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Games for WELL-being GOWELL 2016, Budapest, HU, 14-15 Jun 2016, 8 pages. 
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 Kayali, F., Jahrmann, M., Schuh, J., & Felderer, B. (2012). Alternate Reality Games: Persuasion in Context. Applied 
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 Franz, B., Götzenbrucker, G., Kayali, F., Pfeffer, J., Schwarz, V., & Purgathofer, P. (2012). New Media, Hip Hop, and 
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organized with M. Steinböck & E. Seker. Vienna, 29 Apr 2025.  

 Foundation of Digital Games 2025. Accessible worlds united through play. Conference organization. University of 
Vienna and TU Graz. 15-18 Apr 2025. 
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Mathematik, Werkzeug der Zukunft? Vienna, 20-22 Feb 2025.  
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 Kayali, F., Gallian, A., Moser, K., Schmid, E. (2023). Technologie und Wahrung der Grundrechte. Panel discussion. 
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Table, Initiative Digitalisierung Chancengerecht (IDC). 28 Nov 2022. 

2021 Hödl, O., Kayali, F. (2021). Digitale Musikinstrumente in der MINKT-Bildung. Invited talk. Ästhetisch-künstlerische 
Auseinandersetzungen mit digitalen Medien im Schulunterricht, Symposium der AG Medienkultur und Bildung, 
Leuphana Universität Lüneburg,Online, 17 Jun 2021. 

 Hörmann, G., Kayali, F., Rosemann, E. (2021). Die digitale Bildung von morgen – zwischen Schulbuch und 

Suchmaschine. Invited talk and panel discussion. FWF „Am Puls“-Wissenschaftstalk, Ars Electronica, Linz, 08-13 

Sep 2021. 

 Ehlers, U., Kayali, F. (2021). Wie erlernen und vermitteln wir Future Skills in der Hochschulpraxis? Keynote 
interview. Bologna-Tag 2021, Austria, Online, 17 Mar 2021.  

2020 Kayali, F. (2020). Digitale Aufklärung: Welches Wissen erfordert das digitale Zeitalter? Keynote. University Meets 
Industry Conference, Postgraduate Center, University of Vienna, 28 Apr 2020. 

 Kayali, F. (2020). Was können wir aus Spielen lernen? Invited public talk. European Researchers Night, Vienna, 
Austria, 27 Nov 2020. 

 Kayali, F. (2020). Was können wir aus Spielen lernen? Invited public talk. Kinderuni, University of Vienna, Vienna, 
Austria, 08 Jul 2020. 

2019 Kayali, F. (2019). Spiel, Musik, Performance und Lernen. Keynote. Tagung Bundesarbeitsgemeinschaft Theater in 
der Schule, Salzburg, Austria, 08 Nov 2019. 

 Kayali, F. (2019). Von Computational Thinking zu Computational Empowerment. Keynote. Informatiktag 2019, TU 
Wien, Vienna, Austria, 3 Oct 2019. 

 Kayali, F. (2019). Playful Digital Musical Instruments in STEAM Education. Invited talk. Serious Play Conference 
2019, Montreal, 8 Oct 2019. 

 Kayali, F. (2019). Games, Gamification und spielerische Technologienutzung im Unterricht. Invited talk. OeAD 
macht Schule-Fachtagung, Vienna, Austria, 30 Apr 2019. 

 Kayali, F. (2019). Spielerische Kommunikation zur Förderung von Diversität. Keynote. Serious Games for a Humane 
Europe conference, Vienna, Austria, 13 Jun 2019. 

 Kayali, F. (2019). Game design and playful music interaction as methods of project-based teaching. Keynote. 
Learning Music Through Play in Out-of-School Context, International Seminar, Quebec City, CA, 13-15 Apr 2019. 

 Kayali, F. (2019). Digitale Kompetenzen für die Schule 4.0. Invited talk. Centre for Teacher Education, University of 
Vienna, 8 Apr 2019. 

2018 Kayali, F., Prahm, C.  (2018). Can I Lend You a Hand? How to Make Engaging Games for Neuromuscular Prosthesis 
Training. Invited talk. Games for Change Festival 2018, New York, US, 28-30 Jun 2018. 

2017 Kayali, F. (2017). Compliance in Rehabilitation, Therapie und Prävention. Invited talk. Workshop zur Zukunft der 
Krankenhausplanung, Vienna, 11 Oct 2017. 

 Kayali, F. (2017). MINT-Förderung im Projekt Sparkling Instruments. Invited talk. New Skills Conference, WKÖ, 
Vienna, 20 Nov 2017. 

 Kayali, F. (2017). Breaking The Wall. Invited talk. Research Salon - Artificial Intelligence, University of Applied Arts 
Vienna, 11 Dec 2017. 

 Kayali, F. (2017). Playful Interfaces for Audience Participation and Artistic Expression in Musical Live Performances. 
Opening lecture. Symposium Breaking The Wall, Ars Electronica Festival 2017, Linz, 09 Jun 2017. 

 Kayali, F. (2017). Promoting Mobility in Way-Key. Invited talk. Vernetzungstreffen Mobilität und Demenz, Vienna, 
21 Jul 2017. 

 Kayali, F. (2017). Die Digitalisierung der Zukunft – Ein Blick über den Tellerrand. Invited talk. Workshop zur Zukunft 
der Krankenhausplanung, Vienna, 3 Sep 2017. 

2016 Götzenbrucker, G., Kayali, F., Purgathofer, P., Schwarz, V. (2016). It’s ‘Your Turn!’ Effects of a cooperative social 
impact game on young Viennese 2nd generation immigrants and native Austrians. Invited talk. Final Symposium - 
WWTF Diversity & Identity Projects 2010/2011, University of Vienna, 15 Nov 2016. 



 Kayali, F. (2016). Sparkling Games. Invited talk. Sparkling Impacts – Von Sparkling Science zu Open Innovation. 
Sparkling Science-Tagung, Vienna, AT, 14 Nov 2016. 

 Kayali, F. (2016). A Serious Game to Further Cultural Diversity. Invited talk. Games and Play research seminar, 
Utrecht University, 23 Mar 2016. 

 Kayali, F. (2016). YourTurn! Designing for Diversity. Invited talk. Central European Games Conference 2016, 
University of Vienna, 17-21 Jan 2016. 

2015 Kayali, F. (2015). Game Design for Social Impact. Invited public talk. FROG 2015 - 9th Vienna Games Conference, 1-3 
Oct 2015. 

2013 Kayali, F. (2013). Digitale Spiele zwischen Kunst und Mainstream: Gestaltung und Produktion. Keynote. Digitale 
Grundkompetenzen in den Kreativfächern: Gaming-Welten. Arbeitstagung, Mattsee; 28-30 Oct 2013. 

 Kayali, F. (2013). Demo Spotlight: Lebensnetz. Invited talk. 10th Annual Games for Change Festival, New York; 27-
29 Jun 2013. 

 Kayali, F. (2013). What do the movie Inception and Alternate Reality Games have in common? Invited talk. Play & 
Prosume: schleichender Kommerz und schnelle Avantgarde, Wien, 6-17 Mar 2013. 

2012 Kayali, F. (2012). YourTurn! Designing a Music Game for Social Impact. Invited talk. 9th Annual Games for Change 
Festival, New York, 18-20 Jun 2012. 

 Kayali, F. (2012). Games 4 Resilience. Invited talk. Gaming with a Purpose Salon, Subotron, Vienna, 17 Feb 2012. 

 Kayali, F. (2012). Positive Impact Games. Invited talk. Gaming with a Purpose Salon, Subotron, Vienna, 13 Apr 2102. 

2011 Kayali, F. (2011). Fuck the magic circle! Do we need game ethics? Invited talk. AMAZE Games Culture Circle, Wien, 
30 Sep 2011. 

2009 Kayali, F. (2009). Art, Music and Technology - an iPhone showcase. Invited talk. IndieCade 2009 Festival, Culver 
City, California, USA, 03 Oct 2009. 

2007 Kayali, F. (2007). Homebrew Music Game Development. Invited talk. dorkbot vienna #3 hacking game machines, 
Metalab, Vienna, Austria, 23 June 2007. 

 
 
Game Releases and Artistic Works 

2019 COLOGON (distributed mobile game for inclusive education) 
Best Poster award at the Foundations of Digital Games Conference FDG 2019, San Luis Obispo, CA, 26-30 Aug 2019. 

2018 MyoBeatz (game for health) 
Finalist for Most Innovative and Most Significant Impact at the Games for Change Festival 2018, NY. 

 WAY-KEY - Accessibility and Usability (mobile app) 
Transport Research Arena TRA Vienna 2018, A digital era for transport. Apr 16-19 2018. 

 Breaking The Wall (art-based research project) 
UNDERSTANDING ART & RESEARCH, Dunedin School of Art / University of Applied Arts Vienna 

2017 Breaking The Wall (interactive sound performance) 
Ars Electronica Festival, Linz, 7 Sep 2017 

 Breaking The Wall (interactive sound performance) 
Kuppelsaal, TU Vienna, 2 Jun 2017 

 AAA Profiler (interactive media installation) 
Appdate, Neuwerk, Konstanz, 19 – 26 Jan 2017 

2016 Sparkling Games (student game projects) 
shown at Schule@GameCity, GameCity 2016, Vienna. 



2015 Breaking The Wall (art-based research project) 
CONTEMPORARY CODE: ARTISTIC RESEARCH, University of Applied Arts Vienna / City University of Hong Kong 

 INTERACCT (mobile e-health game) 
[http://www.www.interacct.at], Winner of the Occursus Award for Communication and the eAward 2017 

2014 Lebensnetz (mobile e-health game) 
[http://www.lebensnetz.at] 

 INTERACCT Partizipatorisches Design in einem interdisziplinären Kontext  
shown at Design acts!, :galeriefreihausgasse, Villach 

 Art.Lector (educational tablet application) 
[http://www.fluxguide.com], Winner of the ZIT Smart Call Vienna 

2013 Internet Hero (educational game) 
[http://www.playthenet.at] 

 Play & Prosume (interactive media installation / augmented reality interface) 
Kunsthalle project space [http://trans-techresearch.net/tef/] 

2012 YourTurn! The Video-Game (social impact game on Facebook) 
shown at GameCity 2012, [http://yourturn.fm] 

2011 AAA Profiler (interactive media installation) 
SCHAURAUM Angewandte, quartier 21, Museumsquartier Vienna, Austria [http://ludic.priv.at/AAA] 

2010 Radio Flare REDUX HD (iPad game) 
Published by Chillingo (Electronic Arts) 

 Radio Flare REDUX (iPhone game) 
Published by Chillingo (Electronic Arts) 

2009 Zombies vs. Sheep (iPhone game) 
Published by Chillingo (Electronic Arts) 

2008 Radio Flare (iPhone game) 
self-published, Finalist at IndieCade 2009 and the Independent Games Festival 2009, Europrix Seal of Quality 

 bagatelle concrète. a modified pinball machine (interactive media installation) 
shown at Homo Ludens Ludens, LABoral Centro de Arte y Creación Industrial, Gijon, Spain and at the Coded 
Cultures Festival, Museumsquartier Vienna, Austria 

2007 Gestural Instruments (Nintendo DS sound toys) presented at dorkbot#3, Metalab, Vienna and the 5th International 
Music Workshop 2008, Vienna 

2005 POSE (interactive media installation) 
displayed at the Echo exhibition, Ragnahof, Vienna, Austria 

2004 Sonic~Image (audio/video performance software) 
Used as a DJ with Phal/drK and as a visual artist in a series of national and international performances 

2003 Der Kapelan  
musical score for a theater play 

2002 Landschaften erzählen (TV Production) 
with Erich Schleyer, shown on Austrian station TW-1 

2001 Stopschild (animated short movie) 
 

 

http://www.interacct.at/
http://www.lebensnetz.at/
http://www.fluxguide.com/
http://www.playthenet.at/
http://trans-techresearch.net/tef/
http://yourturn.fm/
http://bagatelleconcrete.attacksyour.net/%255D
http://www.dorkbot.org/dorkbotvienna/dorkbot-vienna-3.html
http://metalab.at/

