steady increase in the proportion of cultural and creative workers over
the period 2013 to 2017.

From the point of view of the state government, the cultural and creative industries represent an
important pillar of the business location. It is the most important industry in the field of cross-
innovation and drives the digitalization and the start-up culture of other industries.

The design industry is an important branch of the cultural and creative economy in Baden-
Wirttemberg. With around 21,000 core employees and a sales volume of 2.7 billion euros in 2017,
it is one of the most important sub-markets. However, design is also an important value-added
factor in other economic sectors, for example in industrial and product design, service design or in
the field of user experience of digital (and analogue) technologies. Many companies employ their
own in-house designers for this purpose, while large corporations sometimes employ entire
departments for this purpose.
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Poland / Westpomeranian Region

The economic value generated from the CCl sector in the total national econmy is 10,48 bln Euro,
which is only 2% of total polish economy. The CCI indicates that this sector has important role
within the national economies, however much more potential could still be unexpected.

Total of enterprises representing Creative and Cultural Industries in Poland is 100,500 which is
only 5% of all enterprise in Poland, regarding this data the average is considerably lower than the
European average, which is 11.2%.

Total number of employees working in the CCl is 226.700 of people, representing 3% of the total of
employees, in contrast to 7.5% is the average is European Union.

Poland’s CCl sector is facing a significant growth as the number of CCl companies from 2014 to
2016 is + 10%. Still, the most important factor of success is represented by the increase in the
average salary in CCl companies between 2014 and 2016 i.e. + 14%, against the average of 7% in
the rest of the economy.

Poland reported a more diversified panorama in historical and artistic heritage, including in this
area the interesting class of activities related to books and press, which is also the most important
in terms of the number of companies.

Poland’s CCl sector is facing a significant growth as the number of CCI companies from 2014 to
2016 is + 10%. Still, the most important factor of success is represented by the increase in the
average salary in CCl companies between 2014 and 2016 i.e. + 14%, against the average of 7% in
the rest of the economy.

CCl companies in the region are represented by small and medium sized companies concentrated
in Szczecin and Koszalin, they are focused on advertisement and printing, we can notice growing
concentration of companies working in the game design and influence of VR/AR technology (the
rise of start up’s is possible thanks to fast growing ICT sector in the region).

Creative companies are seen through small local companies and brands which succeed in the
polish market, such as ministerstwodobregomydla.pl, foonka.pl, cloche.com, azstudio.shop, but
most of the business is happening in business to business relationships, there is growing number of
designers (individuals) and micro design studios working for polish and international customers.
Creative Industries and its economic potential is seen in the region through the organizations like
Academy of Arts, Trafo - Contemporary Art, Exhibition Center, National Museum, Philharmonic and
Incubator of Art. Every new initiative which is happening in these organizations brings awareness
of the quality of CCl in the region. To give some examples:

e Incubator of Art is gathering artists, activists, people working in culture and creative
sector by giving them a space, an office and a whole range of events and workshops
creates an understanding of the role of creative people in Szczecin.

e The second edition of the MUSIC.DESIGN.FORM Festival, which held in Szczecin on
September 13-15, 2019. Main topic of the event wa audioluminescence. The main role
played sound and light. Artists, activists and animators was invited to tackle this topic, to
use music,image and architecture out of the box. During the event exhibitions, workshops
and educational meetings and performances. The event was organized by Szczecin
Philharmonic. (https://mdf.filharmonia.szczecin.pl/pl/info)

e The National Museum in Szczecin — The Dialogue Centre Upheavals represents one of the
newest experience in interaction with exhibition for the viuer,

e Trafo as a new exhibiton center which presents contemporary artists form Poland and
Europe.

10. The professionalism of CCl cultural and education organizations, their sizes and budgets, skills of

11.

human capital and quality of their initiatives represents the quality of creative industry in the
region.

CCl as a sector needs awareness raising among politicians and entrepreneurs, CCl is not a regional
specialization, it is hidden under Services of the Future. Because the KPI (key performance
indicator) and regional statistics about CCl are not available, the regional government does not
see the potential in generating growth from CCI to the regional economy.
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42 percent of Slovenian small and medium-sized enterprises (SMEs) active in the field of Cultural
and creative industries (CCl) are located in Ljubljana urban region (LUR).

Slovenian CCI SMEs are generally not very export oriented, however, exports in CCl SMEs have
been significantly increasing between 2009 and 2015. Furthermore, CCl SMEs in LUR are much
more export oriented compared to CCI SMEs in Slovenia.

CCl companies are generally smaller compared to all industries, since the share of employed in CCI
SMEs is significantly smaller than the share in number of CCl SMEs. Share of employed in CCI SMEs
in all SMEs in Slovenia was 4,07% (2015). Creative business are characterised by predominance of
small and micro enterprise size. In general, the vast majority of enterprises in creative sector are
micro-enterprises with less than 10 employees.

Share of total turnover in CCI SMEs in all SMEs in Slovenia in 2015 was 3,79 percent which
presented 1.537.693.281 €. In Ljubljana urban region this share with regard to Slovenia was 5,34%,
which presented 856.270.624 €.

The total number of CCl employees in Slovenia is 41.238, representing the 3% of total economy.
The number of persons employed in CCls SMEs has been decreasing since 2009; while looking at all
SMEs, this number has slightly increased again between 2012 and 2015: 6 881 persons or 6.1% of
the total number of employed in all SMEs (2009), 6 248 persons or 6.0% (2012) and 5 862 persons
or 5.6% (2015).

According to the latest data (2018) the turnover of the entire sector (companies and
selfemployed) was 1.8 billion € in Ljubljana urban region, which is six times more than the total
turnover in the Slovenian region following LUR.

Ljubljana, as the capital of Slovenia, has a great creative potential and is a local talent magnet,
attracting national talents. At the same time the concentration of creative professions in
Ljubljana is comparable to the cities of northern and western Europe (such as Rotterdam, Oslo,
Manchester) and globally to the cities such as Boston and Chicago.

According to the Cultural and Creative Cities Monitor (2019) Ljubljana (in the range of cities with
250.000 to 500.000 inhabitants) occupies 11th place from 40 EU cities in the field of creative
economy development level, with an excellent 3rd place in the field of creative and knowledge-
based jobs concentration (leaving behind Firenze, Bilbao, Eindhoven etc.).

The number of CCls SMEs has significantly increased in LUR between 2009 and 2012 (from 3 634 to
4 624); however, in 2015, the number of CCls SMEs slightly decreased again (to 4 110).

CCl is made of several sub-sectors. In Slovenia, the most important subsectors are Specialized
Design, Data processing and Software.

Manufacturing companies hire CCI professional to create added value to products and processes, in

Slovenia the most relevant categories in the manufacturing sector are Product designer and
Graphic Designer.
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Austria / Oberosterreich

Wieviele Unternehmen arbeiten in Oberosterreich in der Kreativwirtschaft?
rund 5000: richtig

rund 3000

rund 8000

Oberosterreich ist Osterreich's Kreativstandort No...
5

2 richtig

9

Welche Berufsgruppen trinken den meisten Kaffee?
Lehrer: Platz 3

Polizisten: Platz 2

Kreative: Platz 1

Reihe folgende 3 Branchen nach Umsatzstarke
1. Hoch- und Tiefbau (41 Mrd.)

2. Kreativwirtschaft (22 Mrd)

3. Tourismus (21 Mrd)

Was sind laut OECD die 3 wichtigsten Fahigkeiten und Skills fur 2030?

Finanzmanagement

Analytisches und Innovatives Denken: richtig
Qualitatskontrolle

Proaktives Lernen: richtig

Kreativitat und Originalitat: richtig
Risikomanagement
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In Italy, CCl is an important sector. Only CCI production system generates 6% of added value in
the total Italian economy and 10,6% is the added value created in the rest of the economy, for
a total of 16,6%.

CCl sector is a growing sector, more than the total PIL growth rate in Italy. From 2017, the CCI
added value marks +2.9%

The companies in the CCl core culture system are 289.792. They represent 7% of the total
number of companies.

CCl employs 1.55 million people, or 6.1% of total employment, an increase of 1.5% compared
to 2017.

CCl is made by more than 20 sub-sectors, formally recognized by ISTAT, and the most
important for added value produced are Software and game (13%), Press and publishing (15%)
and Design and architecture (9%).

CCl sector features qualified employment: 42.0% of those employed in the Cultural and
Creative Production System are graduated against 21.1% of the rest of the economy;

CCI sector features young employment: 21% of those employed in the Cultural and Creative
production system are in the 25-34 age group, against 17% of peers in the rest of the economy;
Creative thinking, critical thinking, analytical thinking and free decision-making are the most
important skills of CCl professionals.

Manufacturing companies hire CCl professional to create added value to products and
processes and the most relevant categories in the manufacturing sector are Designers (13%),
Architects (7%), Graphic designers (6,5%) and Photographers (6,2%)

CCl experts observe the need for CCl to change and innovate itself by creating new
collaborations with technological and digital tools and companies. The most relevant sectors in
Italy which need this transformation are Cultural and historical heritage activities, Food and
Agrifood, Artisans’ activities and Made in Italy design.
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V roku 2026 bude mat’ Slovensko po druhykrat moznost’ hostit’ titul Eurépske hlavné mesto
kultary (EHMK). Ktoré mesto ako prvé nieslo tento titul v roku 2013? / In 2026, Slovakia
will have the opportunity to host the title of European Capital of Culture for the second
time. Which city was the first to bear this title in 2013?

a) Bratislava

b) Kosice

c) Zilina

Prvy titul niesli v roku 2013 KoSice s projektom Interface. Zmyslom projektu Eurdpske hlavné
mesto kultiry je posilnit prispevok kultiry k dlhodobému rozvoju miest. EHMK umoznil
Kosiciam predstavit’ a d'alej rozvijat’ kultirne dianie v eurdpskom kontexte. Priniesol investicie
do infrastruktury pre kultlru, preveril zivotaschopnost umeleckych iniciativ, umoznil mestu
ziskat medzinarodné kontakty, a Co je najdolezitejSie, mnohi Kosi¢ania zacali vnimat
kreativitu ako vyznamny katalyzator dalsieho rozvoja mesta.
https://euractiv.sk/section/ekonomika-a-euro/news/slovensko-sa-zacina-chystat-na-
europske-hlavne-mesto-kultury-2026/
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KoSice su od roku 2017 clenmi aj d'alSieho prestizneho klubu - Siete kreativhych miest
UNESCO (UNESCO Creative Cities Network). Viete, s akym zameranim? / Since 2017, KoSice
has been a member of another prestigious club - the UNESCO Creative Cities Network. Do
you know with focus on what?

a) Crafts&Folk Art

b) Design

c) Film

d) Gastronomy
e) Literature
f) Media Arts
g) Music

Media Arts. KoSice sa stali jednym zo 64 miest v 44 krajinach celého sveta s novym statusom
kreativheho mesta. Su jedinym mestom na Slovensku zaradenym do tejto siete a jedinym z
vychodnej  Eurépy od roku 2017 so zameranim na medialne umenie.
https://kultura.pravda.sk/na-citanie/clanok/446729-kosice-ziskali-titul-unesco-creative-city-
of-media-arts/

https://cityofmediaarts.sk/
https://en.unesco.org/creative-cities/home
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Dizajn ako odvetvie kreativheho priemyslu ma na Slovensku uz viac ako 100 ro¢nu tradiciu. V
roku 2018 pripravilo Slovenské muzeum dizajnu vystavu 100 rokov dizajnu, sucast'ou ktorej je
aj dnes uz legendarna napojova suprava (na obrazku). Viete, ako sa vola? / Design as a branch
of the creative industry has more than 100 years of tradition in Slovakia. In 2018, the Slovak
Museum of Design prepared an exhibition called 100 Years of Design, part of which is now a
legendary beverage set (pictured). Do you know what the name of it is?

a) Zlata Zuzana / Golden Zuzana

b) Duhova Maria / Rainbow Mary

c) Zlatnianska Zlatica / Zlatno's Zlatica

Zlata Zuzana. Jej vynalezcom bol sklarsky majster Jozef Stanik (1908 - 1986) zo Zlatna.
Navrhol Specialne klieste, ktorymi v spodnej Casti poharika vytvaroval dnes uz legendarny tvar
guldcky obtekanej z troch stran sklom. Caro pohara spocivalo v kombinacii ladného tvaru so
zlatenou gulkou v stopke a zlatym pasikom na okraji kalicha. Ako prvé sa zacali v roku 1956 v
Zlatne vyrabat’ pohare na $ampanské zelenej farby. Dalsou zaujimavostou je, Ze meno stprave
dali zakaznici v Montreale po manzelke jedného z obchodnikov, ktory ju predaval v Kanade.

Zlata Zuzana bola predstavena aj na svetovej vystave Expo 58 v Bruseli, kde uputala nalezitu
pozornost’. Slprava bola vyrabana vo viacerych verziach na rézne druhy alkoholickych napojov,
ako likér, vino, grappu, pivo, koktail, cherry, brandy a na sekt.Vyrabala sa v cirej, modrej,
ruzovej, fialovej, tmavej dymovej, zelenej a Zltej farebnosti. Zlata Zuzana sa stala jednym z
najlepsie predavanych servisov sklarni Zlatno. Bola vyvazana do celého sveta. Spociatku sa
vyrabala len v Zlatne, ale od roku 1971 aj v sklarnach v Katarinskej Hute a v Malinci. Celkovo
sa odhaduje, Ze za 50 rokov sa vyrobilo priblizne pat miliénov kusov tohto servisu. Svojim
dizajnom dodnes zdobi mnohé domacnosti a reprezentuje zasla slavu slovenského dizajnu,
ktory oslovil cely svet.
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https://100.scd.sk/

TREND TOP 2018
FIRMZ R KA

G T (’7

Ktora spolo¢nost’ z oblasti kreativheho priemyslu ziskala v roku 2019 ocenenie Firma roka
od ekonomického tyzdennika TREND? / Which company from the creative industry sector
won the Company of the Year award in 2019 from the economic weekly TREND?

a) Design-Factory

b) Werkemotion

c) Pixel Federation

Pixel Federation. TyZdennik TREND v roku 2019 uz po 22-krat udelil vyrocné ceny za
mimoriadne podnikatelské vysledky. Sen tvorit' hry si Simon Sicko a trojica spolutvorcov zacali
plnit v roku 2007. Trvalo presne desat’ rokov a spolocnost’ Pixel Federation sa po splneni
tvrdych kritérii mohla prvykrat uchadzat’ o titul Firma roka a svoju druh( Ucast v hodnoteni
premenila na vitazstvo.

Produkty slovenskej firmy dnes pouziva globalne 80 milionov ludi. Prerazila s bezplatnym
titulom TrainStation, ktory si ziskal popularitu hlavne tym, ze sa dal hrat v internetovom
prehliadaci bez nutnosti nieco instalovat’. Zatial najziskovejsim titulom je Diggy’s Adventure s
tematikou prekopavania sa k stratenym pokladom. Tvori az 58 percent trzieb a po celom svete
ho hra 1,2 miliona ludi.

Nie iba vyvoj, ale aj neustala podpora a reagovanie na nekonecne sa meniaci svet technologii
zamestnava v bratislavskej centrale firmy uz viac ako 210 zamestnancov.

https: //www.etrend.sk/firmy/trend-top-2019-prvy-triumf-pre-pixel-federation-manazerom-
roka-je-paskova.html

https://portal.pixelfederation.com/en/blog/article/pixel-federation-wins-award-company-of-
the-year
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Univerzitna nemocnica Louisa Pasteura v KoSiciach zacala v roku 2017 ako prva na
Slovensku vyuzivat’ umenie pri liecbe pacientov. Koho vd'aka nemu lie¢i? / In 2017, Louis
Pasteur University Hospital in KoSice was the first one in Slovakia to use art to treat
patients. Who do they heal with it?

a) Pacientov s poruchou pohybového aparatu / Patients with musculoskeletal disorders

b) Pacientov s poruchou sluchu / Patients with hearing loss

c) Pacientov s kardiovaskularnym ochorenim / Patients with cardiovascular disease

Fyzioterapeuti oddelenia fyziatrie, balneologie a liecebnej rehabilitacie pouzivaja pri
rehabilitacii pacientov na mieru vytvorené pristroje. Tie pre nich vymyslel a vyrobil vytvarnik a
novomedialny umelec Boris Vaitovic. Cielovou skupinou tohto projektu su pacienti s ochorenim
pohybového aparatu, ktoré sa prejavuje poruchou uUchopu, poruchou mobility, zniZzenou
svalovou silou, poruchou koordinacie hornej alebo dolnej koncatiny.
Vysledkom sU tri medialne zariadenia a softvér, ktory zbiera data o pokroku pacientov. Tlakovy
senzor vyuziva zname obrazy svetovych umelcov, ktoré st rozdelené na mensie diely. Pacienti
sa s nimi hraji, a ked dosiahnu rovnovazny tlak, tak sa kompozicia zoradi do spravneho
obrazu. Zariadenia sU prisposobené aj veku pacientov, ktori maji casto problém so zrakom, z
tohto dovodu sa k vizualnej hre pridal aj zvukovy stimul.
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Slovenska filmova a televizna akadémia kazdoro¢ne udeluje ceny za najkvalitnejsie filmy a
tvorivé vykony Slnko v sieti. Ktory film ziskal za rok 2018 cenu za najlepsi hrany film? / The
Slovak Film and Television Academy annually awards the best films and creative creations
with the award Sun in the net. Which film won the Best Feature Film Award in 2018?

a) Tlmocnik / The Interpreter

b) Jan Palach

¢) Toman

Film Tlmocnik ziskal cenu Slnko v sieti za najlepsi hrany film, patria mu aj sosky v kategoériach
najlepsia rézia pre Martina Sulika, najlepsi muzsky herecky vykon v hlavnej ulohe pre Jifiho
Menzel a Petra Simonischeka za roly Aliho a Georga, najlepsi scenar pre Martina Sulika a
Mareka Lescaka, najlepsiu filmova hudbu pre Vladimira Godara a najlepsi kameramansky vykon
Martina Strbu. Celkovo ziskal Tlmoénik $est’ cien z dvanastich nominacii. Dve sosky Slnko v
sieti zo Strnastich nominacii premenila snimka Toman, ktora ziskala ceny v kategoériach
najlepsi Zensky herecky vykon vo vedlajsej Ulohe, ktory predviedla Kristina Bokova za rolu
Milady Triskalovej a najlepsie kostymy pre Katarinu Strbovu Bielkovi. Dve ceny ziskal aj film
Hmyz v kategorii najlepsi architekt - scénograf Jan Svankmajer a Vaclav Svankmajer a najlepsi
filmovy zvuk si odniesol Ivo Spalj.

Marian Geisberg bol oceneny in memoriam za najlepsi muzsky herecky vykon vo vedlajsej
Glohe za rolu Spilka vo filme Certovské pero a najlepsi zensky herecky vykon v hlavnej Glohe
patri Zuzane BydZovskej za rolu Matky vo filme Jan Palach. Cenu za najlepsi filmovy strih
ziskal Maro$ Slapeta za film Valek, kategoriu najlepsie masky vyhrali Zuzana Paulini a Juraj
Steiner za film Hovory s TGM.

V kategorii dokumentarny film ziskala sosku snimka Posledny autoportrét od reziséra Mareka
Kubosa, najlepsim animovanym filmom sa stal Mimi a Liza - Zahada vianocného svetla od Ivany
Sebestovej a Katariny Kerekesovej.

https://slnkovsieti.sk/novinka/54
Foto: TASR/ Dano Veselsky
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PreSovské architektonické studio zerozero sa preslavilo rekonstrukciami starsich budov ¢i
revitalizaciou externych priestorov. Ktory projekt im priniesol ocenenie CE ZA AR? / Presov
architectural studio zerozero is famous for reconstructions of older buildings or revitalization
of external spaces. Which project brought them the CE ZA AR Award?

a) Kulturpark, Kosice

b) Pesia a cyklisticka lavka, Sulin

c) Namestie Centrum, Presov

Za Kulturpark ziskali ocenenie v roku 2014, za Namestie Centrum v roku 2018. Za Kulturpark
ziskali v roku 2014 aj cenu ARCH a Cenu Dusana Jurkovic¢a, za lavku v Suline ziskali ocenenie
BigMat International Architecture Award 2017. Ich pracou je aj rekonstrukcia Kina Usmev v
Kosiciach.

Ocenenie CE ZA AR kazdorocne udeluje Slovenska komora architektov. Jeho UGlohou je
zdoraznovat  kultirnu  hodnotu  architektonickych diel, podporovat excelentnost
profesionalnych vykonov architektov, no predovsetkym kultivovat verejné povedomie o
nutnosti rozvoja kvalitnej architektury, ako zakladného principu zvysovania kvality prostredia
vytvaraného vystavbou. Prave z toho dovodu Slovenska komora architektov kazdorocne
prezentuje nominované diela, ako najlepSie architektonické diela s osobitnym vyznamom v
jednotlivych kategoriach, ktoré si pre svoju originalitu a vynimocnost zasl(zia osobitnu
pozornost.

https://zerozero.sk/

https://www.cezaar.tv/o-ce-za-ar/
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Autor: MartinGregus - Vlastné dielo, CC BY-SA 4.0,

Budova Slovenského rozhlasu je architektonicky zaujimava stavba v Bratislave na Mytnej
ulici. Autormi projektu su Stefan Svetko, Stefan Durkovi¢ a Barnabas Kissling. V ¢om bola
tato budova prva na Slovensku? / The building of the Slovak Radio is an architecturally
interesting building in Bratislava on Mytna Street. The authors of the project are Stefan
Svetko, Stefan Durkovi¢ and Barnabas Kissling. What was the building first in Slovakia?

a) Bola prvou ocelovou budovou. / It was the first steel building.

b) Prva budova so Sikmymi stenami. / First building with sloping walls.

c) Najrychlejsie postavena stavba. / The fastest built building.

Na Slovensku bol rozhlas prakticky prvou ocelovou budovou. Toto prvenstvo vsak so sebou
prinieslo niekolko nevyhod. KedZe stavitelia neboli na pracu s ocelovou konstrukciou zvyknuti
a kontakty so svetovym vyvojom boli viac nez chabé, ucili sa na vlastnych chybach. Spojovacie
systémy pouzité na stavbe rozhlasu vymyslali architekti takpovediac na kolene v spolupraci s
robotnikmi. Stalo sa tiez, Ze na slneCnej strane zacala ocelova konstrukcia v lete praskat.
Zlyhavali cCasto zakladné veci, robotnici neboli zvyknuti pracovat profesionalne, precizne,
takze samotni architekti travili vikendy cistenim obkladov, uspinenych od malty.

Budova je postavena z ocelovej konstrukcie v tvare obratenej pyramidy. Projekt vznikol v roku
1967. Stavba bola dokoncena az v roku 1983. Obsahuje velkorysé vnutorné priestory,
vynikajucu koncertn( sien a dobre vybavené nahravacie studia. Je tu umiestneny aj jeden z
najvacsich organov na Slovensku. Celkova vyska budovy po vrchol antény je 80 metrov. Je
nositelom titulu Stavba storoCia na Slovensku v kategorii SpoloCenské stavby.
V interiéroch rozhlasu sa najdu rarity, akou je napriklad Velké koncertné stidio. Sala visi v
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priestore na ocelovej konstrukcii s pruzinami zhora. Predtym sa kovové pruziny umiestnovali v
spodnych castiach akusticky narocnych priestorov, opotrebdvali sa a ¢asom stracali zmysel. V
koncertnej sale rozhlasu nesit omnoho mensiu zataz, je k nim volny pristup a mozno ich
vymienat'.

https://sk.wikipedia.org/wiki/Budova_Slovensk%C3%A9ho_rozhlasu

Plasty sa tykaju kazdého elementu nasho zivota. Su v nasich taskach, topankach a flasiach,
ktoré pouzivame kazdy defi. Pre tuto chvilu a na dlhsie, ako si myslime. Zivotny cyklus
konvencnych plastov je bolestivo dlhy. Crafting Plastics Studio vytvorilo okuliarovy ram zo
100% obnovitelnych zdrojov. Za aky cas sa po dosluzeni rozlozia v komposte? / Plastics
touch every element of our daily lives. They’re in our bags, shoes, and bottles we use
every day. For now, and for longer than we know. The life cycle of conventional plastics is
painfully long. Crafting Plastics Studio has created a spectacle frame from 100% renewable
sources. In what time will it degrade in compost?

a) 1rok

b) 6 mesiacov

c) 90 dni

Stopy plastickych hmot po generacie v nasom prostredi, oceanoch a dokonca aj v potravinach.
Nase dizajnérske ramy sl progresivne monomaterialy vyrobené zo 100% obnovitelnych zdrojov.
Ich jedinecny styl oziva, ked zacneme pripravovat nase zmesi v laboratoriu na Slovensku.
Zmiesame rigidnejsiu zmes pre ramy a trochu pruznejsiu pre chramy. Inteligentny dizajn
zavesu nevyzaduje ziadne kovové casti na drzanie poharov pohromade. Jeden material
zaist'uje, ze tieto ramy su Uplne biologicky odburatelné.
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Zivotnost nasho sortimentu bioplastov okuliarov zavisi od nositela. Kazdy rdm je pevny a
stabilny tak dlho, ako je to potrebné. Ale ak uz neslizi svojmu UCelu, moZe sa nakoniec
rozlozit' vo vasom komposte. Jednoducho ich vlozte do priemyselného kompostu a prirodzene
sa rozloZia za menej ako 90 dni - bez toho, aby zanechali jedini skodlivi stopu na Zivotnom
prostredi.

https://www.craftingplastics.com/collection-2

10)

Viete kolko spolo¢nosti na Slovensku tvori slovensku hernd vyvojovu scénu? (za rok 2019)
/ Do you know how many companies in Slovakia make up the Slovak game development
scene? (year 2019)

a) 11

b) 38

c) 83

B je spravne. V roku 2019 sme mali na SK 38 spolocnosti venujlcich sa hernému vyvoju. Sektor
zamestnaval takmer 700 ludi a generoval prijmy vo vyske 56,6 mil. Eur. Takmer polovica
spolocnosti posobi na zapade krajiny, 30 % na vychodnom a zvysnych 20 % na strednom
Slovensku.

http://sgda.sk/#industry
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11. In Italy, CCl is an important sector. Only CCl production system generates 6% of added value in
the total Italian economy and 10,6% is the added value created in the rest of the economy, for
a total of 16,6%.

12. CClI sector is a growing sector, more than the total PIL growth rate in Italy. From 2017, the CCI
added value marks +2.9%

13. The companies in the CCl core culture system are 289.792. They represent 7% of the total
number of companies.

14. CCI employs 1.55 million people, or 6.1% of total employment, an increase of 1.5% compared
to 2017.

15. CCI is made by more than 20 sub-sectors, formally recognized by ISTAT, and the most
important for added value produced are Software and game (13%), Press and publishing (15%)
and Design and architecture (9%).

16. CCl sector features qualified employment: 42.0% of those employed in the Cultural and
Creative Production System are graduated against 21.1% of the rest of the economy;

17. CCI sector features young employment: 21% of those employed in the Cultural and Creative
production system are in the 25-34 age group, against 17% of peers in the rest of the economy;

18. Creative thinking, critical thinking, analytical thinking and free decision-making are the most
important skills of CCI professionals.

19. Manufacturing companies hire CCl professional to create added value to products and
processes and the most relevant categories in the manufacturing sector are Designers (13%),
Architects (7%), Graphic designers (6,5%) and Photographers (6,2%)

20. CCl experts observe the need for CCl to change and innovate itself by creating new
collaborations with technological and digital tools and companies. The most relevant sectors in
Italy which need this transformation are Cultural and historical heritage activities, Food and
Agrifood, Artisans’ activities and Made in Italy design.
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