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Vazeni ¢lenovia habilitaGnej komisie,

tento posudok je vypracovany na zaklade ziadosti o habilitaciu v odbore Vytvarné
umenie so zameranim na interaktivnu vizualizaciu informacii, ktoru predlozil Mgr. Matej
Novotny, PhD. Ziadost predstavuje komplexny prehlad vyskumnych vysledkov,
vedeckého prinosu a pedagogickej praxe Mateja Novotného. Jeho prace maju Siroké
spektrum a siahaju od vizualizacie informacii az po interaktivne a herné pristupy, najma
k vystavam. Kritéria na habilitaciu v odbore Vytvarné umenie na Vysokej Skole
vytvarnych umeni v Bratislave spliia podta mojho nazoru vdaka bohatym skisenostiam
z vystavnej i vyskumnej praxe, aj vdaka aktivnemu posobeniu v pedagogickej ¢innosti,
pri tvorbe novych predmetov a Studijnych programov. Dokumentacia jeho habilitacie je
dobre Strukturovana a portfélio, ako aj videa poskytuju velmi dobry prehlad o réznych
projektoch a vyskume.

V nasledujucom texte stru¢ne zhodnotim projekty/vyskum, vyuébu a publikacie.

Ziadost Mateja Novotného nacrtava komplexny a inovativny vyskumny program v oblasti
vizualneho umenia, konkrétne so zameranim na interaktivne pristupy a hru. Navrhovany
vyskum je relevantny a zaroven aktualny a zaobera sa kli¢ovymi otdazkami interakcie
¢loveka s pocitacom. Tento smer vyskumu slubuje vyznamny prinos pre tuto oblast.
Najma projekty INFINITE ZOOM, VIRTUAL ARCHEOLOGY a SEARCH BY SHAPE
predstavuju fascinujuce interakéné pristupy. Napriklad myslienka rozdelit obrazok na
mozaiku vizualne podobnych vyrezov inych obrazkov je velmi zaujimava a da sa
prispb6sobit aj na iné aplikacie, napriklad na vizualizaciu informacii alebo ako koncept
navigacie. Vyhladavanie podla tvaru je dalSim slubnym pristupom, pretoze sa mdze
uplatnit napriklad aj pri vizualnych analytickych néstrojoch v kombinacii s detekciou
vzorov. Myslienka VIRTUALNEJ ARCHEOLOGIE pri ktorej sa pouziva $tetec ako
interakény prvok na zviditelnenie objektov umoznuje navstevnikovi nielen hravym a
prieskumnym spdsobom zapojit sa do prace s objektmi, ale zaroven ukazuje ¢ast prace
archeolégov. Osobitne chcem vyzdvihnut aj dva projekty, VIRTUALNA GERULATA a
KIOSKY SLOVAKIANA, pretoze spdjaju prenos poznatkov s hrou. Oba projekty s uréené
r6znym typom pouzivatelov, napr. tym, ktori chcu ziskat podrobné informacie o objekte,
a tym, ktori chcu tému preskimat hravejSim spdésobom. Pokial ide o prenos vedomosti



a vzdelavanie, dobrym prikladom su dva projekty LADY a RECRUITMENT: oba
interaktivne a badatelsky zviditelfiuju kroky potrebné na reStaurovanie obrazov.

Publikacie Mateja Novotného boli vydané a prezentované na narodnych a
medzinarodnych konferencidch a podujatiach. Vac¢sina jeho publikacii vznikla v rokoch
2010 az 2014. Od roku 2015 sa jeho zameranie presunulo viac na vystavy, ¢o svedcéi o
tom, ze je viditelny a aktivny v ramci svojej cielovej skupiny/komunity. Mnohé z projektov
prezentovanych na tychto vystavach su pdsobivé a zasluzili by si publikovanie. Preto by
som mu odporucal, aby zvazil publikovanie tychto projektov, napriklad na konferenciach
tykajucich sa interakcie ¢lovek - pocitac. Okrem jeho publikacii a vystav treba zdéraznit,
Ze niekolko jeho projektov bolo uspesne financovanych grantami, ¢o podc&iarkuje jeho
schopnost viest nezavislu vedeckl a umeleckd pracu.

Okrem vyskumu sa Matej Novotny venuje aj vzdelavaniu, vytvoril a realizoval niekolko
predmetov, napriklad ,,Kreativhe programovanie“ a ,,Navrhovanie hier a virtualnych
prostredi“. Okrem toho sa autorsky podielal na novom Studijnom programe Digitalne
umenie, ¢o svedc¢i o jeho schopnostiach pri formovani Studijného programu a
napredovani v tejto oblasti. Ziskal aj cenné skusenosti s vedenim Studentov
magisterského aj bakalarskeho Studia az do roku 2015. Odvtedy sa vSak jeho zameranie
zmenilo, priGom jeho suc¢asné Usilie smeruje k rozvoju Studijného programu a
predlozenému pedagogickému projektu, ktory odraza jeho vyvijajicu sa ulohu v ramci
inStitucie. PredloZzeny pedagogicky projekt v jeho Ziadosti je velmi slubny. Mimoriadne
zaujimava je iniciativa nadviazat kontakty s Univerzitou Komenského a Slovenskou
technickou univerzitou, ktorej cielom je vytvorit spolupracu medzi umelcami a
programatormi a spristupnit jeho kurz aj Studentom inych Studijnych programov. Okrem
toho su slubnymi cielmi do buducnosti aj jeho plany ponukat Studijny program aj v
anglickom jazyku, aby bol pristupny aj pre zahrani¢nych Studentov, a tiez uvazovat o
vymene Studentov s inymi (zahraniénymi) Skolami.

Celkovo zZiadost ukazuje, Ze Matej Novotny dokaze identifikovat kli¢ové problémy a
viest nezavisly vyskum. Jeho prinos je uzndvany na narodnej i medzinarodnej Urovni.
Schopnost riadit vyskumné projekty, ako aj viest Studentov a mladSich vyskumnikov su
délezité zrucnosti vo vedeni vyskumného timu. Jeho praca v Studijnom programe
Digitalne umenie a predlozeny pedagogicky projekt dalej ilustruju jeho veduce
postavenie pri formovani vzdeldvacich Struktur a nadvazovani medziodborovej
spoluprace. Tieto snahy zdoraznuju jeho odhodlanie napredovat vo vyskume aj vo
vzdelavani v tejto oblasti. Preto podla méjho nazoru Matej Novotny jednoznacne splnil
kritéria pre habilitaciu v odbore Vizualne umenie so Specializaciou interaktivna
vizualizacia informacii.

S dctou,
Doc. Dr. Simone Kriglstein
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Dear Members of the Habilitation Committee,

this review is based on the habilitation application in Visual Arts with the specialization in
interactive visualization of information submitted by Mgr. art. Matej Novotny, PhD. The
application presents a comprehensive overview of Matej Novotny’s research achievements,
academic contributions, and teaching experience. His works have a wide spectrum and range
from information visualization to interactive and playful approaches, especially for exhibitions.
He meets the criteria for the habilitation in Visual Arts at the Academy of Fine Arts and Design in
Bratislava, in my view, owing to his extensive experience in both exhibition and research practice
as well as due to his active involvement in teaching and the development of new courses and
study programs. The documentation of his habilitation is well structured and the portfolio as well
as the videos give a very good overview about the diverse projects and research.

In the following, | will briefly review the projects/research, teaching, and publications.

Matej Novotny's application outlines a comprehensive and innovative research agenda in the
field of Visual Arts, specifically focusing on, interactive and playful approaches. The proposed
research is both relevant and timely, addressing key issues in human computer interaction. This
research direction promises to make significant contributions to this field. Especially the
projects INFINITE ZOOM, VIRTUAL ARCHEOLOGY, and SEARCH BY SHAPE are fascinating
interaction approaches. For example, the idea of splitting an image into a mosaic of visually
similar cut-outs of other images is very interesting and can also be adapted for other
applications such as for information visualizations or as navigation concept. SEARCH BY SHAPE
is a further promising approach since it can also apply to, for instance, visual analytic tools in
combination with pattern detection. The idea of VIRTUAL ARCHEOLOGY to use a brush as an
interaction element to make objects visible, allows the visitor not only to engage with the objects
in a playful and explorative way, but also shows a part of the work of archaeologists. | also want
to especially highlight two projects, VIRTUAL GERULATA and SLOVAKIANA KIOSKS because of
their combination of knowledge transfer with a playful approach. Both projects address different
types of users, e.g., those who want to get detailed information about an object and those who
want to explore the topic in a more playful manner. Regarding knowledge transfer and
education, the two projects LADY and RECRUITMENT are good examples: both make the
necessary steps for restoration of paintings interactively and exploratorily visible.

Matej Novotny's publications have been presented and published at national and international
conferences and events. Most of his publications were produced between 2010 and 2014. Since
2015, his focus has shifted more towards exhibitions, which demonstrates that he is visible and
active within his target audience/community. Many of the projects shown in these exhibitions
are impressive and would warrant publication. Therefore, | would encourage him to consider



publishing these projects, for instance, at conferences related to human-computer interaction.
In addition to his publications and exhibitions, it should be emphasized that several of his
projects have been successfully funded, which underlines his ability to lead independent
scientific and artistic work.

In addition to his research, Matej Novotny has shown a strong commitment to education, having
created and implemented several courses such as 'Creative Programming' and 'Designing
Games and Virtual Environments.' Furthermore, he was involved in the authorship of the new
study program for Digital Arts, which demonstrates his skills in shaping the curriculum and
advancing the field. Additionally, he has gained valuable experience supervising both Master's
and Bachelor's students up until 2015. However, his focus has shifted since then, with his
current efforts directed towards curriculum development and his presented pedagogical
project, which reflects his evolving role within the institution. The presented pedagogical project
in his application is highly promising. Particularly exciting is the initiative to network with
Comenius University and Slovak Technical University, aiming to create joint collaborations
between artists and programmers and to make his course also accessible to students from
other study programs. Furthermore, his plans to offer the study program also in English to make
it accessible for international students and also to consider student exchange with other
(foreign) schools are also promising goals for the future.

In summary the application reflects that Matej Novotny can identify key issues and
lead independent research. His contributions are recognized at national and international
levels. The ability to guide research projects, as well as to mentor students and junior
researchers, are important skills for leading a research team. His work in the Digital Arts
study program and his presented pedagogical project further illustrates his leadership
in shaping educational structures and establishing cross-disciplinary collaborations.
These efforts highlight his commitment to advancing both research and education
within the field. Therefore, in my opinion, Matej Novotny has clearly met the criteria for
habilitation in Visual Arts with the specialization of interactive visualization of information.

sincerely

Associate professor Dr. Simone Kriglstein





