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2019: Spieler B. and Krnjic V. (2019)The Code’n’Stitch Project, Poster Presentation. Conference on Gender 
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Selected Oral Contributions to International Conferences 

11/2022: Lecture "Breaking Down Stereotypes: Role Images in Games and Computer Science", Harz University of 
Applied Sciences 
10/2022: Organisation Conference “Making & more” together with Plant Science Center, PH Zurich 
08/2022: Invite Talk: Maker-Education- as an interdisciplinary method of free experimenting, exploring or (digital) 
tinkering, Symposium "School of tomorrow - digital, sustainable & creative", RuhrFutur / Essen  
06/2022: Workshop: Artificial Intelligence (AI) makes school - Understanding, grasping and applying AI , 11th Swiss 
Day for Computer Science Education, ETH Zurich. 
06/2022: Workshop: Designing, Programming, Embroidering - Creative Design of Digital Patterns , 11th Swiss Day 
for Computer Science Education, ETH Zurich 
06/2022: Invited Talk: Maker Education and Gender: Exploring Creative Learning Situations in a Gender Sensitive 
Context , Workshop on Everyday Creativity in (Post)socialism, Universität Graz / Department of Sociology 
05/2022: Workshop participation as expert , AI as an opportunity for more gender equality - approaches for policy 
and administration, UNESCO Commission Germany 
03/2022: Workshop: Making in the classroom: a (digital) do-it-yourself, experiment and invent , SWiSE Innovation 
Day 2022, PH Zurich. 
03/2022: Invited Talk: „Algorithmic Bias: Didactic approaches for gender-responsible AI & IT systems” at 
DIGITAL GENDER: Ethics, power and (gender) knowledge in artificial intelligence (AI/AI) systems.  
03/2022: Workshop "Gendersensitive Computer Science Teaching", till 2022 (Day of Computer Science Teachers) , 
Uni Hannover 
01/2022: Lecture series University of Hildesheim: Competences in Computer Science and gender 
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09/2021: Key-Talk: “Game design: from storyboard to one’s own games” – MNU Niedersachsen DIGITAL 2021 
03/2021: Building Data Literacy with the Teaching Profession at Global Scale, Helmut Schmidt-University Hamburg 
03/2021 Expert talk NLQ event: "Algorithmic Bias".  
11/2020 Entrepreneur Talk: Competence Workshop for Entrepreneurship and Transfer 
03/2020 Online Expert Workshop "Strengthening Machine Learning Competencies in Germany", acatech - German 
Academy of Science and Engineering, Munich, Germany 
06/2020 Online Conference "Information Literacy and Democracy (IDE)" in the event"Statements and Discussion" 
08/2019 Scratch Europe 2019, Cambridge, UK: Invited workshop: "Creative engaging and playful activities with 
smartphones for interdisciplinary school projects". 
09/2019 Panel discussion of the GenderMINT 4.0 project, Technical University of Munich, Berlin 
09/2018 Technical University of Vienna, Invited talk: Gender-sensitive computer science didactics for the 
empowerment of women in technology, Vienna/Austria 
 

Theses 

05/2018 Dissertation: Development and Evaluation of Concepts and Tools to Reinforce Gender 
Equality by Engaging Female Teenagers in Coding 
Link: https://catrob.at/SpielerPhD    
 

10/2014 Master Thesis: Concept and Implementation of a Web Application for the Digital Assessment 
in Physiotherapy 
 

02/2011 Bachelor Thesis 2: Computer games in therapy: Conception and evaluation of digital games for children and 
adolescents with ADHD 
 

06/2010 Bachelor Thesis 1: Scratch in Action 
 
Apps and Platforms 

2021: Making projects: https://explore-making.ch  
2020: OER-Platform: https://digiducation.de   
2018: Luna&Cat on Google Play: https://catrob.at/luna, GitHub: https://github.com/Catrobat/Catroid 
GitHub Repository for the Tutorial Game: https://github.com/Catrobat/LunaAndCatTutorialGame 
Code’n’Stitch” project (2018-2020): funded by the Austrian Research Promotion Agency, new App flavor: 
Embroidery Designer: https://catrob.at/ED 
Since 2015: Pocket Code (Catrobat-Association): https://catrob.at/pc  
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