
How Panic is made
6:30 p.m.  Schwarzenberg Hall

You have a unique opportunity to sneak 
a peek into Stéphan Aubier’s animation 
workshop. The author will show the 
participants of his masterclass what his 
storyboards, drafts and sketches look like, 
how objects are constructed and what are 
animation tests like – in short, how each 
episode of the cult series A Town Called 
Panic is made.

Business Bistro – Game Day
from 10 a.m. to 5 p.m.  Business Bistro

From 10:00 a.m. to 5:00 p.m. you can visit 
the presentation section of the Business 
Bistro to get inspired e.g. by a lecture by 
Creative Europe, possible ways of supporting 
the game industry, professional training in 
animation by Anomalia, games based on 
natural sciences developed by the Wietrack 
Softwork studio, or by a new game Under 
Leaves produced by Circus Atos.

Happy birthday!
9:30 p.m.  J. K. Tyl Theatre

It’s Petr Skala’s birthday today. As a birthday 
gift and a special live feature, the evening 
screening of his original film experiments 
will be accompanied by the post-rock band 
Ufajr. Skala’s work is unlike anything else 
the Czechoslovak cinema produced in the 
1960s – 1980s. In his experiments with the 
medium, he even wandered into the realm 
of abstract films… and with live music, his 
films will gain yet another dimension!

Tips for today

Exhibitions
10:00 – 18:00  Jiří Šalamoun: Giant Dog of Animation  (House of Štěpánek Netolický)
10:00 – 18:00  Puppets Are Alive!  (House of Štěpánek Netolický)
10:00 – 18:00  Italian Animation  (J. K. Tyl Theatre – Foyer)
10:00 – 18:00  Room  (Festival centre)

music programme   theatre
21:00  ±0  (Festival tent)      10:00  Eliščiny pohádky  (Castle park)
22:00  Please the Trees  (Festival tent)
23:00  DJ Johana  (Festival tent)

ACCOMPANYING PROGRAMME
14:00  Meeting with filmmakers  (Castle Café)

Festival Center 
08:00 – 20:00  Samsung VR zone a Game zone  (1st floor)
08:00 – 20:00  Alza virtual zone  (2nd floor)

Children
,
s playroom

10:00 –18:00  Festival center  (1st floor)

The tradition of  
Czech animation lives on in games

,,

What made you establish the Anifilm In-
ternational Competition of Independent 
Computer Games?
 As you know, we’ve been organizing 
Game Day for some time and the competiti-
on just naturally grew out of it. Our ambition 
now is to annually compile a list of games 
that we’d like to recommend to the visitors 
of Anifilm and really to anyone who enjoys 
animated films and nice games. I want to 
personally help connect the worlds of ani-
mation and games because I believe that the 
tradition of Czech animated films lives on in 
computer games and maybe even more so 
than in contemporary animated films.

What’s your opinion on the development 
of the game industry in the Czech Re-
public? I’ve heard that there are plans to 
found an Association of Czech Games and 
open a game development department at 
FAMU in Prague, etc.
 Yes, I think that the public’s attitude 
towards games is improving, but we need 

to keep working on it. Even though games 
have long been generating greater profits 
than the film and music industries, they are 
still perceived quite negatively. Yet there are 
many beautiful games already available and 
the medium keeps developing in various 
ways. Games are here to stay and will be inc-
reasingly important to our culture. Instead of 
ignoring them, we should strive to nurture 
and refine them.

Can you give players any advice on how 
to find truly interesting titles among 
the thousands of games on the market? 
Where do you draw inspiration?
 That’s a very difficult task and it’s ge-
tting harder every day. Huge amounts of 
games are constantly being published and 
only some of them are good. And to make 
matters worse, the good ones often fail to 
break through. This makes finding a great 
game a great challenge. We believe that our 
competition can help in this respect and I re-
commend consulting the list of nominees.

You are currently working on three new 
games. Can you tell us more about them?
 Actually, we are working on four 
games... The only one we’ve announced 
officially so far is entitled CHUCHEL. This is 
another project by the exceptional animator 
Jaromír Plachý, the author of Botanicula, and 
it’s above all great fun. We introduce CHUCH-
EL at Anifilm. It should be out early next year.

Jakub Dvorský is the founder of the game studio Amanita Design, 
the developer of the Samorost and Machinarium series. Their next 
project is entitled CHUCHEL and will be all about fun.
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A once-in-a-lifetime experience awaits the 
visitors of this year’s Anifilm. Jak Kulka and 
František Týmal will present their unique 
work and special projection equipment at 
5:30 a.m. in the Světozor Cinema.  Kulka’s 
Prejection Apparatus is a special optical-
-mechanical projection apparatus created 
for the purpose of getting our hands on and 
exploring spheres of film that were previous-
ly technically unattainable. Besides classic 
media, it is capable of projecting a wide 
range of unconventional materials including 
rolls of bandage, adhesive tape, lace, bubble 
wrap and more. František Týmal will screen 
two parts of his trilogy of hand-made films 
in development. The End of the Dinosaurs is 
a film created by etching a 35mm film stock. 
Return of the Dinosaurs, portraying the repo-
pulation of the Earth by primitive life forms, 
uses a 70mm film stock and will be screened 
using a modified crank-operated projection 
apparatus.

Today we have a real treat for fans of the 
Italian director Bruno Bozzetto. We will be 
screening his cult film Allegro non troppo as 
well as a new documentary which gives a fai-
thful portrayal of this legend of (not only) 
Italian animation. Its director Marco Bonfanti 
takes us into the intimate environment of 
Bozzetto’s home and animation workshop 
and lets us peek into Bozzetto’s everyday life. 
Furthermore, Bonfanti offers the viewers an 
insight into Bozzetto’s films, his work me-
thods, and his infinitely creative mind. This 
comprehensive documentary also incorpora-
tes archive footage and numerous excerpts 
from Bozzetto’s animated films.

That’s the title of the exhibition in the Dům 
Štěpánka Netolického gallery you are all 
cordially invited. The exhibition follows last 
year’s presentation of a smaller selection of 
new Czech film puppets and decorations. 
Both of these events reflect the indisputable 
fact that puppet animation is thriving in the 
Czech Republic, and they do so on several 
levels – short, student, and feature films as 
well as TV series and internet animations!

Analogue
Strikes Back

Bozzetto as you 
may not know him puppets are alive!

I deeply respect my characters
,,,,

Do you remember the moment you 
decided to become a director of animated 
films? How did it happen and how old 
were you at the time? 
 I was sadly born an artist, and like so 
many others, never really had a choice. 
I have always been impulsed to draw, make 
things, and tell stories, so it was inevitable 
I became an artist of some variety. I went 
to film school when I was 25 and realised 
that stopmotion animation was a wonderful 
way to combine all the things I loved doing; 
telling stories, sculpting, painting, making 
an audience laugh and cry. My father was an 
acrobatic clown and so I seemed destined to 
follow in his shoes and become an entertai-
ner who explored both comedy and tragedy.

The characters in your films are oddballs 
and outsiders. What do you find most inte-
resting about people who are ‚different‘?
 I have always felt different and suspect 
so has everyone. We have all felt like we 
don’t fit in, are marginalised, misfits, outcast, 
underdogs. My characters are essentially 
melancholic and misunderstood. I would 
never consider them oddballs or weirdos. We 
are all imperfect and we all have fundamen-
tal flaws, whether they be physical or mental. 
My aim is to make endearing, empathetic 
and universal characters who resonate with 
people of all ages and races. I deeply respect 
my characters and never try to exploit 
or make fun of them. To me they are real 
people.

Has receiving an Oscar had any influence 
on your work or yourself?
 Awards are like nice bottles of wine. 
They make you feel great for a while, but 
there is always an impending hangover and 
the shine quickly wears off. Oscars and other 
big awards, never make the writing process 
any easier. In some ways, the expectations 
after winning a major award are higher and 
the demands greater. I have always felt like 
a bit of a fraud and never quite deserving 
of many of the awards I have won. These 
feelings of self-doubt are what drives me, 
and I now know these feelings of inade-
quacy are in many ways quite healthy and 
a necessary part of the creative process. 
Feeling confident all of the time just leads to 
complacency and bad art. If winning awards 
was my main objective, then my career 
would have collapsed and gone down the 
toilet years ago. A good story well told is 
always my objective.

What are conditions like for independent 
animators in Australia?
 Being independent or an ‘auteur’ I think 
is difficult no matter what country you 
live in. It is a long and lonely journey often 
fraught with rejection and uncertainty. Ho-
wever, creative freedom and control are the 
rewards, and being your own boss means 
there are no limits to where a film can take 
you. Rigorous scriptwriting is the key, and 
the hundreds of lonely hours typing draft 
after draft of a screenplay is the only way 
a strong and potent story can evolve. 

Australia is a lovely place to live, but our 
culture is young and emerging. I often crave 
the centuries of culture Europe has, and 
often wish I didn’t live so far away down here 
at the bottom of the earth!

Did any Czech animation make an im-
pression on you? Were you influenced or 
inspired by any particular artists?
 The art form that has influenced me 
the most is classical literature, and I always 
gravitate to stories that have a darker tone. 
Having said this, Jan Švankmajer has always 
been my favourite stopmo animator. His 
exploration into sophisticated and challen-
ging subject matter, in many ways gave me 
the confidence, courage and conviction to 
pursue a career making stopmo films that 
are different to the norm. 

What enticed you to accept the invitation 
to this year‘s Anifilm festival? 
 I have been to many festivals all over 
the world and have been wanting to come 
to Czechoslovakia for many years, especially 
due to the strong history of puppet films. 
The art form is taken seriously and I really 
look forward to immersing myself in all 
things Czech!

This year, Anifilm is proud to welcome Adam Elliot, an inde- 
pendent Australian director and the author of the Academy-
-Award winning short Harvie Krumpet and the cult feature 
Mary and Max. Visitors will have a chance to see Mr. Elliot’s 
films, which focus on peculiar characters and outsiders, 
as well as to see him in person at a moderated discussion.
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