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Introduction 

Dear Readers, 

Vienna is among the top 5 ICT metropolises in Europe. Around 5,800 ICT enterprises generate sales here of around 20 

billion euros annually. The approximately 8,900 national and international ICT companies in the "Vienna Region" 

(Vienna, Lower Austria and Burgenland) are responsible for roughly two thirds of the total turnover of the ICT sector in 

Austria. 

According to various studies, Vienna scores especially strongly in innovative power, comprehensive support for start-

ups, and a strong focus on sustainability. Vienna also occupies the top positions in multiple "Smart City" rankings. This 

location is also appealing due to its research- and technology-friendly climate, its geographical and cultural vicinity to 

the growth markets in the East, the high quality of its infrastructure and education system, and last but not least the best 

quality of life worldwide. 

In order to make optimal use of this location's potential, the Vienna Business Agency functions as an information and 

cooperation platform for Viennese technology developers. It networks enterprises with development partners and 

leading economic, scientific and municipal administrative customers, and supports the Viennese enterprises with 

targeted monetary funding and a variety of consulting and service offerings. 

Support in this area is also provided by the technology platform of the Vienna Business Agency. At 

technologieplattform.wirtschaftsagentur.at, Vienna businesses and institutions from the field of technology can present 

their innovative products, services and prototypes as well as their research expertise, and find development partners and 

pilot customers.  

The following technology report offers an overview of the many trends and developments in the field of Entertainment 

Computing. The term Entertainment Computing describes B2C solutions (hardware and software), which can entertain 

a person in their free time. In the broadest sense, it describes all technologies which can be assigned to entertainment 

electronics (Consumer Electronics). In this report, we will accordingly include everything from digital film, book, and 

newspapers, from Smart TV to games. 

Your Vienna Business Agency team  

  



 

2 

 
 

 

1 Entertainment Computing – A definition 3 

2 Current state of the technology 4 
2.1 Smart TV, Video on Demand and streaming services 4 
2.2 Games – from Second Screen to Virtual Reality 7 

2.2.1 Gamification 8 
2.2.2 Serious Games 9 

2.3 E-Publishing - E-books and digital newspapers and magazines 9 

3 Market situation in Austria 10 
3.1 The market for streaming services and Video on Demand 10 
3.2 The game market 11 
3.3 E-Publishing market 14 

4 Science and research 14 

5 Education situation in Austria 15 

6 Events in Vienna 16 

7 Success Stories from Vienna 17 
7.1 Smart-TV, Film & Digital Signage 17 
7.2 Games 18 
7.3 E-Publishing 19 

8 Services Offered by the Vienna Business Agency 21 

9 Imprint 22 
 

  



 

3 

1 Entertainment Computing – A definition 

If you look up the term Entertainment Computing on the Internet, you will find a manageable number of definitions, all 

of which vary significantly from one another. And yet the term “entertainment”, as used in its many forms among 

different research groups and media companies is a very flexible concept. It is used for pure recreational entertainment 

and includes the use of various media content along with interaction (games, navigation, information provision), 

employment programs, measures in the medical and therapeutic field, and in spaceflight for astronauts. The key 

elements are the technical concepts, computing processes, and devices. These may come from the fields of computer 

vision, animation, gaming, streaming media, acoustics, as well as virtual & augmented reality. 
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2 Current state of the technology 

2.1 Smart TV, Video on Demand and streaming services 

 

Watching TV – for how many decades did that mean knowing the program schedules of the different channels, to watch 

their shows either on purpose or two coincidentally enjoy it in the background. Letting it wash over you, or consuming 

information brought color into everyday life and into the living room. The one constant in this case is the already-

programmed TV schedule where only the ever-increasing number of senders suggested a certain type of independent 

decision-making - which was something that only the video recorder could manage: allowing the viewers to select their 

own time for viewing. The expenses are manageable: in addition to the fees, the consumer pays, at most, the cable 

provider and in return must submit to impersonal advertising between and during the shows. “Unlike with the TV, with 

streaming you are not bound to a preset program. The streaming user is independent in both time and place and can use 

different devices limited by the provider (TV, PC, tablet, smartphone).”1 

 

Netflix, Amazon Prime, Maxdome and 

Skysnap are the most well-known 

streaming providers on a subscription 

basis. For a monthly fee of 

approximately 5 Euro to 12 Euro, films 

and series can be streamed to a selected 

device using available Internet. 

Depending upon the quality of the 

connection, the content can also be 

streamed in higher resolutions. The 

contents cannot be saved long-term. If 

the subscription fee covers only a 

portion of the offer, then the requested 

titles can be borrowed as in a library. 

Video on Demand (VoD)-providers are 

becoming increasingly popular as 

Internet video libraries. A stable 

broadband Internet connection is 

required. Where, when, and on which 

device films and series will be watched 

is decided by the consumer. A web 

browser or the appropriate app for the 

mobile device which will be used is 

necessary for this. All the popular 

services provide apps for Android, iOS, 

and desktop PCs. Several have recently 

started providing apps for smart TVs. 

The combination of VoD and classic TV 

is very desirable, as Ulrich Müller-Uri, 

CEO of Flimmit, knows: “VoD offers be 

a supplement to classic TV. By filling 

several distribution channels, a 

stronger knowledge of the product is 

created and new target groups can be 

reached. I see linear beaming not as a 

dying subject, but much more as a 

flexible hybrid.” 

                                                                    
1 video on demand – streaming-services by comperison (fee-based) http://www.konsument.at/cs/Satellite?pagename=Konsument/MagazinArtikel/Detail&cid=318894521419 
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Dietmar Pils of the bitsfabrik also doubts that streaming services will make linear TV completely obsolete: “To be able 

to enjoy films, series, or music online; independent of TV programs, time, and place; and without needing any local 

storage place for them, are already very strong arguments in the viewpoint of the consumer, if Internet bandwidth and 

the contract allows it. This is also the reason why many classic TV channels and providers are considering offering 

streaming services, or are already there. I do not believe that streaming will completely replace linear TV and radio.” 

Current devices have additional functions, can display more content thanks to a user-friendly surface, and provide higher 

resolution for the display of Ultra High Definition Videos. This technology was already available in the past as Hbb-TV, 

but it has been further developed with the increased use of external operating systems such as Android TV or Tizen. 

Smart-TVs integrate apps from video streaming providers including Netflix or Amazon Instant Video. Additional apps 

expand the functionality and offer access to YouTube, the Internet browser, and even games. Access to the Internet is 

required, which is why most TVs are now networked. They are operated with one or two remote controls, which have the 

necessary functions and buttons for quick access. Voice control is new and popular, although still prone to errors. 

Microphones are in the remote controls. 
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But it is not just because of the ever-larger selection of platform providers that videos available through the Internet are 

becoming increasingly important. With smart phones, videos are available in high quality, full HD resolution which 

allows it to be quickly loaded onto the Internet and to be shared within seconds with others on social media platforms. 

YouTube, Vimeo & Co. are very popular, for private as well as commercial short videos. Companies have discovered 

videos as multimedia channels, where they give their customers a peek into their company. Certain content such as 

FAQs, operating instructions, team and product presentations, and statements come alive in moving images. This allows 

the viewer to feel as if they are in the middle of the action. To be able to independently produce videos – message oriented 

instead of slick optics – opens new business fields in the market. Video producers, storytellers, counselors and trainers, 

all the way to programmers for new platforms and video technologies, can establish themselves.  
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2.2 Games – from Second Screen to Virtual Reality  

 

 

In the beginning, simple computer games flickered on the TV screens of children and in living rooms. Monochrome 

consoles then replace Gameboy and Co. and game computers à la Commodore 64. Later, on the x86-PC, games with 

short film sequences followed. Story lines like in the movies with changing scenarios replace the simple jump-and-run 

games and ego-shooter. Gamers can now dive into a world which is becoming increasingly detailed and realistic.  

Just as in many other technical areas, the world of computer games is in the middle of a demographic change. The 

question is no longer: who is playing what, but on what device, where, and how. Alexander Amon of Sproing Interactive 

Media Gmbh, Austria’s largest game developer, notes: “Platform independence is current and extremely important for 

the future, since practically every target group has several platforms to target. To be represented on all relevant platforms 

is a basic building block for survival in this field. Smart TVs are, of course, an exciting platform but they will probably 

only achieve relevance in the coming years.” 

Max Höfferer of IG Computergrafik considers platform independence as important for free to play (F2P) games: 

“Especially in the field of F2P games, platform independence will continue to become more important to achieve flexible 

and barrier free multi-device use. Soon, one or the other consumer electronics producer will be sure to attempt an 

expansion of the games integrated in smart TVs. In the end, the consumers will decide whether streamed games will 

become the norm on smart TVs.” 

Browser games, smart phones, and tablets provide new opportunities to gamers and bring them out of their own four 

walls. Games are played everywhere – to entertain – multimedia content is being consumed wherever desired, and 

whenever the time is available. This trend is also very present in Austria. According to a poll taken by MindTake Research 

(June 2015)2, 74% use a smart phone for gaming, 26% play on a tablet. 61% of Austrians indicate that they usually play 

                                                                    
2 http://research.mindtake.com/de/jeder-zweite-mobile-nutzer-spielt-mobile-games 



 

8 

mobile games at home, 31% of responders indicate that they play while on the road, 4% at work and 2% while in training. 

The average time spent playing is 11 hours a month. 

Diverse game plug-ins in social media are increasingly filling portions of the screen. Second screen, and even third screen 

is being discussed: the TV is on in the background, while the mobile device displays additional information or functions 

as a communications center. The player is not only concentrating on one type of entertainment; several different ones 

are running in virtual rooms apparently parallel. Entertainment must be either short and amusing or consistently 

compelling – either as a secondary medium or to structure free time. 

Adventure-and simulation games are created from realistic objects located in realistic, three-dimensional rooms and 

environments. Film sequences in the games are often produced with the same effort as movies. With the use of rendering, 

objects are added and subtracted – the more realistic, the more effort, as Christoph Dertschei knows, owner of dx3 and 

3D designer: “Realism is still not an easy task, and just due to the rendering times alone it is an expensive way to have 

fun. Especially smaller studios can hardly afford it, or can only compensate using long rendering times. At the same 

time, standards are constantly rising due to viewing habits. What impressed many people 10 years ago, is, upon closer 

reflection, often downright laughable today. On the other hand, good results can also be achieved from simple methods. 

A feel for it is required in this case – especially because, in almost all mainstream productions now, the camera flies four 

times through each scene just like in videogames.” 

In connection with built-in cameras, games are created in mixed realities. In virtual reality, complete arenas can be built 

which are accurate down to the last detail. Positions and viewpoints can be changed when the GPS and movement 

sensors on tablets and smart phones are activated. The tablet becomes a steering wheel. In augmented reality, the live 

image on the camera is also used. The objects created with computer graphics appear in the actual environment on the 

display screen of the mobile phone. Additional information for buildings, and navigation assistance in public places such 

as airports are also available.  

It is already evident that with the help of VR glasses such as Oculus Rift, Microsoft HoloLense, and Playstation VR, 

augmented reality (AR), virtual reality (VR) or a combination form, so-called mixed reality, will be strongly represented 

in one or the other form in the games market. 

2.2.1 Gamification 

 

Except for complete and comprehensive games, individual gaming aspects are also implemented in many branches and 

technologies without necessarily drawing attention to them. Elements and processes typical of games fall under the 

buzzword gamification increasingly frequently in contexts foreign to games such as office applications, webpages, and 

smart TVs. Included in this area are experience points, high scores, progress bars, ranking lists, virtual goods, or 

commendations. Markus Breuer defined the term gamification as: „(...) the use of mechanics typical games outside of 

pure games with the goal of influencing the behavior of humans.“3 

The goal is to increase motivation during activities and processes often perceived as monotonous. Tests have shown that 

user motivation, learning success, customer loyalty, and data quality improves if not necessarily increases significantly, 

for instance during the implementation of gamification to increase customer motivation during the payment process at 

the supermarket register4. Areas for implementation and examples include, in addition to burger crafting at fast food 

restaurants, creative design ideas of user surfaces in industrial facilities (key word: Industry 4.0).5 Max Höfferer on 

gamification: “In certain areas award and comparison mechanisms as well as planning assistance can be implemented 

in business software solutions. This means a longer and more intensive user connection can be achieved. Product 

improvements can also be achieved using gamification mechanisms.” 

Yet consideration must be given to the fact that gamification does not necessarily make sense in every area of 

implementation. Gamification is an easily implemented method, especially in the field of user-experience design. 

 

                                                                    
3 http://sns.cscwlab.de/soziotech/files/downloads/2014/01/Gamification-von-Business-Software-Steigerung-von-Motivation-und-Partizipation.pdf 
4 http://imb.donau-uni.ac.at/gamification/effizienzsteigerung-motivationssteigerung-durch-gamification/ , http://www.soziotech.org/gamification-steigerung-der-

nutzungsmotivation-durch-spielkonzepte/ and http://www2.tu-ilmenau.de/zsmp/Bezahlprozess 
5 http://www.faz.net/aktuell/feuilleton/gamification-ist-spielen-das-neue-arbeiten-12796856.html 
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2.2.2 Serious Games 

 

Serious Games are games, simulations, and learning programs which were not developed just for entertainment 

purposes. Their core function is to transmit knowledge. An authentic and believable, but also entertaining learning 

experience is in the center of the area of interest – genre, technology, platform and target group vary. The separation 

between this and a purely entertaining game is often difficult, since the consumer determines the use and application. 

Serious Games can also be played with others. The exchange of knowledge can occur during active communication. 

Content can be distributed as initial information for an upcoming assignment, or can be gathered during the game.6 

One of the first uses of Serious Games reaches back to 1958 with the first digital flight simulator. Current application 

areas: health and movement therapy, politics, culture, advertising, security, military, product development as well as 

youth and adult education7. 

 

2.3 E-Publishing - E-books and digital newspapers and magazines 

E-books are now available for every device for every operating system. Individual hardware with passive crystal displays 

are becoming increasingly similar to printed paper in terms of readability. They are not and are perfectly connected with 

their platform supplier. The advantage of e-books in the readers: an entire library of virtual books and magazines will fit 

on a light-weight device which is easy to transport. If it is not readily available, the user can check their smart phone or 

PC and continue reading at the exact spot where he/she was previously at. In addition, there are also lookup functions, 

translation services, and background information which are embedded in the e-books. Service providers utilize usage 

behavior of the readers and suggests similar titles. “Thousands of books fit on the e-reader; reading in the dark is more 

                                                                    
6 http://www.b-i-t-online.de/daten/BIT_Innovativ_28_Auszug.pdf# 
7 http://homepage.ntlworld.com/bleep/SimHist8.html , http://mediawiki.htw-berlin.de/w/index.php?title=Serious-Games&oldid=8964#Geschichte and http://mediawiki.htw-

berlin.de/w/index.php?title=Serious-Games&oldid=8964#Geschichte 
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comfortable than ever before thanks to energy-efficient background lighting; and thanks to the new water resistant 

devices you can even read in the bathtub or at the beach without any worries.”8  

The flipside: practically every provider has developed their own e-book format in an attempt to legally protect the 

contents from being distributed and copied without authorization. Compatibility with other devices is extremely rare – 

providers are focused on building out their own platforms, since they have already invested sizable amounts in their 

development. Unfortunately, it is not possible at this time to loan out e-books, to give them away, or to sell them. A 

diverse number of copyright solutions ensures this (DRM = Digital Rights Management)9. The important thing is, just 

as with video streaming providers, to read the offer carefully before committing it. While it is true that there are free e-

book formats, they are difficult to load onto the reader. E-books have a variable line break; this allows the font size to be 

changed at any time, thereby assuring easy readability without unnecessary scrolling. In contrast, data in PDF format 

are generally not displayed well, since this format does not allow variable scaling of the page.  

Apple and Amazon have started making the entry into publishing easier for authors. Those who text for a hobby can also 

quickly and easily place the text on the associated platform and publish them themselves. Special publishing service 

providers have been established for academic texts, they also process the sales. All portals conform to the valid book 

price agreement, which also applies to online sales. Generally, the price for the digital version of a book is 10 to 20% less 

than the printed version. Publishing and media houses who want to provide electronic versions of newspapers and 

magazines generally tread their own path. Although Apple and Google offer their own respective operating platforms 

and stores for this purpose, most rely on their own apps which they have developed to ensure an optimum level of 

readability. This also allows them to upsell add-on features, extra product, and special subscription systems.  

3 Market situation in Austria 

3.1 The market for streaming services and Video on Demand 

 

Online video libraries are now offered by several streaming services. Because of licensing/technical reasons, they are 

expanding slower in Austria and therefore have a smaller selection of films and series to offer than in the USA. Netflix-

very popular and widely distributed in the USA - was one of the first platforms to start up in Austria. The main difference 

is in the payment model. Netflix is only available by monthly subscription, while other providers offer series and movies 

either in addition to or exclusively for a rental fee. Borrowed movies, depending upon the provider, can be stored locally. 

This has the advantage that you are not tied into an Internet connection when you want to watch the movie. The quality 

is generally dependent upon the respective device – ultra HD and 4K resolutions are available. This dramatically 

increases the amount of data which must be downloaded from the Internet in real time. For movie buffs and those who 

enjoy series, flat fees are suggested with no volume limitations.  

Flimmit is an Austrian version of Netflix. It focuses on Austrian productions in order to give local film producers an 

additional opportunity for innovative sales and distribution, according to Müller-Uri: “Especially when competing with 

international providers it is important to highlight their unique selling proposition, thereby allowing them to claim their 

market segment. Since the video-on-demand market is not a competitive, but rather an expansion market, there is still 

room for alternative products. The most important thing in this branch is to work with few resources as efficiently as 

possible while always maintaining state-of-the-art. This creates a chance to speak to a special target group using Austrian 

contents, which may not enjoy the same level of visibility with international providers.” 

This is how Müller-Uri sees the future of Video on Demand in Austria: “The streaming market is continuing to develop 

– based on technical advances and the rising demand for it – in Europe as well as Austria. For our country technology, 

it is very important that Austrian companies which are developing streaming technologies locally, thereby providing jobs 

and know-how in a growing market, remain in the country. Austrian companies should not back away from international 

comparisons. Along with strategic partnerships, technical know-how is a deciding factor.” 

 

                                                                    
8 http://www.konsument.at/cs/Satellite?pagename=Konsument/MagazinArtikel/Detail&cid=318893797016 (fee required) 
9 E-Book-Portale – Reader reloaded (fee required) http://www.konsument.at/freizeit-familie/e-book-portale 
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Streaming platforms are becoming increasingly interesting for game developers, as Alexander Amon, PR Manager of 

Sproing Interactive Media GmbH, is aware of: “thanks to Smart TV and a monthly fee, games can be easily streamed on 

your own TV. The hardware required to play current and future games well is not located in your own living room but 

rather with the service provider of the cloud service. Updating the hardware is not necessary in this case. There are two 

reasons that are preventing the widespread use of this. First, a large bandwidth is required which is not available 

throughout Austria yet. This is an area that must be improved upon everywhere except, perhaps, in Vienna. Second, 

games on Smart TVs are current. This is probably also due to the low amount of usage, “reused” games from other 

platforms – so Smart TVs cannot be classified as innovation leaders now.” 

 

3.2 The game market 

 

Though unfortunately it is not always visible, Austria has a very vibrant, internationally recognized gaming scene. 

Sebastian Resl of Vienom describes the Austrian gaming scene as follows: “The scene may be small, but it is definitely 

active and lively. It doesn’t always have to necessarily be the large companies that are internationally successful. The 

Austrian game development market consists, in my opinion, of a few midsize companies (e.g.: Sproing, Bongfish, 

Socialspiel, Spielwerk, etc.) which have successfully made the leap as a service provider for investors; and many very 

small studios. The small studios often start out as a project specific collaboration of freelancers or young idealists, who 

are hoping to successfully make an entry into the genre” 
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Virtual and augmented reality will be the impetus for the future of game development. Alexander Amon of Sproing is 

aware of this: “Virtual reality will definitely be a dominant topic, because many large manufacturers (HTC, Oculus, Sony, 

etc.) are bringing the hardware to market. They are also doing this in combination with augmented reality, as the just-

introduced Sulon Q by AMD is attempting. Especially at the universities, this is where a dynamic of its own in the section 

of educational games will probably.” In addition, he also sees growth potential in the mobile game market and in the 
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connection of mobile devices: “We will also see a lot of movement in this area, including in the fields of gamification in 

everyday life, e.g. reward systems for using several devices by the same manufacturer.”  

Max Höfferer also sees augmented reality and virtual reality as the way of the future, especially at serious games: “The 

combination of augmented and virtual reality has the potential to change games and other moving image formats long-

term. Working together with serious games, the learning environment, both in school and professionally, could be 

completely redefined. 

Sebastian Resl of Vienom has some advice for young developers: “For game development, I would recommend the 

following: first develop the simplest base mechanics and when these function perfectly, then expand the game. Aim for 

brave topics which have not yet been covered. And of course, marketing, marketing, marketing.” Max Höfferer add: 

“Increasingly more best practices are being developed in Austria for serious games and educational games. The growing 

trend in the field of e-sports will also continue. Based on the infrastructure required, and independent of borders, this 

voyage seems to be going in the direction of ‘Games-as-a-service’ i.e. ‘Cloud-gaming’.”  
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3.3 E-Publishing market 

 

According to a study performed by MindTake Research (March 2015)10, 52% of all Austrians read e-books. The favorite 

device for this is an e-book reader, 51% of Austrians read their e-books on one (the most popular device is Amazon’s 

Kindle). The tablet is in second place for hardware, 39 use one to read their e-books. In third place is the smart phone 

with a respectable 24%. 71 percent of the people questioned indicated that they purchased their e-book reader online, 

only 29% purchased them in brick-and-mortar stores. Three e-books were used very often by Austrian consumers, 22% 

of responders only read free e-books, 43% spend a maximum of €10 per month, while 22% spend up to €20 per month. 

The most popular method was downloading e-books from Amazon.  

 

In the online newspaper market, the Kronen Zeitung has the most readers in Austria. According to a study by MindTake 

Research11 (June 2015), krone.at is read by 32% of Austrians, 17% read the online version of the Kleinen Zeitung 

(kleinezeitung.at), 16% derStandard.at, and 15% the online newspaper of the free publication Heute (heute.at). Online 

paid subscriptions are not widespread in Austria, 86% of those questions indicated that they do not have any paid online 

subscriptions. The favorite way to read online newspaper is on the laptop (50%), with the smart phone (41%), and with 

the desktop computer (38%). Only 28% use a tablet to read online newspapers. If an online newspaper is read on a 

mobile device, then the app for the Kronen Zeitung leads with 14%, the app for the Kleinen Zeitung is used by 9%, and 

that of the Standard by 7%. 

4 Science and research 

The goal of the research group Entertainment Computing of the University of Vienna is to develop a preventative 

care system. It would use body condition sensors to track items such as sleep, activities, and food intake. Another goal 

is to develop a communications system for stem cell patients which will inform the patients in an easy to understand 

way about their treatments, and will reduce costs.  

There are also entertainment computing concepts in space travel. Working together with the Eindhoven University of 

Technology, TNO Human Factors & Delft University of Technology and the DESC Space Flight/Microgravity University 

of Amsterdam, the European Space Agency (ESA) has developed entertainment and occupational programs for 

astronauts. 

At the Danube University Krems the center for applied game research was created. Questionnaires are in the middle 

of the center related to carrying over current results in the research and testing of interactive visual/participative media 

and virtual worlds to the professional practice. Emphasis is placed on the areas of media and game design, as well as 

education and upbringing. The Center for Applied Games Studies offers a variety of educational programs, which are 

divided into the headings of Game Studies, media education, and trans-medial media design. The Center for Applied 

Games Studies also has a research and development branch, which can also relate to education. In this way, the team of 

the Center for Applied Games Studies has, among other things, accompanied the iterative design process of the well-

known physics adventure game Ludwig by the development company ovos. A module for user centered design is also 

offered . 

The working group Visual Computing of the Austrian Computer Society (OCG) deals with the support and 

expansion of the field in research and industry in the fields of industrial quality control, medical image processing and 

visualization, measurement, robotics, multimedia systems, Virtual Heritage, special effects in movies and TV, and 

computer games. 

The research group Media Computing of the St. Pölten University of Applied Sciences deals with the 

conceptualization, design, and implementation of interactive systems. The key areas include human computer 

interaction and game design.  

 

                                                                    
10 http://research.mindtake.com/de/ebooks-auf-dem-vormarsch-52-prozent-lesen-elektronische-bucher 
11 http://research.mindtake.com/de/zeitungs-apps-bei-mannern-beliebter-als-bei-frauen 
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The competence center Acoustic Sensing & Design (ASD), headquartered in Graz, is sponsored within the 

framework of COMET – Competence Centers for Excellent Technologies by the Vienna Business Agency as well as by 

the Austrian Research Promotion Agency (FFG), the Austrian Ministry for Transport, Innovation and Technology 

(bmvit), the Federal Ministry of Science, Research and Economy (bmwfw), the Styrian Business Promotion Agency 

(SFG) and the state of Styria. The project runs through the middle of 2017, a follow-on project is planned. New sound 

design technologies are at the center of the project, along with improved signal processing and design transfer, as well 

as innovative sensors and in-and-output systems. The companies “AKG Acoustics GmbH” and “Speech Processing 

Solutions” from Vienna are also taking part. All the competencies are combined in this project, which are necessary for 

successful recognition and design of background noises. This creates a large innovation potential for affordable and 

intelligent acoustics, and the active design of improved audio listening.  

5 Education situation in Austria 

Many educational institutions offer courses and training in media and game design. The selection is large and begins 

from early education up through university completion. The gaming field, like app development, is narrow and 

connected with the diverse information technology field of study. There are also independent institutions, which list 

their focus and direction is aiming towards the artistic/medial areas. In terms of computer graphics and 3-D 

visualization, Austria is in the top of its field internationally – as young entrepreneurs and experts alike are happy to 

report. The postgraduate mentoring in the diverse networks functions well, and guarantees a transfer of know-how from 

the laboratory to the street. Austrian game developers are just as successful internationally, as the providers of new video 

technologies. 

Universities offer courses with emphasis on gaming-, media design- and visualization. For instance at the University of 

Vienna and the Technical University of Vienna (TU Wien) the course Media Informatics and Visual Computing, at the 

University of Applied Sciences Technikum Vienna – Game Engineering and Simulation, at the Alpen-Adria-University 

Klagenfurt – Applied Informatics, at the St. Pölten University of Applied Sciences – Media Technology, the University 

of Applied Sciences Burgenland – Information Media Communication, the University of Applied Sciences Joanneum in 

Graz – Software Design, the Salzburg University of Applied Sciences – Information Technology & System-Management 

as well as the educational programs MultiMediaArt and MultiMediaTechnology, the University of Applied Sciences 

Vorarlberg – InterMedia, the University of Applied Sciences Upper Austria – Media Technology and Design as well as 

Digital Arts, and at the University College of Teacher Education Carinthia – educational subject Information Technology 

– secondary level general education. 

The federal higher technical institute Spengergasse offers two types of school. The educational track Media – 

Gamedesign teaches competencies for designing individual development processes of the game and being able to 

implement them. The focus of this educational program is on the design components. In Media Design – Animation, the 

visualization of the moving and storytelling image is the focal point of the education. The classes offered range from 

Stop-Motion-, 2D- and 3D-Animation to Realfilm and the possibilities for combining them all for numerous applications 

in the fields of film, TV, and new media. Both educational paths are geared for youth ages 14 and up, last 10 semesters, 

and finish with graduation and diploma testing. 

The SAE-Institute offers two educational programs: The Game Art Animation Program and the Game Art & 3D 

Animation Diploma teach the manufacture of realistic 3D assets, characters, and fantasy world, along with implementing 

them in a variety of game engines. By using complex work assignments from the field of game development, the students 

will learn to develop increasingly complex 3-D models and will also learn the optimization of them for their use on a 

variety of platforms. 

The company News on Video also offers an educational program for video journalists. The education is mainly 

journalism, contents are taught along with conception and manufacturing. The use of different digital cameras and the 

use of the Final Cut program are explained. Student will also learn how reports are designed for different areas and 

formats. As of October 2009, students have had the opportunity to finish their education with the title, “Akademic Video-

Journalist”. In support of this, News on Video has established an educational program in cooperation with the Institute 

for Journalism and Media Management at the University of Applied Sciences Vienna. 
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The Austrian Journalism Training Association (KfJ) in Salzburg and the fjum in Vienna offer educational 

programs for (Video-) journalists in focused seminars as well as in apprenticeships. The modular Journalism Training 

in Salzburg is barely one year long, while fjum offers a two-year postgraduate master degree. 

6 Events in Vienna 

The GAME CITY transformes the City Hall in Vienna every year into an internationally recognized hotspot for video 

gaming. With 78,000 visitors, the 2015 event set a new record. GAME CITY combines the display and the testing of 

actual game titles with discussion and consultation about handling computer games and media competencies. A special 

wienXtra-Kinderzone is available for families and children four years and over within the framework of GAME CITY. 

The symposium F.R.O.G. is also held, attended by international experts. 

Within the framework of F.R.O.G. – Future and Reality of Gaming, current topics in the field of gaming were made 

available to the general public. The event opened with the Critical Play Workshop, in cooperation with the Academy of 

Fine Arts Vienna, and was rounded off with the FROG Student Day, organized by the Danube University Krems. The 

event was financed by the Federal Ministry of Families and Youth, the City of Vienna, and the Danube University Krems. 

The event itself was conducted by Playful Solutions. With the motto “inter/play”, the interactions and interplay between 

the different game worlds, the formal play of children and adults, as well as the informal games of our society in everyday 

activities were in the foreground. 

At the VIECC Vienna Comic Con board games and role-playing activities were displayed which use mobile devices 

for communication, guidance, and for displaying game information. The visitors had the opportunity to try the games 

out in the convention halls.  

Austrian media days are coordinated and held by Mannstein Zeitschriftenverlag in Vienna every year in the fall. As 

the Congress of the Austrian media branch, many different topics are discussed ranging from business to technical 

requirements for the media. 

Fjum (Forum Journalismus und Medien Wien) is an association in Vienna, which offers continuing education in media 

and organizes numerous local events (e.g. media Innovation Day), as well as supporting international events. For 

example, in 2016 the supported the GEN Summit in Vienna which 600 international experts from the field of media. 
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7 Success Stories from Vienna 

 

7.1 Smart-TV, Film & Digital Signage 

 

The Austrian provider Flimmit is at the starting gate as of March 2015. The platform specializes in Austrian 

productions, which are seldom seen with large international service providers. In addition, movie packages are available 

which offer a financial advantage. The subscription offers access to a reduced selection. The video coding which is 

necessary for providing videos with different levels of quality to a variety of devices using as little bandwidth as possible, 

was developed in Austria. The Austrian Broadcasting Corporation (ORF) is involved in Flimmit with approximately 25%, 

which should ensure an increase in the amount of Austrian productions which are offered.12 

Even the telecommunication provider A1, with its products A1 Videothek and A1 TV, 3 with 3Film and 3MobileTV, UPC 

mit UPC on demand, and Horizon Go offer online video libraries to their customers. All three also provide a selection of 

TV channels, available only to their customers, as an Internet stream and available for monthly package prices. The offer 

varies significantly and is viewed more as an add-on feature to the respective mobile phone contract. Prerequisite our 

mobile devices or an in-house set-type box belonging to the user, which usually also functions as a video recorder.  

Mediaconsult offers consultation to their customers about Storytelling. It is especially important in the case of short 

Internet videos to tell a compact story. 

In the multimedia fields, the app from Tonio allows information from radio and TV stations, as well as music labels, to 

be sent directly to a smart phone. The mobile device is triggered when the microphone is activated by high-frequency 

tones which cannot be heard by the human ear. The Tonio function can also be integrated into other apps. These include: 

websites, tickets, gift certificates, pictures, subtitles, music covers, video streams, e-books, data’s messages on Facebook, 

quiz questions, apps, or raffles. 

ImFUN, a system by Interactive Media Solutions GmbH, projects interactive contents on all types of surfaces. An 

integrated camera recognizes movements and enables direct interaction with the projected elements. Completely 

                                                                    
12 http://flimmit-magento-static.s3.amazonaws.com/media/presse/150320_Flimmit_Pressemappe.pdf 
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branded, interactive games and one-of-a-kind effects can be displayed in this manner on floor surfaces. Touchscreens 

and interactive walls furnished with multitouch technology complete the portfolio of the company. 

With “Talking Tom” and “Talking Angela”, characters of the series “Talking Friends”, which was produced for an app, 

arx anima animation studio has created figures which have found popularity across the pond. After integrating, they 

were featured in a music video by Disney.13 The animation studio, which specializes in the development of film, Vfx, Tv, 

advertising, and games, has presented their work in movie theaters, on national and international TV, at festivals, on the 

Walt Disney interactive channel, at the London Royal Opera House, and at the 2012 Olympic Games in London. 

NINC! In addition to video and film production, this company also offers services in the field of web design and 3-D 

visualization. 

The portfolio of SPECTRUM TRICKFILM-Studios contains 3-D visualization; rendering: DVD production. 

Computer animation: VFX, cartoons, comics, caricatures. Trick film, Animation: Animation, trick film, modeling, CGI, 

3 D, and postproduction. 

Cliptease the Studio Q KG, is a production company and a design studio for motion design and animation. Motion 

Design, also referred to as Motion Graphics, is the creation of moving images in different media using methods from 

graphic design, typography, 2D- and 3D-animation and sound design. The studio, which is in the Vienna Museum 

Quarter, stages branded TV spots, image and web videos, develops corporate designs for moving images, and creates the 

visual appearances for TV formats and media. 

 

7.2 Games 

Game developers and organizations can be registered on the platform Games Austria.  

Indiegame.at is a nonprofit network by and for the Austrian game developer community. The goal is to strengthen 

their own support system, to increase awareness, and to network creative talents. Indiegame.at is an open platform for 

all Indie game developers, game studios, interest groups, and interested people. 

The Association SUBOTRON, for the promotion of electronic gaming culture, is, as the name already indicates, a point 

of contact and meeting place for the promotion of theoretical and practical discourse on the topic of “digital games”. The 

shop, which is in Vienna’s Museum Quarter, in addition to offering a broad palette of special items for the video gaming 

culture from around the world, also offers a varied assortment of other products relevant to pop-culture which are closely 

related to gaming culture. 

With nearly 100 employees, sproing is one of the largest game developers in Austria, and has been since 2001. The 

company is based on the three columns of experience, creativity, and quality. With over 50 console games, an entire row 

of free to play titles, they mainly serve international customers. 

 

GAMINSIDE GmbH links their idea for success to so-called Gamified Loyalty: by linking playful elements to the 

motivation of the customers, the engagement of the user is increased. Mechanics such as points (virtual currencies), 

status, levels, achievements & badges, appointments, countdown, discovery, luck & lottery, challenges, progression, 

surprise, epic goals, swiftness, and many more can be implemented. The Viennese company offers a complete package 

to gain customer loyalty. 

 

Ori and the Blind Forest is a Jump‘n‘Run game, which was developed by Moon Studios and marketed by Microsoft 

Studios (U.S.A.). The games graphics are reminiscent of classic anime’s such as Princess Mononoke. It garnered a lot of 

attention nationally and internationally and won numerous awards. 

 

The Game-Developer by Cliffhanger Productions Games GmbH are known for the combination of innovative 

gameplay concepts with established genres and brands. They Cliffhanger-Team has already gathered experience with 

                                                                    
13 http://www.ots.at/presseaussendung/OTS_20120706_OTS0028/walt-disney-records-outfit-7-engagieren-animationsstudio-mit-regisseur-aus-wien-fuer-neues-disney-

animations-kurzfilmprojekt-bild 
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several international market-leading developers, including Rockstar Games and Ubisoft. The game AErena (PC/Mac, 

and Mobile) is one of the few Austrian games which was published by the South Korean Telekom and in southeast Asia. 

 

Since 2004, ovos has been creating digital adventure worlds, which are supposed to convey contents through fun and 

enthusiasm. The core team consists of 20 people with the most diverse educational backgrounds, including experts in 

the fields of architecture architects, Japanese studies, information technology, and artists. This interdisciplinary base 

provides continuous inspiration. The company has also received many awards. They were awarded the Austrian 

multimedia state prize, along with the 2013 Summit Award from the United Nations, for the physics adventure Ludwig. 

The development of Ludwig is accompanied by a research project sponsored by Sparkling Science. 

Greentube Internet Entertainment Solutions GmbH, is a leading developer and provider of gaming solutions on 

the Internet and mobile devices. With over 400 employees, the game division of Novomatic focuses on casino games 

such as slot game machines, table games, and video poker, as well as bingo and poker in addition to online games. 

Well connected in the Vienna gaming scene is the small game studio Bloodirony Games, which prescribed a grant for 

mobile Indie games for itself and produces its own games. Their flagship is the mobile game Shooting Stars. 

Vienom conceptualizes, produces, and publicizes games with a focus on riddle and logic games for all current platforms. 

In addition, webpages and web applications are developed for well-known customers, e.g. for the ‘Kunsthistorisches 

Museum’ Vienna and the Austrian Chamber of Commerce. 

Socialspiel is a mobile phone game studio headquartered in Vienna. It was founded in 2010. They develop free-to-play 

mobile games exclusively for the Korean game market. 

 

7.3 E-Publishing 

The Digital Publishing Service by the company evolaris delivers print media quickly and cost efficiently to digital 

devices. The contents are provided to the consumer quickly and in a cost-efficient manner. Evolaris can take over the 

entire production, or can use a web-based service to create the digital publications and make them available. Evolaris is 

a competency center for mobile communication and interactive media. For more than 10 years, the independent research 

and development facility has been supporting companies in the process of implementing the Internet, mobile devices, 

and the applications connected with them, and accomplishing this in a goal-oriented and income-producing fashion. 

Over half of the financial volume is produced from contracts from private companies, the remainder are won in a 

competitive manner in response to request for tenders within the framework of public research programs. 

Qidenus Technologies is a young Viennese company, which specializes in the development and production of book 

scanning robots. The company accompanies and supports the customers during large projects. 

Treventus Mechatronics GmbH was founded as a spinoff company from the Technical University of Vienna in 2006. 

They are active in the field of development and manufacturing of modern scanning robots. The customers are offered 

not just the product of the scanning process, but also a selection of the content and access to it on the WWW as additional 

services. Anything desired can be scanned. This includes books, documents, newspapers, magazines, conference 

transcripts, folders, maps, and many other things which can be digitalized. In recognition of its developments, in 2007 

the company was awarded the 200,000 Euro Grand Price of the European Information and Communication Technology 

Awards.  

Bringing off-line content online is a major point in the portfolio of RAUM3 print.web.mobile. The agency 

transforms, with the assistance of CMS-guided web solutions, magazines, books, manuscripts - any desired document - 

into a digital version for iPad and iPhone. In addition, the team supports with the analysis and distribution of the texts. 

 

Sign language is an important tool which allows deaf people to communicate. The demand for translations and 

synchronization, especially in the field of entertainment, has increased so quickly that studio productions alone are not 

enough to process these quantities of data. Signtime GmbH devoloped with SiMAX a software system that recalculates 

spoken text so that it can be passed on in sign language by an animated avatar rather than by a person. The avatars are 
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interchangeable and can display emotions and body language. Processing by the software is cost-effective and fast. TV 

companies deliver their show as input and receive the synchronized translation in sign language as an animated video 

with the avatar. Signtime has also developed a mobile game for sign language. By using avatars, you can play the game 

‘Memory’ with moving images on your tablet or smart phone. 

To maintain contact with customers, and to guide attention to a product, it is important to regularly load content onto 

the web. This is not a problem for subject experts – and Alice Interactive Digital has developed publishing solutions 

which will make publishing and digital channels easier for those who do not want to get involved with the technical 

aspect. With the company’s own system ‘PageStrip’ the company provides a platform which customers can upload data 

to, without needing to use any complicated coding. The data which is entered is processed by the system and is available 

not only as an iPad app, but can also be used – with the same layout and functions – to distribute information on the 

web, on Facebook or on smart phones. 

Read.it is an app developed by Tailored Media which provides the opportunity to read newspapers and magazines 

online based on a flat rate model. Favorite magazines can be leisurely read on a tablet or smart phone using the app 

while new magazines can be discovered.  
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8 Services Offered by the Vienna Business Agency 

 

The objective of the Vienna Business Agency is the continuous development of international competitiveness by 

supporting the Vienna-based companies and its innovative strength, as well as a sustainable modernization of the 

business location. To achieve this, the Vienna Business Agency provides free consultations to all entrepreneurs in Vienna 

on the topics of business creation, business location or expansion, business support and financing. Furthermore, 

networking contacts in the Viennese economy are also made available. 

The Vienna Business Agency supports and helps businesses complete their research and development projects with both 

individual consulting and monetary funding. Depending on requirements, they will receive information about 

sponsorships, financing opportunities, possible development partners, research service providers, or research 

infrastructure, according to their needs. 

The Vienna Business Agency sees itself as a network of the Viennese ICT industry and supports businesses with 

consultations, as well with distribution and networking among themselves. Events and workshops on topics from the 

field of ICT are held regularly. 

Additionally, the Vienna Business Agency helps company relocations or internationalization services. Help is provided 

to business founders and young entrepreneurs in the start-up area. Free workshops and training sessions on topics of 

everyday business are offered as well as small, affordable office spaces. 
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9 Imprint 

Vienna Business Agency. A service offered by the City of Vienna. 

A-1070 Vienna, Austria, Mariahilfer Straße 20 

viennabusinessagency.at 

 

CONTACT: Andrea Rauscher & Christoph Raith, Technology Services 

T +43 1 4000-86786, rauscher@wirtschaftsagentur.at & T +43 1 4000-86596, raith@wirtschaftsagentur.at 
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Technology reports are available on the following topics: 

 

¬ Cloud Computing 

¬ Big Data Open Data 

¬ Mobile Apps 

¬ E-Health 

¬ E-Government 

¬ Emerging Technologies 

¬ IT Security 

¬ User Centered Design 

¬ Enterprise Software 

¬ Entertainment Computing 

¬ Visual Computing 

 

The digital versions can be found at https://viennabusinessagency.at/technology/technology-location-vienna/ 

 

 

 

 

 

At technologieplattform.wirtschaftsagentur.at Viennese can present their innovative products, services and prototypes 

as well as their research experience to enterprises and institutions in the technology sector and find development 

partners and pilot customers.  

 

The information and networking support offered in the key areas of information and communication technologies, 

energy, environment, mobility & construction, production technology, and process engineering is funded by the 

"Intersectoral platform for technology developers project”, part of the EFRE’s Investments in Growth and Employment 

in Austria, 2014 - 2020 programme. 

 

 


